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THE WORLD MAP OF SENZAR 


An Introduction To The SenZar System 


We created the SenZar System because we had to. If you are from 
the “old school” of FRP games, just like we are, then you proba- 
bly know why we had to. 


The New Millennium In Role-Playing! 


The SenZar System represents an intensive effort to change the 
established face of “conventional” fantasy role-playing games. 
SENZAR contains all of the Races, Professions, Magicks, and 
Things Magick within the game, as well as the various rules nec- 
essary to run both the “mortal” and “immortal” versions of the 
game. Additional Campaign Builders will include various new 
game and campaign scenarios, new monsters, new magicks, and 
new things to hoard. SenZar, therefore, is the foundation for the 
campaign, while the Campaign Builders are additional tools for 
expanding and embellishing the campaign. 


The Underlying Theme 


The underlying theme of the SenZar System is that nothing is 
impossible when imagination is concerned. In most so-called FRP 
games, the PC begins unable to survive even the most basic 
encounters. Those fortunate few who do manage to weasel their 
way through encounters then are rewarded with slow, demeaning 
“level-making”; fixed and often immutable statistics which 
remain with them for the life of their character; and shoddy, effete 
magick items. Progression is slow, often tortuous, as they struggle 
to achieve the upper ranks of their chosen professions. And, 
once—and if—they manage to reach that apex of power, they very 
often have little or nothing to look forward to; no pot of gold at 
the end of that long, black rainbow. 


Role-Playing In God Mode 


Well, that’s not the case at all in the SenZar System! Players have 
the prerogative to determine their PC’s attributes, without the 
humiliating “random die roll” to determine them. Fate points can 
be used to “edit” poor die rolls, such as failed saves or missed hits, 
or to boost the PC’s attributes. Players are encouraged to make 
their PCs as detailed, realistic, and playable as they can. And, per- 
haps, as powerful as they can, for only then will they be able to 
progress as far as the ranks of the immortals, when an entirely new 
“game” will begin—that of “The Dragon’s Game,” wherein 
immortals contest one another for ultimate power. 


A Word To The Wise 


In the SenZar System, we freely use the term “Creator” (known in 
other FRP games as the “GM,” “Game Judge,” “Dungeon 
Master,” or “Keeper”). The term “Creator” is not intended to be 
blasphemous. There’s enough ignorance, prejudice, and fear in 
“The Real World” as it is, and we do not intend to perpetuate such 
idiocy in any way, shape, or form. Instead, we use the term 
“Creator” in its most basic, elemental sense: one who creates. In 
the SenZar System, the Creator is the person who “creates” the 
“world” in which the Player Characters (the PCs) “adventure.” He 


sets the scene, moderating the interaction between the PCs and 
their fantasy-world environment; acting in a sense as the “com- 
puter brain” acts in the software parameters of a standard com- 
puter game, except with the warmer, more “fuzzy” guidelines of 
the Human imagination to guide him. There are no hidden agen- 
das, no secret schemes of mental subversion, nor any clandestine 
attempts at world domination secreted within the term “Creator” 
or within the SenZar System as a whole. In the SenZar System, 
the only things we promote are Imagination, Creativity, and Fun. 


...and anyone who thinks otherwise is entitled to his opinion, no 
matter how wrong it is. 


Words Be Nimble, Words Be Quick 


We use the male pronouns “he, him, and his” in the SenZar 
System to represent the he/she/it pronominal spectrum (otherwise 
known as the “he did what?” scatological spectrum). Occasionally 
the use of the authoritative “we” is employed, but this is not 
intended to promote some Ayn Rand-esque nightmare of ‘“one- 
ness” or “selflessness” as in her thought-provocative opus, 
“Anthem.” “We” use “we” because more than one “he” wrote this 
book! 


So Now... 


So now that you’ve got the gist of things, and now that all the 
politically correct BS is done, we would like to formally welcome 
you to the SenZar System. 


Welcome To The SenZar System! 


....Now go have some fun... 


pl ian 


Todd King Joseph V. Giacone, Jr. 


Johnny Bruner 


it 
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PC Generation 


PC GENERATION 


STEP 1: Choose your PC’s Race. 


To generate a Player Character, first choose which Race you wish 
to play. Each race has a different GenPackage based on that 
race’s particular strengths and weaknesses. Within each race’s 
GenPackage are 100 Fate Points, or points that you use to build 
your PC. 

Example: A Human PC would start out with 100 Fate Points. 
These Fate Points would be used to pay for that PC’s Attribute 
Scores, as well as any Special Powers he might desire to make 
his PC unique. 


Generation Options: Not every campaign is the same, and it 
certainly wouldn’t be fair to assume that every PC in every cam- 
paign should begin the game with 100 Fate Points. Here are some 
of the “Campaign Bonuses” that we’ve used in our own cam- 
paigns. Feel free to employ them in your own (if the Creator 
approves the use of them, that is). 


PC Gen. Bonus Points 
+10 Fate Points 

+5 Fate Points 

none 


Campaign Scenario 
Single Character 


Small Group (2 or 3) 
Large Group (3 or more) 


STEP 2: Choose your PC’s Profession. 


Next (or before Step 1 if you really plan ahead), you should 
choose which Profession you intend your PC to be. Many of these 
professions will be easy to qualify for, as their GenMins are not 
exceedingly difficult to achieve, even with 100 Fate Points. 
However, there are some professions which are difficult to quali- 
fy for, even with 100 Fate Points or more. If you can’t get what 
you want, then what we suggest are Karma & Codes. 


Karma & Codes: A good way to flesh out a one-dimension- 
al PC, Karma and Codes are easy ways to increase your PC’s Fate 
Points up to the point at which you can start off the game as any 
profession. If you find that you don’t have the points to burn to 
start off as the profession of your choice, then refer to “Karma” 
and “Codes” in Chapter 5. 


STEP 3: Assign your PC’s Fate Points. 


Once you’ve decided upon your PC’s race and profession, it’s 
time to assign your Fate Points and flesh your PC out. Divvy up 
your Fate Points amongst your attributes, making your chosen 
profession’s GenMins, and also leaving enough Fate Points 
remaining in order to get some potent Special Powers, if desired. 
After doing this, leave at least a couple of Fate Points hanging 
around after your PC’s creation—just in case you happen to need 
some Fate Points to make that Save that could save your life. 

Note: Choose wisely. The only conventional way to boost attrib- 
utes after PC creation is by burning Fate Points, and that can be 


both costly and time-consuming. (See the “Fate Point” section for 
more info.) 


STEP 4: Embellish your character! 


You’ve got your PC’s race, profession, attributes, skills, martial 
arts, special powers, karma, and codes determined. Now it’s time 
to determine the little things that make your PC the hero (or fiend) 
that he truly is. The Creator will help you to determine some 
things, like your new PC’s Birthplace, Birthdate, and Zodiacal 
Sign. Also, the Creator will help you determine your PC’s initial 
Money, Connections, and Fame. 


Next, you'll confer with The Master Table (located in the 
Appendix) to determine your PC’s Saves, CV Bonus, Base 
Damage & Max Lift. These go on your Character Sheet in the 
appropriate places. You’ll then get all your AV and DV info, 
Action Phases, Power Points, XP, Hit Points, etc., etc., which 
again the Creator will help you calculate. Now, after all the math 
stuff, it’s time for some more fun. 


STEP 5: Time to shop! Time to hoard! 


As a newly created PC you’ll have at least 1,000 Stars to spend 
(unless you’ve taken the Special Power “Status,” in which case 
you’ll probably have more to burn; or unless you and the Creator 
have other ideas about how little money you start with), and you’ll 
need to equip your PC with whatever The Marketplace has to 
spare. Here, you buy your armor, weapons, and basic adventuring 
equipment. (Some races will actually begin their adventuring 
careers with one free “Racial Weapon,” selected from the “Racial 
Weapons” Table in the Marketplace. For the specs on who gets 
what for free, check out the “Races” section.) 


Again, choose wisely what you buy, and keep an eye on your 
money. Many wicked Creators just love to start a campaign off by 
having some thief swipe your hard-earned money, just so you’ll 
be motivated to do some financially-inspired adventuring. 

Note: If you want, you can do this the cut-and-dried way, and just 
pick what you want for your PC out of the book without actually 
starting to adventure. This also works for the magick using types, 
who can select their beginning spells the same way. Or, Creator 
willing, you can just use the here's your graduation present” rou- 
tine, or, alternately, the “here's your inheritance, Junior” routine, 
and that can finish the PC fleshing-out just as well. Choose 
whichever method suits you. Any of them are acceptable. 


LAST STEP: Ready your weapons, prime your spells, warm 
up those dice and go have some fun! 
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An Example Of Character Generation 


Now we’ll step you through the process of generating a PC. To kill 
two avians with a single igneous projectile, we’ll generate a profes- 
sion which has elements of both warrior and wizard in it. 


Step 1: Create a concept of the PC you wish to play. Obviously, you 
and the Creator will need to get together on this step, for both of you 
must be in perfect agreement before proceeding. 

Step 2: Choose a race and a profession. For the purposes of this 
example, we’ll choose a Silestion Witch Hunter. 

Step 3: Creation Time. We have 100 free Fate Points, plus any addi- 
tional Fate Points that we generate using Karma, with which to 
build our PC. Just to make things easy, we’ll initially assign 10 
points to each and every one of the eight sections of Karma (which 
will give us 80 Fate Points; it’Il also keep us from having to define 
our Karma, too. Also, we’ll make our Witch Hunter a generic “10” 
on each of the two “good” Codes, the Good Earth Code and the 
Cause (which will give us an extra 20 Fate Points). Thus, we have 
our basic 100 points, plus an extra 80 points for Karma, plus an 
extra 20 points for Codes, for a total of 200 Fate Points with which 
to build our Witch Hunter. Not too bad for starters (and we can 
always go back and assign more points in Karma or Codes if we 
need it). 

Step 4: Meet your professional GenMins (but don’t exceed your 
racial GenMaxes). Consulting both the “Silestion” and “Witch 
Hunter” descriptions, we find that meeting all the GenMins for the 
Witch Hunter will be tough, but not impossible, for our Silestion 
PC. For your information, the Witch Hunter’s GenMins look like 
this: 


Attribute GenMin Fate Point Cost 
Strength 12 13 
Speed (10) 10 
Dexterity 11 11 
Constitution 12 13 
Willpower 14 20 
Intelligence 11 11 
Presence (10) 10 
Perception 12 13 
Power 10 10 


Total = 111 Fate Points 


Step 5: Math Time. Consulting the table above, we find that we 
have to satisfy GenMins in STR, DEX, CON, WILL, INT, PER, 
and POW. Consulting the Generating Attributes Table, we find that 
it costs 13 Fate Points to raise his STR up to 12. (Why? All attrib- 
utes start at 0, and cost one Fate Point to raise one point up to 11. 
To raise it from 11 to 12 costs two Fate Points, for a total of 13 Fate 
Points.) We’ve taken the liberty of calculating all the Fate Point 
Costs for you. The information in parentheses are simply generic 
“10’s” in the two non-GenMin attributes. The total so far is 111 Fate 
Points, which leaves you 200 - 111 = 89 Fate Points remaining. 
Step 6: Consult the “Silestion” and the “Witch Hunter” Generation 
Packages, and take them all for your PC. Consult the appropriate 
racial and professional descriptions for more information. 


PC Generation 


Step 7: Now that you’ve loaded your skills, martial arts, magicks, 
and other such, you can take some Special Powers and/or boost 
your attributes! Let’s do a little of both: We’ll hoard the Special 
Powers of “Mind Mastery” and “Toughness” because we think our 
Witch Hunter will be much tougher with them than without. They 
cost us a total of 20 Fate Points, which brings us down to 69 Fate 
Points. Since we have so many points remaining, we’!l boost up our 
CON Attribute up from the Witch Hunter GenMin of 12 up to the 
Silestion GenMax of 16. This will cost an extra 18 Fate Points, 
which will leave us with 51 Fate Points. 

Step 8: Let’s see just how far our 51 remaining points will go: First, 
let’s raise our STR from 12 to 15 (it costs 12 points), our SPD from 
10 to 15 (it costs 15 points), and our DEX from 11 to 15 (it costs 14 
points). We now have the maximum physical attributes for a 
Silestion, and we still have 10 Fate Points left! 

Step 9: At this point, you could continue to take attributes, or you 
could take more Special Powers, or you could boost up your Karma 
and/or Codes and take even more attributes and/or Special Powers. 
Or you could even keep all those Fate Points around for bending the 
game to your will. Get the drift? It’s easy to generate the points to 
build a character, but it’s far more difficult to truly create and define 
a unique character, which may require a few attempts before you 
get it right. (Note: Its true that we’ve done nothing more than to 
create a “generic” Silestion Witch Hunter, with no true “karmic 
definition” to speak of, with Fate Points left over, and with no true 
Connections, Backgrounds, or prior history to his name. True, we 
could have gone crazy with a Witch Hunter and his Karma—there 
are so many great possibilities there! These things will vary from 
PC to PC, and from Creator to Creator, and we dont want to spoil 
all the fun for you. We do suggest that you flesh out your characters 
with Karma and Codes—they make PCs much more “real” — 
though both Karma and Codes may be modified after the PC begins 
his adventuring career, and need not be totally, strictly defined at 
the start of the campaign.) 

Step 10: Remember to keep a few Fate Points after Character 
Generation just in case you need them to survive. We suggest that 
you save at least three Fate Points. Why? Even in the easiest cam- 
paigns, having a few extra Fate Points around to modify your rolls 
or to boost your attributes above their racial GenMaxes is a wise 
move. Consult the “Character Generation Proving Formula” for 
total accuracy. 


Character Generation Proving Formula 
GenPoints (100) + Karma Total Points + Codes Total Points - 
Attributes Total Cost - Special Powers Total Cost (w/Total 
Cost for Mods, if any) = Fate Points (at start of 1st level) 


GenPoints & NPCs: The Creator can allow or disallow his 
NPCs to be generated like PCs. We like to create an NPC exactly 
how we want it to be, with little regard for the conventional rules of 
character generation. If such freedom balks you, then create the 
NPCs as if they were PCs themselves. 
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ATTRIBUTES 


There are nine Attributes in the SenZar System. Attributes normal- 
ly range from “1” to “20.” After “20,” every attribute with the 
exception of Power follows the progression on the Master Table. 


STRENGTH (STR): Strength is the measurement of how much 
force one may apply to one’s environment. Higher STR means 
higher Base Damage and higher Max Lifts. 


SPEED (SPD): Speed is the measurement of combat reaction 
time—reaction time, pure and simple. Higher SPDs go first in 
combat. 


DEXTERITY (DEX): Dexterity is the relative measure of hand- 
eye coordination, accuracy, and bodily control. The higher the 
DEX, the easier it is to make a hit or avoid a hit in combat. 
Because high DEX scores grant a Combat Value Bonus, higher 
DEX scores result in better Combat Values—both AV and DV. 


CONSTITUTION (CON): Constitution is a composite measure 
of endurance, stamina, and sheer toughness. The higher the CON, 
the more Hit Points are awarded per level, and the tougher your 
PC becomes. 


WILLPOWER (WILL): Willpower is the measure of one’s 
essential mental resistance to outside influences. WILL is ego, and 
it is all that the concept of ego implies: I. Those with high WILL 
scores will be able to set a course of action and stick to it, no mat- 
ter what the cost. They will be able to resist many forms of men- 
tal attacks and influences better than those of lesser self-convic- 
tion. 


INTELLIGENCE (INT); Intelligence is a composite measure of 
a multitude of mental factors, including cognitive reasoning, long 
and short-term memory or mnemonics, “left” and “right” brained 
characteristics, imagination, and the ability to think clearly and 
rationally in times of extreme crisis, such as when in all-out com- 
bat. 


PRESENCE (PRE): Presence is a combination of charisma, 
aura and physical appearance. Those with a high PRE can usual- 
ly influence people by merely walking into a room, or scare them 
by striking a dramatic pose and gritting out a dramatic soliloquy: 
“Now you die!” 

Note: Refer to the section on “Presence Attacks” in the 
“Combat” section for more info. 


PERCEPTION (PER): Perception is a combination of the phys- 
ical and mental senses. Average PER scores take into account the 
five basic senses (sight, hearing, taste, touch, and smell), while the 
higher PER scores (“16” and higher) also bring the so-called 
“sixth sense” into the mix. 


POWER (POW): Power is a measure of the magickal essence 


which the character is able to command. More Power means more 
spells; more Power means more resistance fo spells. Unlike the 
other attributes, Power progresses on a one step basis after “20” 
(from 20 to 21, 21 to 22, and so on). Despite the apparent “mag- 
ick-user” bent of this attribute, it’s actually a good idea for even 
the “fighter” types to invest a few Fate Points in it. Why? Higher 
Power grants you better resistance to “damage” type magicks, and 
eventually even the “fighter” types must reach a Power Attribute 
of 100! Check out “The Immortal Rules” for the reason. 


Generating Attributes 


Attribute Score Generation Cost 
1 1 
2 Z 
3 3 
4 4 
5 5 
6 6 
7 7 
8 8 
9 9 
10 10 
11 11 
12 13 
13 16 
14 20 
15 25 
16 31 
17 38 
18 46 
19 55 
20 65 


“Attribute Score” = the numerical value of the attribute 
“Generation Cost” = the number of Fate Points required to 
generate the attribute 

Note: The Power Attribute ignores this progression, and moves at 
a simple one Fate Point to one Power Attribute Point pace all the 
way from 0 to 100. 


Fate Point Cost: The Fate Point cost is cumulative; that is, in 
order to raise an attribute from 0 to 2, one must first raise it from 
0 to | (at a cost of one Fate Point), and then from | to 2 (at a cost 
of one Fate Point, for a total of two Fate Points). All attributes are 
set at 0 at the start of character generation, and must be bought up 
separately. All Fate Point costs are cumulative (with the exception 
of Power, which is a simple 1:1 progression from 0 to 100). 


All Attributes are 0 at start of Character Generation 
All Attributes must be bought up separately 
All Fate Point costs are cumulative (except for Power, which 
is one-to-one all the way up to a max of 100) 


Example: Wundarr the Warrior wants a Strength Attribute of 12. 
Since he starts at 0, he’ll have to buy his STR up to 12 from 
scratch. To buy it up to 10 is easy, as the steps are all by 1’s. This 
costs 10 Fate Points. (You'll probably find it easier to figure out the 
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costs from 0 to 10 first, since it adds up to a very easy 10, and then 
do the rest in steps.) Now that we have the steps from 0 to 10 done, 
we add in the steps from 10 to 11, which costs an additional one, 
and then from 11 to 12, which costs an additional two. We have 10 
+ 1 + 2 Fate Points, for a total of 13 Fate Points. Thus, it costs 
Wundarr 13 Fate Points to rise from a lowly 0 STR to a decent 12 
STR. 


The GenMax Limit: All races are assigned a GenMax, or a 
Generation Maximum, which functions as a “ceiling” for the begin- 
ning PC. No attributes may be higher than this GenMax at the time 
of character generation—with the exception of a few rule-blasting 
Freaks (see “Freaks”). Once adventuring begins, however, attribut- 
es may be raised through magickal means, or by means of burning 
Fate Points (see below). 


RAISING ATTRIBUTES 


Raising Attributes: Attributes within the “Mortal Realms” of 
“1” to “20” can be raised by means of Fate Points. The process is 
simple: Once your PC actually makes a level, simply state that your 
PC’s goal is to raise a single attribute a single point. Your PC then 
must “bank” the requisite number of Fate Points to raise the 
attribute in his “Fate Point Pool.” Once your PC makes his next 
level, the “banked” Fate Points are spent, and the attribute is raised 
a single point. (Only one attribute may be raised per level by means 
of Fate Points, and then by only one point.) 


ATTRIBUTE To Go To FATE POINT COST 
From 1 - 10 2-11 1 
11 12 2 
2 13 3 
13 14 4 
14 15 5 
15 16 6 
16 17 7 
17 . 18 8 
18 19 9 
19 20 10 


Note: If for some reason the PC must “break the bank” and spend 
even one of the Fate Points in his Fate Point Pool, then he'll have 
to forego the process until next level, when he can do it all over 
again if desired. 


Raising Attributes Above “20”: With the notable exception 
of Power, this is not possible by means of Fate Points—at least for 
mortals. It is possible, however, by means of potent magicks, arti- 
facts, divine intervention, and Primal Power. (These things may 
also be used to raise attributes up a notch or two without Fate Point 
investment. Refer to the sections on “Magicks,” “Things Magick,” 
and “The Immortal Rules.”) 


Raising Power: Each Fate Point spent raises the PC’s Power 
Attribute by one point. Unlike the other attributes, this may be done 
at any time during the game. (As soon as you get a Fate Point, you 
can “burn” it to raise your Power Attribute immediately; there’s no 
Fate Point Pool necessary, in other words.) Unlike the other attrib- 
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utes, after a score of “20” the Power Attribute progresses on a one- 
per-one basis (to “21,” then “22,” and so on up to the maximum of 
“100.”) 

Creator’s Note: You might want to limit the number of Fate Points 
the PC can invest in his Power Attribute at any one time. 


HIT POINTS 


Hit Points: The more Hit Points a character has, the more diffi- 
cult it is to kill him. Basically, Hit Points are a way of quantifying 
the amount of damage one can withstand before dying. All PCs 
begin the game with Hit Points equal to their CON Attribute X 
their Level of Experience. This progression continues at 2nd, 3rd, 
and so on, up until 100th level. 

Note: Should the PC’s CON Attribute change, either through Fate 
Points or by magicks, then his Hit Points will change as well. The 
formula is inclusive of all levels earned by the PC, and should 
there be a need to recalculate his Hit Points, then the calculation 
will be made as if the PC began the game with his new CON (so it 
reaches all the way back to Ist level). 


SAVES 


What is a Save? A Save is a contest which pits the PC against 
some force, either natural, unnatural, magickal, or what-have-you, 
which he must overcome in order to succeed. Each Save is unique, 
and stresses a particular facet of your PC’s persona (specifically, his 
attributes and their corresponding Saves). Each of the eight 
Attributes (STR, SPD, DEX, CON, WILL, INT, PRE & PER) has 
a corresponding Save, which is found on “The Master Table” (see 
the Appendix) across from the stat. This is the number on a d20, or 
twenty-sided die, which must be equaled or bettered in order for 
that character to make his Save. Failure will result in a variety of 
effects (most of them probably ill), while success will result in 
something good. The standard Save for the eight Attributes can be 
generalized as follows: 


To make Attribute Save one must equal or better (21 - 
Attribute) on d20 


This generalization applies to all attributes under 20. Once you get 
an attribute of 20 or higher, you make a quantum leap and begin to 
get percentile Saves (see below). 


The Power Save: Unlike the eight normal attributes, the special 
attribute of Power requires a special Save. This Save is always 
rolled using percentile dice (d100), not the standard d20. The gen- 
eralized formula is as follows: 


To make Power Save one must equal or better (100 - Power 
Attribute) on d100 
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Percentile Saves: Those who are fortunate enough to have an 
Attribute of 20 or higher will enjoy a unique advantage: they will 
no longer be restricted to a mere 20-sided die to roll their Saves. 
Instead, they will be able to use a d100, or percentile dice, with 
which to roll their Saves. It is much more probable that one will 
make a Save of 5% if one is allowed to roll a d100 than, say, 
someone who has to make a roll of 3, 4, or even higher on a d20. 


Some scenarios in the game reward the PC for making his Save or 
Skill Roll (or whatever else) by more points than, say, his oppo- 
nent. Obviously, if a PC gets the full range of a percentile die with 
which to make his Save (a 5% Save can be made by up to 95%, 
mind you) and his opponent is stuck with a roll of 2 or higher on 
a d20 (which is good, yet still allows room of a mere 18 points), 
then the PC is probably going to defeat his competition. (Please 
bear in mind that “2” is the Save for a 19, while “5%” is the Save 
for a 20; stats which are 20 and above are excellent, and gain some 
appropriately excellent bonuses. The jump in Saves isn’t linear, at 
least so far as the possible range of Saves is concerned, though the 
Fate Point cost for raising an attribute up to 20 is. This same mode 
of rolling Saves applies also to Skill Rolls, which is why those of 
“Master” status (those with a percentile Skill Roll) can make their 
rolls by such a large number, relatively speaking. For more infor- 
mation, see the appropriate sections for skills. 


If you happen to roll a 1, there are always Fate Points (see below). 


Saves At Minuses: Sometimes it happens. The Creator will 
make you roll one of your Saves, then heap some hefty minuses 
on top of it. If such is the case, then simply refer to the guidelines 
below, taking the math with a grain of salt, and a healthy dose of 
common sense. 


Normal Minuses: For example, if you have a STR of 15, your 
Save vs. STR is 6 or higher on a d20. If you have a -4 to your STR 
Save, then you’d have to roll a 10 or higher to make it. 


Percentile Minuses: Let’s imagine you have a STR of 20. 
Your Save vs. STR is 5%, or .05 or higher on d100. That same -4 
to your Save would result in having to equal or better .09 (9%) or 
better on d100. Why? Your range is much greater with the per- 
centile Saves. You’re still effectively reducing your Save by 4 
(that’s -4), but your range is now from 01 to 100. 


The Save Of 1%: If you have an attribute of 75 or a Power of 
99, then you have a Save of 1%, and you cannot possibly fail your 
Save (or Skill Roll, or whatever), and you don’t even need to roll 
it, unless your Creator is mean and makes you roll it at minuses. 
Jf you are competing against someone else who has the same 
exact Save, it’s up to the Creator to call for a special contest 
involving the highest roller on a d100 (or d20, or whatever fits the 
bill; it doesn’t really matter, as long as there can be a winner) in 
order to see who prevails. 


The Asterisk (or, The Perfect Save): If you have an 
attribute or a Power of 100, then you have a Save which is indi- 
cated by an asterisk (*). This simply means that no one or no thing 
can ever cause you to invoke a Save vs. that particular attribute (or 


skill, or whatever). Of course, if someone else just happens to 
have an asterisk in the exact same Save, then the circumstances 
can change. 


Group Rolls (optional): There may be some circumstances 
wherein more than one character is searching for something, or 
multiple characters are applying their Skill Rolls to something, or 
doing something in concert which defies the normal procedure for 
making Saves and/or Skill Rolls. What we suggest is a special 
“Group Save,” which allows the participating characters to all 
make their rolls, then apply their total success to the action at 
hand. The Group Roll is entirely optional, if only because it’s so 
easy to make rolls when more than one person is involved (not to 
mention those great cheaters, Fate Points, which are covered 
next). Should you choose to employ it, then it is best expressed by 
an example which can be expanded and applied to a number or 
similar situations: 

Example: There are three PCs searching a dungeon door for 
traps. All three PCs have the “Traps” skill, and they decide to 
comb the door in concert. The Creator sets the “difficulty” of the 
trapped door at a hefty rating of 20 (which means that the person 
who set the trap on the door made his set Traps roll by 20 places!). 
Between the three PCs, they must make their Traps Skill Rolls by 
a combined total of 20 points. If they do make it, then they can 
detect and/or defeat the trapped door as a team. If they fail, then 
it’s up to the Creator to spring the trap upon them. (As a “team.”) 


FATE POINTS 


Fate Points: Fate Points allow the PC to write his own destiny. 
Fate Points are awarded to the PC by the Creator for solving par- 
ticularly sticky problems, for destroying particularly nasty mon- 
sters, for completing involved quests, for saving the world, and 
sometimes even for good role-playing. Fate Points can be used by 
the PC to “edit” poor die rolls, raise attributes, minimize damage 
done to him, and maximize damage done by him. 


The Fate Point “Carry Over”: Any Fate Points that the 
Player manages to save when creating his Character are carried 
over once the game begins. From then on, the PC must earn his 
Fate Points. 


Lord Vintor of Arcturus swears an oath to see me united with the 
one I "love." Stupid Rellian! (Silverdancer) 
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EARNING FATE POINTS 


How Are Fate Points Earned? Fate Points are earned by 
PCs who solve sticky, tricky, deadly problems; by PCs who 
destroy, best, vanquish, or banish monsters or opponents; by PCs 
who complete long, involved quests; by PCs whose actions “‘save 
the world”; and sometimes—but not very often—even by those 
who role-play their characters well, despite the cost of their 
actions. 


The Reward: The actual numerical award of Fate Points is 
reserved for the Creator to decide. We do suggest a few guide- 
lines, however: 


Scenario Fate Point Reward 
Solving a deadly problem 1 (Creator’s discretion) 
Victory over an equal opponent 1 

Victory over overwhelming odds 1, possibly 2 

Victory over “impossible” odds 1, 2, or up to 3 
Completing a Quest up to 3 

“Saving the World” from 3-5 

“Saving the Universe” up to 10 


Defeating Big Bad NPC (optional) — take his Fate Points 
Inventing/Creating something new 1 

that dramatically affects the PC 

or campaign 


Scenarios: “Solving” refers to the PC employing creative 
thinking to resolve a dilemma, solve a fiendish riddle, or just 
about any other creative use of brainpower that actually makes a 
substantial impact on the game. “Equal opponents” means a sin- 
gle opponent or group of opponents who are of comparable 
power/experience to the PC or the combined powers/experience 
of his adventuring group. “Overwhelming odds” is similar to the 
above, except that the powers/experience ratio may be up to 10X 
the PC’s or his group’s. “Impossible odds” means anything more 
than “overwhelming.” “Quests” are multi-game session endeavors 
that are never easy to complete. “Saving the world” means just 
what it says—the PC’s actions have directly contributed to the sal- 
vation of the world. “Saving the universe” refers to the same 
thing, only on a much more “cosmic” scale. Both “Saving” sce- 
narios are more often than not multi-game session endeavors. 
Some of these awards can and often do “overlap” with the others. 
It’s not at all uncommon to see multiple Fate Points awarded per 
gaming session—but only if the PCs really impress the Creator. 


“Defeating” is covered later on, while “Inventing/Creating” refers 
to the invention of something new (such as a new spell, skill, or 
martial arts discipline) that dramatically affects the PC or the cam- 
paign. This may also apply to any “Doom Machines” or other 
similar contraptions or creations that the PC creates or invents that 
are truly great. Again, we emphasize that these are merely guide- 
lines. 


Group Fate Point Awards: If more than one PC is involved 
in the actual encounter, then feel free to award all those PCs 
involved with a Fate Point. For example, if two Ist level PCs suc- 
cessfully team up to destroy a Mortogolem (which is a “victory 
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against impossible odds” for them; see “Creeping Death” for more 
information on Mortogolems), then don’t split the “up to 3” Fate 
Point award between the two of them—simply give each of them 
1, 2, or 3 Fate Points. They’ve both definitely earned it! (And in 
this case, they would definitely deserve the full “3” Fate Point 
reward! ) 


Death & Fate Point Awards: If for some reason the PC 
dies during an encounter in which Fate Points are eventually 
awarded (usually only in “group” adventures, for obvious rea- 
sons), then the PC is still entitled to his full Fate Point reward. 
Why? The PC died while trying to do the right thing (we hope), 
and he’s earned them! 

Note: This may sound bizarre, but the above only applies to cases 
in which the “dead” PC can be brought back to life. If he’s “per- 
manently” dead, then by all means ignore the Fate Points. 


NPC Fate Points: In the SenZar System, NPCs are not award- 
ed Fate Points. Why not? Simple: NPCs are not “Player 
Characters.” No one but the Creator controls NPCs, and the 
Creator can do what he likes with them so far as raising attribut- 
es, boosting Power, or whatever else is concerned. NPCs are sim- 
ply “things.” PCs are not. Actual Players put their emotions, 
thoughts, and a little portion of their own essence into their own 
Characters. As such, to protect such an investment, they get to col- 
lect and use Fate Points. That’s the PC’s “edge” in the SenZar 
System. 

Note: Your PC has a favorite Connection who's just failed his 
Save and is about to get fried to cinders. Connections are NPCs, 
and as such get no Fate Points with which to “Edit” a Save. 
However, if you’re a kindhearted Creator, then we suggest that 
you allow your equally kindhearted PC the option to burn a Fate 
Point in defense of his Connection. Remember: This is only an 
option, and it’s up to the Creator to decide if it’s acceptable. 


NPC Fate Points (Optional): If the Creator decides that 
it’s called for, then the Creator has the option to “grant” his NPCs 
a Fate Point (or two or three) to throw the PCs for a loop once in 
a while. This option may be employed only for the biggest “Bad 
Guys” that the Creator decides to use in his campaign. We suggest 
that anywhere from 1-3 Fate Points be used in this fashion, per 
“encounter” with the NPCs. That’ll keep those PCs in line! 

Note: Creators be warned that if NPC Fate Points are used, then 
the PCs will gain the NPCs remaining number of Fate Points (as 
in “if he starts with 3 and burns 2, they get 1”) if they somehow 
manage to defeat him! 


When Are Fate Points Awarded? Like XP, Fate Points 
are awarded during the game session at the Creator’s discretion. 
Unlike XP, however, Fate Points do not necessarily have to be 
awarded for every single encounter. They are only awarded when 
the encounter actually merits the potent reward of Fate Points. 
Creator’s Note: Dont be stingy with them, but dont be a “Monty Haul” 
either. PCs must have Fate Points in order to thrive. 


~<a 


PC Qeneration 
BURNING FATE POINTS 


The “Edit”: Fate Points can be used to “edit” any personal die 
roll that a PC doesn’t like. For instance, if the PC rolls a “1” ona 
d20 for his Save, he can burn a Fate Point, edit the roll, and auto- 
matically boost that roll up to a perfect “20.” This may be done 
with any CV roll, Skill Roll, Special Power, or Save. This may be 
done after the fact, but only if the PC immediately states his inten- 
tions to do so. Edits cannot be done after another action has taken 
place. 


The Edit makes any personal die roll “perfect” 


The “Max”: Burning a Fate Point to land a perfect “20” on an 
AV roll will automatically cause the maximum possible Critical 
damage for that particular attack on the victim, with no die rolls 
necessary. This allows the character to hit DVs that are “unhit- 
table,” as well as to inflict max damage without being forced to 
roll it. Sure, it’s truly heroic, and you get what you pay for, but the 
victim still gets all applicable AP and stuff—and the smart villain 
can always attempt to dodge, if he’s saved his action for that 
Phase. (The kind Creator might consider giving the PC back his 
Fate Point if the villain dodges his Fate Point attack.) 


The Max makes “perfect” AV roll for maximum possible 
damage 


The “Minimize”: Fate Points can be used to minimize the 
effects of any single damaging attack. For any attack or attack 
form that gets a “range” of damage (such as from “10-100” or 
“1d8”), the PC can burn a Fate Point to ensure that the damage he 
receives from the attack is the minimum possible for that particu- 
lar range of damage. The “10-100” would become “10,” and the 
“1d8” would become “1.” Critical damage will be reduced to the 
minimum range of damage, multiplied by the X2 bonus of the 
Crit. For example, if the normal range were 10-100, and a Crit was 
landed, the damage would be 10-100 X2, which would be reduced 
to 10 X 2, or 20. Minimizing “fixed” types of damage, such as the 
breath weapon of a dragon, or the Boosted damage from a spell, 
will result in that character’s taking but half of the full damage. 
This may be done after the fact. Time limitations are as per “The 
Edit.” Minimization is personal only. 


Minimization Result 
Damage = lowest number of range 
Damage = % 


Scenario 
Range of Damage 
Fixed Damage 


Raising Attributes: This is dealt with in the “Attributes” sec- 
tion. 


Don’t Fear The Reaper: In the SenZar System, it is possi- 
ble to burn Fate Points to minimize damage and to edit both Saves 
and rolls, in the attempt to avoid Death. The game is “PC-friend- 
ly,” but “once you’re dead, you’re dead!” No amount of Fate 
Points can bring your character back to life once he’s finally 
blown it! Fate Points are there so that your character has every 
chance in the world to avoid Death in the first place! However... 


Should your character be forced to face the Reaper, even though 
no amount of Fate Points will suddenly, mysteriously bring him 
back to life, it is possible to “resurrect” your character by means 
of powerful magicks. Typically, these magicks are extremely dif- 
ficult to employ (and extremely difficult to convince someone else 
to use them). 

Note: Refer to the “Combat” sections for more information on 
how to avoid death. 


MONEY, MONEY, MONEY 


The financial nexus of SenZar is Zengara, and the basic monetary 
unit there is the Zengaran Silver Star, or Star, as it is commonly 
called. The Star is approximately the same size and weight of an 
American quarter, give or take a few dozen grains. It is, however, 
almost entirely pure silver in composition. 


The lesser-valued Led and Kop pieces are smaller in size than the 
Star, much the same as dimes, nickels, and pennies are smaller 
than the American quarter. For some strange reason, most self- 
respecting adventurer-types won’t be caught dead bandying them 
about. One can only suppose that carrying around enough of the 
useless things to make them economically viable cuts into an 
adventurer’s hoarding potential. 


The Crown, or gold piece, is only slightly larger in size than the 
Star, defying Terran intrinsics, as gold is minted (and used) on 
SenZar in significantly larger quantities than on Earth. The Eagle, 
or platinum piece, is about the size of an American Silver Dollar. 
It is the largest, most valuable coin used in the common market. 
For larger transactions, ingots or bars of precious metal are used, 
as well as pearls and diamonds that have met the strict criteria of 
the Bank of Zengara. Promissory notes are sometimes issued in 
lieu of metal, usually sealed with the promisor’s ring, or in blood, 
if the parties aren’t averse to such dramatics. The relative values 
are as follows: 


COIN VALUE COMPOSITION 
Led 1/100 Lead, Iron composite 
Kop 1/10 Copper, Bronze 
Star 1 Silver 

Crown 10 Gold 

Eagle 100 Platinum 

Black Pearls 1,000 w/seal of Zengara 
Black Diamonds 10,000 w/seal of Zengara 


One Standard Ingot = 100 pieces of metal 
One Standard Bar = 1000 pieces of metal 


All PCs begin with 1000 Stars. (Those who have the Special 
Power of “Status” will start out with more; see “Status” for more 
information. Those who desire to start with less may do so.) 
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FAME 


Fame: Fame is a composite measure of the PC’s reputation as an 
adventurer, spellcaster, hero, villain, etc. Fame, quite literally, pre- 
cedes the PC wherever he may go. The higher the PC’s Fame, the 
more likely it is that those around him will recognize him. 
Reputations, whether truthful or spiced with a bit of the fantastic, 
will stick with the PC as he progresses from lowly adventurer to 
mighty champion. Mighty Warriors may be widely known for 
their skill with a particular blade, while powerful Wizards may be 
known for their spellcasting skills or sage abilities. The beings 
that the PC will interact with in the game will have a percentage 
chance equal to the PC’s Fame score to “know” who the PC is— 
or at least “know” the PC by the many tales which have grown 
around him. 


Chance of being “known” = Fame 


How Famous Am I? All PCs begin the game with 1% Fame. 
(Those who have the Special Power of “Status” will start out with 
more; see “Status” for more info.) Fame will increase by 1% for 
each Fate Point earned by the PC. Fame may also increase at the 
Creator’s discretion if the PC’s actions merit it. 


Character starts game with 1 Fame 
Character gains +1 Fame for each +1 Fate Point earned 


The Price Of Fame: In most cases, Fame lies within the PC’s 
name, and not his face or form. This is particularly important to 
professions such as the Assassin, who would jeopardize them- 
selves unfairly if they were recognizable by face or form. Of 
course, once the PC’s Fame becomes high, then it’s quite possible 
that he may be recognized by face or form alone—and that can 
play right into the hands of the clever Assassin, should he see fit 
to exploit it. 


The Scope Of Fame: At the Creator’s discretion, Fame may 
be applied to a particular city, a nation, a world, etc. It is simply 
an indication of one’s percentage chance of being recognized or 
known, and the scope of this recognition may (and probably will) 
vary from campaign to campaign. One may even supersede the 
normal mortal barrier of 100 Fame, if desired, merely to reflect 
the larger scope of an expanding campaign (with healthy minuses 
to recognition in certain circumstances, such as that first off-world 
encounter with a totally new race, who may or may not have heard 
of your godlike PC). Call it as you see it, Creator. And remember 
that all new immortals begin their new immortal existences with 
one point of primal per one point of Fame earned. 


Now that she knows who we are, the Bitch Queen of Thrax wants 
our stuff. Stupid Bitch! (Kallysto) 
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CONNECTIONS 


Connections: Connections are those great folks who can make 


the PC’s adventures a bit more interesting. All PCs begin the game 
with two Connections. 


Who Are They? Connections might be someone “higher up” 
in the PC’s profession (like a friendly old Wizard, if that’s the 
PC’s Profession, who’s taken a friendly bent towards his younger, 
lesser experienced charge). The Connections may have nothing 
whatsoever to do with that PC’s profession—they might just be 
old friends of the PC’s, or perhaps just some distant acquaintance 
of his family. Connections may or may not have “levels” in a par- 
ticular profession. That’s for the Creator to determine when he’s 
creating them for the PC. 


The Connection Discount: Connections are those NPCs 
whom the PC may rely upon for a friendly “hint” concerning the 
way things work in the world; for some minor form of “financial” 
assistance or, perhaps, just for some friendly companionship when 
things get rough. Connections may provide their services, or sell 
their wares, at up to 50% of standard value. This is left to the 
Creator’s discretion. (In some circumstances, such as having a 
Connection in the Collegium, the 50% reduction may not be pos- 
sible, as the prices there are fixed by the most powerful Wizards 
on SenZar. However, if your Connection just happens to be one of 
the Headmasters there—right!—then who knows what sort of 
“discount” one may obtain...) Gossip is generally free, provided 
that the PC shares some juicy bit of news in return. Hints work 
basically the same way. 


What’s The Catch? Connections are, quite basically, the 
PC’s friends. The more friends do for one another, the more can 
be expected in return. 


Plain Vanilla Example: A PC begins the game as a Human 
Warrior named “Mort Deathhand.” Let’s assume that the Player 
wants Mort Deathhand to be a citizen of Zengara, the Forever 
City. Together with the Creator, the person playing “Mort” will 
flesh out the Human Warrior’s Background information, and all 
the other Ist level equipment (refer to “Character Generation” for 
the particulars) that make Mort Deathhand who he is. With all of 
this Background info firmly in mind, the Creator then determines 
Mort’s two initial Connections. Of course, it helps to know the 
specifics of Mort Deathhand’s background, but we’ll assume a 
couple of different interesting ones. Perhaps Mort’s father is (or 
was, if you’re so inclined) a pit-fighter in one of the many “under- 
ground” Thieves’ Quarters locales. Mort could then have two 
Connections in the sleazy world of pit-fighting. Perhaps one of 
them, let’s call him Garrok, was Mort’s father’s trainer. Garrok 
might be kindly disposed towards the young Mort, who perhaps 
might one day fight for him in the pits as did his father. 


Perhaps another Connection might be another pit-fighter, who 
might just feel sorry enough for the inexperienced young Mort to 
befriend him (and/or whatever else it is that pit-fighters do 
with/for their young, inexperienced friends). Or, perhaps another 
Connection might just be a barmaid “acquaintance” of Mort’s. 
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Funny how much juicy gossip your average barmaid can overhear 
on any given night in Thieves’ Quarters... 


Great Example Of Above: Let’s assume that Mort’s background 
is about the same. He’s a Warrior. He’s in Zengara. Maybe Mort’s 
father died while fighting in the dreaded pits for the amusement of 
some very jaded folks. Maybe Mort got noticed once or twice by 
some of those very same folks while he was there watching his 
father. Maybe one or two of these folks has a sudden turn of con- 
science, and then decides to “help” out young Mort in the future. 
Perhaps one of these folks is a wealthy nobleman who can “help” 
Mort “get back” at the men who “set up” his father. Contact can 
be made, discretely of course, and perhaps Mort can meet this 
nobleman, and then the “connection” can begin in earnest. 
Perhaps the nobleman can supply information on the whereabouts 
of who operates the pits. Perhaps the nobleman will furnish Mort 
with a “loaner” in the form of a better suit of armor, or maybe 
even a choice weapon or two. Perhaps the nobleman has a 
“friend” in the Collegium, who can “loan” Mort, no questions 
asked, a potent potion or two. Of course, once Mort extracts his 
vengeance upon the folks who killed his father, the nobleman may 
want a small service or two in return for his efforts. Connections, 
especially if they rise above the normal call of duty, aren’t exact- 
ly free... 


Solutions: You have the names, perhaps even the professions, 
of the particular Connections which you intend to use. You’ve 
even got the “reasons” for these particular Connections. Now, you 
need to determine what level, if any, to make them. Here are a 
couple of possible solutions that we have found to work well in 
the game: 


One way to solve this to the satisfaction of both player and 
Creator is the “high/low” method. The Creator takes an arbitrary 
number (we like 10), and then transforms this number into “lev- 
els,” which are then divided (as the Creator sees fit) between the 
two Connections. Perhaps one Connection is a relatively skilled 
Wizard, and you determine that, in order to at least appear rela- 
tively skilled, that this Wizard should be, say, 9th level or so. That 
makes for one powerful Connection, and it may just be the kind of 
“relationship” which finds the player character at a distinct disad- 
vantage for a while (at least until the PC is powerful enough to 
“just say no” to the Wizard, who’ll no doubt probably try to 
weasel out a favor or two over the course of their relationship). If 
you decide to go with the “high/low” Connection generation 
method, then you may or may not decide to give the other 
Connection any levels at all. 


Another method to deal with Connection generation is to “save” 
the choosing of the Connections until the character has actually 
role-played meeting and befriending them. This method plays a 
bit more “realistically” than the above method, as it provides 
some underlying “foundation” for the Connection. It should be 
noted, however, that this method seems to work in favor of the 
more experienced player, and against the novice. Neophytes need 
a friend or two in an admittedly cruel world such as SenZar in 
order to become more experienced Players, after all... 

Note: The actual determination of the Connections’ “levels” is 
best left up to the individual Creator. After all, its the Creators 


“world,” and whatever method best suits the particular “power 
level” of that world should be employed. If your particular 
“world” is a place in which magicks, power, and potent hoard- 
things are few and far-between, then the Connections whom you 
choose will probably be generated with that particular concept in 
mind. If there are Demon Lords freely distributing wholesale 
slaughter and destruction, then its not unseemly to have a 
Connection with a spare Greater Artifact or two to toss into the 
mix. 

Future Connections: After the initial two Connections (or 
more, if you’ve taken the “Status” Special Power), in order to 
attain more Connections, the character must actually meet and 


befriend the potential future Connection. 


What About Henchmen? Connections are Henchmen. 


EXPERIENCE POINTS (XP) 


Level XP Level _XP 

1 1-9,999 11 1,000,000-1,499,999 
2 10,000-24,999 12 1,500,000-1,999,999 
3 25,000-49,999 13 2,000,000-2,999,999 
4 50,000-99,999 14 3,000,000-3,999,999 
> 100,000-199,999 15 4,000,000-4,999,999 
6 200,000-299,999 16 5,000,000-5,999,999 
rj 300,000-399,999 17 6,000,000-6,999,999 
8 400,000-499,999 18 7,000,000-7,999,999 
9 500,000-749,999 19 8,000,000-8,999,999 
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750,000-999,999 20 


9,000,000-9,999,999 


Experience Points: Experience Points, or XP, are the gov- 
erning factor for increasing the PC’s level of experience. All PCs 
begin as a Ist level whatever with naught but 1 XP to call their 
own. From then on, the PC will begin to accumulate XP for most 
things that are encountered, solved, defeated, or destroyed during 
a Game Session. 


10,000,000 XP! When and if your PC finally gets to this 
plateau, then consult “The Immortal Rules,” for it no doubt will 
be time to become an immortal. 


XP Value: For defeating “monsters” or other “characters” 
(NPCs), the character receives XP. (Although we give a brief 
primer on doling out XP for “monsters” and “characters” in the 
SenZar Rules, the specific XP Values for the “monsters” are found 
in “Creeping Death,” the first SenZar campaign builder.) 


Actual XP awarded is based on a “sliding” system in which the 
Creator judges the PCs combat abilities/relative skills compared 
to the opponents, and awards the XP based upon the relative dif- 
ference between the two. The categories are “Very Easy,” “Easy,” 
“Average,” “Difficult,” and “Deadly.” In other words, a 20th level 
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opponent may not be worth the same XP to two different PCs. 
While a PC of comparable level may receive only an “Average” 
judgment from the Creator, a PC of half the level may receive a 
“Difficult” or even a “Deadly” XP judgment. 


Kill Factors: This is the “level” for non-professioned 
Monsters. It roughly, but not exactly, corresponds to the level of 
any of the normal races and professions. The Kill Factor is dealt 
with in more detail in “Creeping Death.” 


ARE YOU X-PERIENCED? 


Level Simple Easy Avg. Diff. Deadly 
1 250 500 1,000 2,000 4,000 

2 500 1,000 2,000 4,000 8,000 

3 750 1,500 3,000 6,000 12,000 
4 1,000 2,000 4,000 8,000 16,000 
5 1,250 2,500 5,000 10,000 20,000 
6 1,500 3,000 6,000 12,000 24,000 
7 1,750 3,500 7,000 14,000 28,000 
8 2,000 4,000 8,000 16,000 32,000 
9 2,250 4,500 9,000 18,000 36,000 
10 2,500 5,000 10,000 20,000 40,000 
11 2,750 5,500 11,000 22,000 44,000 
12 3,000 6,000 12,000 24,000 48,000 
13 3,250 6,500 13,000 26,000 52,000 
14 3,500 7,000 14,000 28,000 56,000 
15 3,750 7,500 15,000 30,000 60,000 
16 4,000 8,000 16,000 32,000 64,000 
17 4,250 8,500 17,000 34,000 68,000 
18 4,500 9,000 18,000 36,000 72,000 
19 4,750 9,500 19,000 38,000 76,000 
20 5,000 10,000 20,000 40,000 80,000 


“Level” = Opponent’s level of experience, or 


“I’m the Archimage of Krystallmyst!” (Dannan) 
“And I’m the Overlord of Zengara! Are you trying to pull 


Monster’s “Kill Factor” 


rank on me?” (Memnok) 
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XP Categories: Although the actual XP Category is 


decided by the Creator, there are some general guidelines 
to go by: 


XPCategory Explanation 

Simple Opponent is %PC’s level 

Easy Opponent is 4% PC’s level 
Average Opponent is roughly PC’s level 
Difficult Opponent is 2X PC’s level 
Deadly Opponent is 4X or more PC’s level 


There may be times when “level” will not suffice for the 
purposes of awarding XP. For instance, if the opponent and 
the PC are the same level, yet the opponent is armed with 
an artifact blade and the PC has nothing but a rusty dagger, 
then some discretion on the Creator’s part will probably 
boost the “Average” scenario here to at /east “Difficult.” 


XP For Opponents: Each opponent, whether a single 
Goblin or an entire Goblin horde, counts for XP purposes. 
Sometimes a “multiple” number may be enough to coax the 
Creator into awarding a higher XP Category for the 
encounter than he normally would. While a mere single 
“low-level” Goblin may only rate a 10th level PC a 
“Simple” XP award, a horde of 10 of those same “low- 
level” Goblins could merit an “Average” award for each 
Goblin (their total “levels” add up to the PC’s own, after 
all), and a horde of 20 or more could merit the “Difficult” 
award for each Goblin. Conversely, a whole squad of high- 
level PCs slaughtering a horde of Goblins may merit only 
an “Easy” or even a “Simple” XP award for each Goblin. It 
depends on the circumstances of the conflict. (The final 
judgment is up to the Creator, in any event.) 


Misc. XP Values: For solving “dungeon puzzles” and “dun- 
geon riddles,” or for defeating “tricky tricks” and “tricky traps,” 
we suggest a reward of from 1,000 - 10,000 XP, depending on the 
complexity and/or destructive capability of the scenario. For 
rolling a “perfect” AV roll in combat, or by making a “perfect” 
Skill Roll or Save, we suggest a reward of 1,000 XP. “Perfect,” of 
course, means a natural “20” on a d20 or a natural “100” on per- 
centile dice. (Burning Fate Points won’t earn you a free 1,000 XP, 
in other words. The “perfect” die roll has to be natural.) For find- 
ing “treasure” or “money,” there is NO XP reward! (We believe 
that the “reward” lies within the monetary value of the treasure 
itself.) 


XP Value 

var., refer to table 
(usually 1,000 per level or 
Kill Factor) 


Scenario 
Defeating “monsters” 


Solving riddles, tricks, and traps var., from 1,000 - 10,000 
depending on the complexi- 
ty/difficulty of the event 

Rolling a “perfect” roll 1,000 


Finding “monetary treasure” 0 
Using “magick items” 0 
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“Training” & XP: Training, either alone or with oth- 
ers, is not true combat—but at least training is a step in the 
right direction. As such, “Self-Training,” or training done 
by the character alone, merits an XP reward of 10 XP per 
level of the character per day of training. 


Self -Training = 10XP/level/day. 


Conversely, “Personal Training,” or one-on-one training, 
works a bit differently. For instance, if a 10th level char- 
acter is training a Ist level character, the Ist level charac- 
ter will receive the 10th level character’s “Self-Training” 
XP reward for the day, while the 10th level character will 
receive only the Ist level character’s “Self-Training” XP 
reward for the day. Why? While the Ist level is learning a 
lot from the mighty 10th level character—and thus earning 
more XP than he would normally ever think of earning out- 
side of combat—the 10th level character is actually 
“stooping to the level” of the Ist level in order not to go 
completely over his head. In essence, by wasting his time 
on the Ist level character, the 10th level character is 
depriving himself of his own personal “quality” training 
time. He’s elevating the Ist level up to his own level, at 
least temporarily—but he’s sacrificing the majority of his 
own training XP in order to do so. (That’s why “profes- 
sional” trainers command such high wages for their ser- 
vices—essentially, it’s almost a waste of their time.) 


“Personal Training” = Lower level gets higher level’s 
“Self-Training” XP for the day, and vice versa. 


Group Training, or multiple characters training at once, is 
sheer folly in most cases. Why? The higher level gets only 
the lowest of the lower level’s XP for the day, and the 
lower levels have to equally divide the higher level char- 
acter’s XP among them! 

Note: There's nothing like actual combat so far as XP is 
concerned. 


When Is XP Awarded? That’s up to the Creator. The 
Creator can decide whether to award XP after each indi- 
vidual encounter, after each adventure (or series of 
encounters), or at the end of a single game session. As long 
as the “flow” of the game is not interrupted, any time is a 
good time to reward the characters with XP. 


Group XP: Doling out XP when there is more than one 
PC involved is simple: split the total XP earned in the 
encounter, adventure, or game session between the PCs 
who participate in the encounter, adventure, or game ses- 
sion. The Creator can optionally keep track of individual 
XP within a group, and award it when he sees fit. Finally, 
just as with Fate Points, we suggest that PCs who “die” 
during an encounter get their full share of the XP. 


“NPC” XP: For those adventures when Connections 
share in the fun, we suggest that these “non-player charac- 
ters” receive an equal share of the total XP rewarded—but 
only if they make a positive contribution to the encounter! 


In other words, if one of the PC’s Connections is on the 
adventure with him, and does nothing but get in his way, 
then the Creator can feel free to forget about the 
Connection when it comes to rewarding the XP. 


Making Levels: Once the PC has accrued the nec- 


essary minimum XP to advance to the next level of experi- 
ence, then that PC “makes a level.” This is particularly 
good because after making a level, the PC always gains 
new abilities, and possibly even new stats, skills, or pow- 
ers. At 20th level, strange things can happen once—or 
make that if—the PC advances. (Please refer to “The 
Immortal Rules” for more information on post-mortal pro- 
gressions.) 


Absolute XP: XP is retained in an “absolute” manner; 
that is, if the PC gets more XP than is necessary to make 
his level, then the extra XP is “carried over” and applied to 
his next level. 

Example: Let’s say that a 5th level PC who already has 
accrued 125,000 XP is subsequently awarded 100,000 XP. 
That 100,000 XP bonus will easily qualify him for 6th 
level, which requires a mere 200,000 XP to reach. He’ll 
make it with 25,000 XP to spare. In the SenZar System, 
that “extra” 25,000 XP will be applied directly to the next 
level—with no penalty—giving the PC the full benefit of 
those hard earned Experience Points. So instead of stop- 
ping at 200,000 XP, the PC gets his full 100,000 XP, and is 
now at 225,000 XP—already progressing toward that next 
level of experience! 


Rank: There will be times when the system for giving 
Absolute XP may give a PC more than one level at a time. 
Instead of jumping more than one level, we suggest that a 
“Rank” be granted to the PC. The Rank will effectively 
boost the PC to the next level, and an additional number of 
Experience Points equal to % the amount of XP necessary 
to reach the next level. 

Example: Let’s stick with the example from above (Sth 
level PC, 125,000 XP, needs 75,000 XP to make 6th level). 
Imagine that the PC kills 5 Shadar Lords—all by himself. 
This most miraculous event is worth about 100,000 XP per 
Shadar Lord. Obviously, the resulting 500,000 XP reward 
would boost the 5th level PC to 9th level. While this may 
indeed be fair (he did eliminate 5 Shadar Lords all by him- 
self), the game will flow a little better if a Rank is granted 
instead to the PC. The Rank will propel the PC to the mid- 
dle of the next level (from Sth to 6th level), and will grant 
him enough bonus XP to land him in the middle of this 
level (250,000, or roughly halfway between 200,000 and 
299,999). 

Note: The use of the Rank makes figuring out the XP for 
such entities as Shadar Lords (or divine beings, demonic 
lords, and the lot) irrelevant. After such a cosmic battle— 
and if the PCs are still standing—just say “Rank,” and 
save yourself a few minutes of XP frustration. When 
employed wisely, Rank actually improves the flow of the 
game session, and rewards the Players just as much as it 
rewards the hardworking Creator. 
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DOWN TIME 


DT (Down Time): There eventually comes a point dur- 
ing the game session when both PC and Creator will need 
some quality Down Time. This typically occurs “in 
between” active adventures or scenarios within a cam- 
paign. Down Time is the stretch of non-combat, non- 
involved, non-adventuring time when it’s assumed that the 
PC can freely go out and purchase needed sundries; train in 
new skills or martial arts disciplines; learn new spells or 
begin to research new ones; put out notices in Towne 
Square or “feelers” within the underworld community and 
actually wait around for responses; or construct strong- 
holds, castles, keeps, sanctums, or cities. 


How Much DT Is Okay? DT may take up a day, 
week, month, or even a year or more in actual “game 
time.” It’s all up to the Creator and what his plans are for 
his campaign. During the actual game session, DT actually 
serves a dual purpose: It allows the Player to explore some 
of the PC-developing options available within an actual 
game session-type environment without having to worry 
about constant death and destruction hounding him; and it 
grants the Creator time during the actual game session to 
kick back, take a breather, and look over his notes. 


Group DT: DT is particularly helpful in a “group cam- 
paign” environment where the Creator has to deal with 
multiple PCs at once. For example, assume that the group 
has just fought and vanquished a major foe. Perhaps more 
than one of them has made a level thanks to the XP from 
this conquest. After making a new level, the PC will want 
to obtain all the new abilities, spells, and equipment that 
he possibly can. If there’s a logical “pausing point” in the 
campaign, it’s acceptable for the Creator to call for DT so 
that the PCs who’ve just made their level can buy equip- 
ment interfering with the flow of the campaign. Also, the 
use of a “fluid” DT system is easier to employ in a group 
campaign than a “fixed” system because the fluid DT 
allows multiple PCs to obtain their new abilities in a 
quick, easy amount of time—rather than one PC finishing 
his training a month earlier than the rest of the group, or 
the rest of the group having to wait because one lagger is 
slow when it comes to learning new abilities. 


When’s The Best Time For DT? The best time is 


usually after the PC makes a level. Of course, at the more 
extreme levels, DT is fine at any reasonable time. 


Where’s The Best Place For DT? The city, without 
question. It’s in the city that the PC has the best access to 
training facilities, shops, libraries, and bars. (In case 
you’re wondering, DT is highly unlikely in a “dungeon” 
type environment, even if PCs make their levels. Once 
they return from the “dungeon,” though...) 

Note: For the more experienced PCs who possess their 
own strongholds/sanctums/cities, the best place for DT 
may actually be within their own homes. That's not to say 
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that the more experienced PCs can‘ go to the city on their 
DT, though! Many of them do just that, only to watch their 
precious DT transform into actual PT (Playing Time) when 
their enemies finally recognize them as they stroll along 
the streets! 


Why Use DT? It’s the easiest, quickest, smoothest way 
to solve sticky “time” problems within the FRP game sys- 
tem. With skills, it makes acquisition virtually painless. 
The Player can simply make an agreement with the Creator 
that his PC is going to learn a particular skill during his 
DT; once play resumes it can be assumed that the PC has 
acquired the new skill. (It may take a week, month, or sev- 
eral months of “game time,” but instead of actually labor- 
ing through each and every single “game day,” the acquisi- 
tion can be made quickly. This saves a considerable 
amount of time, stress, and frustration both for the Player 
and Creator.) 


With spells or any other type of magickal research, DT 
actually gives both Player and Creator time within the 
actual game session to properly consider the ramifications 
of the new research. DT also gives the entire group some 
“real time” to take a break, chat, eat, go to the store for 
some munchies, etc., while the Creator—if he wishes—can 
deal with each Player on an individual basis. 


Final DT Note: It’s up to you whether or not you want 
to use DT. We do, and it saves us a lot of time—especially 
in campaigns with large numbers of PCs! 
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Races 


RACES 


Races are chosen by the player to express his PC’s particular 
racial, cultural, and genetic background. 


Choosing A Race: The player may choose his PC’s chosen 
race from any of the following races. Each race, from the tower- 
ing Viking-like Akir to the fierce humanoid feline Tygor, has its 
particular strengths, weaknesses, advantages, and disadvantages. 


Balance: Ideally, the races are “balanced,” with no one race 
enjoying a particular advantage, either in attributes, special abili- 
ties or powers, over another. Of course there are some subtle and 
not-so-subtle differences among the races. The enterprising play- 
er may eventually be able to exploit these “subtle” differences to 
his advantage. But the point is that all races—each and every 
one—begin with the potential for greatness. It’s up to the player 
to take advantage of the situation, and make his PC great! 


GenMax: This is the maximum possible attribute with which a 
PC of that particular race can start the game. It is not possible to 
supersede the GenMax barrier until the character actually begins 
adventuring, and “saving” his “Fate Points” to raise his attributes. 


Average Adult Size: This is the “middle range” for the 
majority of the race. As you will note, the ranges for both Height 
and Weight are “spanned” by a convenient number which can be 
randomly determined on conventional dice. If desired, the Player 
may select his PC’s Weight and Height, or use dice to randomly 
determine them from the middle range. Conversely, if desired, the 
Player may choose to ignore the middle ranges, and choose to 
make his PC taller than, shorter than, heavier than, or lighter than 
the middle range of his particular race—within reason, of course. 


Average Lifespan: As with the Average Adult Size, this is 
nothing more than a “middle range” expression. In all probability, 
the PCs will never live to reach old age, or will become immortal 
before ever nearing that point. It’s merely a convenient guideline, 
or campaign-flavorer, for potential PC-expiration. 


CMR (Combat Movement Rate): This is the measure of 
the typical combat-related movement rate of the race. This 
includes normal walking, running, jumping, and most other forms 
of “ground-based” movement. This measurement is almost exclu- 
sively for the use of tabletop miniatures, where “Hex Paper” is 
used to give Player and Creator a more firm idea of where every- 
one is during a combat. Each hex equals about 6 feet, or roughly 
2 meters. (Feel free to translate 1 hex into 10 feet. It works just as 
well, as long as you stay consistent with one measurement or the 
other.) 


The majority of races have the standard 5 CMR, with the extremes 
having typically 1 more or | less. A PC with a CMR of 5 could 
move up to 5 hexes in a single Action Phase. The specifics are 
dealt with in “Combat.” Some races, such as the Drakkan, will 
have the ability to fly, or move in ways other than “normal.” This 
movement rate ts based upon the race’s CMR, typically with a 


multiple to express it. (The Drakkan’s CMR is 4, while his flight 
is at 5X his CMR, which equals a Flying CMR of 20.) 


GenPackage: This is the “basic starting package” of skills, 
Special Powers and abilities that the race begins with. They are all 
FREE and COST NOTHING—even the Special Powers! This 
means that if the Special Power is listed in the GenPackage, then 
you don’t have to pay for it! In order to learn new skills, spells, or 
martial arts, the PC will have to spend DT (Down Time) in 
between or during adventures. 


Skill Duplication: Races that have a skill that is duplicated 
within their chosen profession may take a free Mod to that skill. 


Fate Points: All races begin with 100 Fate Points. These are 
used to pay for attributes, Special Powers, etc. (See “Character 
Generation” for more information.) 


Language: This typically is the native tongue of the race, and 
the PC is considered to be fluent in it, with “reading” or “writing” 
skills if applicable (see “Languages” for more information). For 
races, such as the Starin, who have multiple language skills, sim- 
ply consult the “Languages” section to see which one is their 
“native” tongue. 

Note: “Common” or “Common Zengaran ” is the most popular Language 
spoken on SenZar, and is almost a necessity for adventuring in the “civi- 
lized” areas. Ifits not in the races’ GenPackage, you should pick it up dur- 
ing DT at the earliest possible convenience. 


Natural AP: This is the measure of the race’s innate, natural 
AP, or Armor Protection. This AP can never be taken away, as in 
taking off a suit of armor. But armor can be worn over Natural AP 
(in most cases), and the resulting total AP will be the total of the 
two numbers. Thick hides, scaly or horny epidermis, or simply 
sheer physical toughness are factors in determining this. 


Body Weaponry: This is the expression of the race’s claws, 
fangs, wings, or whatever else that acts or can act as natural 
weapons. Normally, only a +1 DC is added. 


Free Weapons! The PC is entitled to one free racial weapon 
(Creator’s approval required) to begin his adventuring career. 
Races with unique weapons must choose one from their specific 
race’s weapon types: i.e., Demonians and Hatefangs, or 
Golgothans and Punishers, etc. The weapon must be one specifi- 
cally designed or named for his race. 
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Occasionally, some particularly ruthless Akir tribes will take it 
upon themselves to capture other races and force them into slav- 
ery. The Akir prefer to enslave Azaar, particularly female Azaar, 
though they by no means take only Azaar slaves. They will take 
whoever is there for the taking, as they are truly opportunistic 
when it comes to turning a profit. Certain Akir are notorious for 
selling their captives to the highest bidder. 


Contrary to popular belief, not a// Akir are mercenaries, villains, 
pirates, or slavers. Those rare few who choose another course of 
life generally are known by their comrades as loyal, magni 
ly fearless wapriors: trugetdventuring companions. T 
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The Akir are excellent seafarers, known for their b@ld raids and 
often extremely bloody conquests. Their great dra toni-prowed 
longships may be found in any clime as they prowl fhe seas for 
rough and rowdy adventure. ; \ 2 
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Demonians are not nice. Perhaps that is why no other race on 
SenZar will willingly have anything to do with them, save for 
the Mokarr themselves, who have had and will continue to have 
dealings with them. 


It is this dark alliance which allows the Demonians to traverse 
freely the Mokarr-held regions of the Midnight Realm. The 
Demonians’ intentionally bred resemblance to the Mokarr’s 
dread Shadarberds also grants them no small measure of free- 
dom 4¢ att ag/ ish while in the presence of the Mokarr, 
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man has yet dared willingly venture there and return with news 
of its location. 


Alas, the same may not be said of the wandering Goblins, who, 
being as fecund as rabbits, have found their way into nearly 
every nasty, ill-lit nook and cranny and scummy backway of 
every city on the face of SenZar. And yes, Goblins have even 
established themselves in Arcturus, the Holy City of Rel—if 
only in the sewers beneath the city, but that’s a start. 


Physically, Goblins vary in appearance from one to the next, 
much the same as do mongrels. One may have bright green skin 
while the next one has an off-shade of bright puke-green; one 
may have a whopping pair of tusks jutting from his prognathic 
lower jaw while another may have an otherwise normal set of 
teeth, saVe for a pair of two-inch incisors. The sole identifying 
factor which the Goblin shares with its fellows is the inescapable 
fact that Goblins stink. Even the Goblins themselves will admit 


This S are Strong, sturdy, and tough. 
nk pun intended), and are 
‘@ most Humans groping 


GOBLIN™ 


always 
found 
are almost alway; 
Nevermind the fay 
hundred pipet. 
the non*Gohblin’ra 


everything. ~~ a ~{ : Average Adult Size 
= Height 6 - 66 


not beeen Ano other race (wit the pos 3.2004 
exception of Un: elves) has deserved suc erage Lifespans 
awful reputation for gente struction, rampant van CMR: 5 
yo and-out mindlegs 4idlence as haves th Natural AP: 2 


it'Goblin trib TOU | 
oo : Preis a only GenPackage: 100 Fate Points. 
fay q Weaponry +1 DC (Claws, F 

Mod). Language: Gash, 


were no Goblins within a 
adition—at least among 


hic 
“tr. 
~ 


e Golgothan to that neon wig oven if the prey is in the 
‘G ie at J linefof sight. , \ 


alone) She ih personal 


3 valuable DE 


he loca- 
cret that 
come to 
e Death 


“hot and 
ite capa- 
condi- 


er 
Intelligence 


Sats 


ereeption : 


i dd 


rie | 
e the m 
ope upg 


known spe¢igs, ves all thi 3 ith extreme pre} .  LXVe: 
in order to fnak ire kill and claim their “trophies”—the s| | Hei 


the hapless victims. 


Te eee 


nt serena 


Physically gfuesome by even Nostecliberabenstd 
Golgot#ans are towering, reptixan humanoid horrors w 
two pa i Ceroid fangs which overlap their § 


fanged maws. Their hardened hides, which typically range 
mottled brownish-green to a sickly yellowish-green, provid 
with fairly adequate_armor protection. The“two-inch long 
which jut from their fingers and toes are razor-sharp and s 
steel. en oe 


nts, Body Weaponry +1 
asal Regeneration 1 HP/day. 
stealth. —-Survival (Jungle). 
Goth. 


As a race of natural hunters, Golgothans are-% OF _ 
stalking and stealth. Golgothans are natef‘al mimj = 

employ this ability to lure prey,te 
tion to their formidable steth 
tilian ability to regererate th 


necessary. In addi; 
olgOthans also possess the rep 


..let’s hurt samepeople! (The 
Butcher) -— 


A nm 


Golgothans possess true infravisual capabilities, which allow S _ 
them to stalk their warm-blooded prey with impufiity even under f= 


conditions of pitch darkness. Seadition ich prodtice pe — oe 
heat, or sudden bright flashes na ae | fos i “blind” the _ Se 
Golgothan. Also, certain conditions which enables prey to blend 


into the ambient background heat-clutter will effectively “blind” 


~Rss > 


a ee 


Races 


Although G 
described as a 
of wit; eas y able 
humanoié 

wolves; 


Speed “= 


| Ce 
D eed ae ~ 
onstitution 


V il) DO 
feHigenée 
essence 
tion ~ 
er . 
DD 
Adult Size 


4 


performed their.sole f 
ent ane You, h the 
any of the abandoned G’rru sgught"¢ 
verted to a fiear-bestial selpctitiig with the Wor 
so much resembled. Others-founded loose tribal societies ‘fi 


which they have lived for centuries eace with the eart 
removed from the paths of men. . : 


reat 


Despite the attempt to remove themselves from sight of m 
however, the G’rru have often found themselves, ironical 
enough, to be the targets of patterned, systematic stalking wad | 
extermination by rs a aa what 8 in 
effect genocide upon the pea : Rellians have in *% 
recent times hunted the G’rru near to the point ‘of extinction. Tha 
result has beén a marked change upon the once peaceful G’rru, | 


who now have taken it into their hearts to turn the tables on the 
Rellians—and upon any who would dare to hunt them down and 


murder them like dogs. , > ‘ 
<—_— Oa 


Races 


After the requisite period of total chaos, interracial wars, and 
mindless bloodshed, the Humans established the first permanent 
settlement: Zengara, the Forever City. In short order, the 
Humans spread like wildfire across the surface world, establish- 
ing their many different cultures and subcultures... or, to be 
more precise, reestablishing their many different pre-SenZar cul- 
tures. 


In any event Humans, who never were entirely homogeneous in 
thé*pseghistory days, have been steadily diverging ever since; 

nti today there is such a profusion of different cultural ideals 
and @ that to summarily list them all would be nearly 
impos& 


Note logk at the “Cosmology” section for a more in- 
depilf ytian of the many different Human cultures which 
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The Khazak people are the proud descendants of the Khazak-Ka, | . 
or people of the Ka, who were originally imported to SenZar in ) 
the pre-First Age days as slaves of the Death Horde. 


Unlike many of their contemporary races, who chose to beg’ 4 

anew in the new world of SenZar, the Khazak people managed ae 
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combination of photosynthetic and chemosynthetic effects. To 
survive, the K’ryl need not “eat,” at least by Human standards. A 
simple sunbath, in addition to an occasional drop or two of 
water, will do just fine for the average K’ryl. When conditions 
forbid both sunlight and water, the K’ryl may attempt to “root” 
itself into the ground, if such is possible, and may draw its nutri- 
ents directly from the soil. 


The K’ryl are asexual creatures. Near the end of its lifetime, the 
K’ryl will find itself “with seed,” and upon the K’ryl’s death, a 
new K’ryl will p@Bin to‘sprout frotmits parent’s body. The new 
sprout will gfow to withihree months, and will 
possess digh recollection\\of its patent’s m@mories. 
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the once idyllic isle to harass forever the isle’s inhabitants. Where 
the people once were immortal, now were they mortal, yet 
immune to the natural aging of the body. All Nazar Ethans will 
retain physical beauty throughout their long lives, yet they will 
still die like other mortals when killed. (So they could live forev- 
er if kept from harm, yet they will die just like the other mortal 
races if subjected to enough damage.) And where the peoples’ 
skins once were uniformly golden, now were they a bright, shiny 
copper hue. 


The final compromise was the introduction of a warp upon the isle 
itself which effectively phases Nazar Eth out of the normal con- 
tinuum and makes it impossible for anyone to enter or to depart 
the isle without divine assistance (or at least 1 point of primal). 
Impossible to enter or to depart, that is, at least so far as the sur- 
face world is concerned—it’s quite easy to come and go via the 
Midnight Realm, if one is inclined to risk one’s eternal soul to try 
it. 
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Eternal brethren, only to learn that Chthon, the Dark Earth M@1 
herself, had taken an immediate dislike to his “blasphemous” ‘ 
ation and had caused it to “vanish” from the face of SenZar. 


In a major tiff, Gabriel roared back to SenZar and confronted 
Chthon, who calmly pointed out to him that since he had broken 
the rules of the immortals by violating her divine right to create 
new immortal life, she had simply turned the tables and had 

destroyed his new creation to “keep the balance.” 4 


After the requisite puffing and posturing, and rather thap incite y 
another costly God War, Gabriel and Chthon decided toc g i i G wae O) ivilizéd man. 
mise, and thus the isle of Nazar Eth was once more. 
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signatures of other creatures, yet retain their full “normal” spec- 
trum vision even under blazing bright high-noon desert condi- 
tions. Like some species of snake, the Saurans possess a pair of 
special heat-sensitive “pits” which are set between their eyes and 
their aural apertures (their “ears”). While their eyes provide 
them with normal spectrum vision, the Saurans’ heat-sensitive 
pits may be called into play whenever infravisual capabilities are 
necessary. 


Saurans can switch between their normal and infravisual percep- 
tions at will or, if they are so inclined, employ them simultane- 
ousl 


Saurans typically mate foMife, and bear their young live. The 
young Saurans grow quite raptdly, and are capable of joining 
their parents in the endless task 0 ending the herds by the end 
of their first year. 
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The Saurans are a proud, if somewhat pri i ive. race of 
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The Silestions hve the unique ability never td tire soflong as the 
sun shines downjupon them. Their unique physiology also grants 
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male Taurans will treat the members of their harem with the 
utmost care, and will defend them from any and all acts of 
aggression both swiftly and mercilessly. 


Female Taurans, unlike their male counterparts, often will 
. remain monogamous with their chosen mate. The females, how- 
ever, will treat their mate in the satne*a8hion as do the males. 
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In the milleaniersiti€e their freedom from the concentration 
campsf the Death Horde, the T’leel have spread across many 
of te known seas; founding their graceful undersea cities along 
edges of the continental shelves, where they are far enough 
removed from intrusion by §urface dwellers, yet not deep 
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PROFESSIONS 


Professions are chosen by the player to express his PC’s particular life- 
path or professional interest. 


Choosing A Profession: The player may choose his PC’s field of 
expertise from any of the following professions. Each different profession, 
from the potion-concocting Alchemist to the arcane Wizard, stresses a par- 
ticular method of Combat/Magick progression and Combat/Magick field 
of expertise; with each area, or combination of areas, being unique to that 
specific profession. Therefore, even though the player may elect to play a 
Warmior, his PC will differ somewhat from the player who elects to play a 
Martial Artist. Although both professions have Professional Combat, each 
approaches the combat method in an entirely different light. This “unique 
specialization” encompasses all of the professions, even the magick-using 
ones, who may differ tremendously from one another even though they 
may cast spells from the same realm of magick. 


Balance: All professions are “balanced,” with no one profession enjoy- 
ing a particular advantage, either in combat or in spellcasting, over anoth- 
er. There are some subtle and not-so-subtle differences from profession to 
profession, to be sure. And, of course, the enterprising player may eventu- 
ally be able to exploit these “subtle” differences to his advantage. But the 
point is that all professions begin with the potential for greatness. It’s sim- 
ply up to the player himself to take advantage of the situation, and make his 
PC great! 


XP: All professions—even the ones with both combat and spell- 
casting capabilities—progress the same on the Experience Point 
chart. The “balance” for this seeming advantage—besides the 
obvious GenMin increases—is the fact that the majority of the 
“dual-classed” professions must adhere to a specific set of unwrit- 
ten rules, or codes. As a result, they must “follow the rules” and 
“stay within the lines,” whereas those without codes do not. (In 
other words, playing one of the “dual-classed” professions will 
really test your role-playing abilities, and the player will “get what 
he plays for.”) 


Dual & Multiple Professions: For those who aren’t 
quite willing to play a mere single profession, there are some dual 
and/or multiple profession options available. There are many pos- 
sible combinations, and we suggest that any of these may be 
viable options, provided that there are no obvious “Code 
Conflicts” between the professions (as there would be with a 
Dragonslayer/Necromancer), and, most importantly, that the 
Creator allows the dual and/or multiple profession option. 


Dual & Multiple Profession XP: Ifthe PC has but a 
single profession, then he allots his Experience Points to a single 
Experience Point progression. If the PC has two or more profes- 
sions, then he must treat each profession as a separate, individual 
Experience Point progression. 

Note: We suggest that those with two or more professions keep 
separate XP for each of their professions. Typically, any XP 
awarded is divided up between the professions and then allocated 
equally to each one. Possible exceptions to this “equal division” 
are specific training in a profession (at the cost of progressing in 


the character's other professions) and XP awarded from combat 
(usually solo) which is strictly unique to one of the PCS profes- 
sions (if the PC is a Martial Artist/Wizard, and he wins a Wizard’ 
Duel without using any of his martial arts abilities). 


Tweaking A Profession: Nothing is set in stone, and the 
Creator should feel free to “tweak” a profession to suit his own 
campaign. For instance, as it is written, the Assassin, who is typi- 
cally considered to be “evil” by most conventions, may choose 


. only Black Wyrm martial arts, and must follow a fairly dark code 


of silence. Who knows: perhaps, in your campaign, there might be 
a Shy’R martial arts-based cult of Assassins (who may serve a 
more “neutral,” or even “good” cause). So feel free to “tweak” 
anything out there to suit your campaign. After all, we’re not run- 
ning your campaign—you are! 


Time To Learn: Unless stated otherwise, the time to “learn” a 
profession and hence make “1st level” in it typically takes from 4 
- 7 years. (So if one decides to take up an additional profession 
after game play has begun, one had best be prepared to spend a 
good amount of “game time” in doing so.) 


Combat & Magick 


Professional Combat: +1 CV (AV & DV) per level. This 
begins at Ist level, and continues on at 2nd, 3rd, etc. 


Semiprofessional Combat: +1 CV (AV & DV) every two 
levels. This begins at 2nd level, then continues on at 4th, 6th, etc. 


Professional Magick: +4 to Power Attribute per level. This 
takes effect at Ist level, and continues on at 2nd, 3rd, etc. Those 
with Professional Magick begin the game with 7 free spells from 
within their field of study. 


Semiprofessional Magick: +3 to Power Attribute per level. 
This begins at Ist level, and continues on at 2nd, 3rd, etc. Those 
with Semiprofessional Magick begin the game with 4 free spells 
from within their field of study, if any. 

Nomenclature Note: For sake of brevity, we often employ the 
abbreviations “Pro” and “Semipro.” 


Action Phases: All PCs begin with 1 Action Phase—even if 
the PC begins the game with more than one profession. (For more 
info on the progression of Action Phases after Ist level, take a 
look at the “Combat” section.) 


Hit Points: All PCs begin the game with Hit Points equal to 
their CON Attribute X their Level of Experience. This progression 
continues at 2nd, 3rd, and so on, up until 100th level. (See “Hit 
Points” for more info.) 
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ALCHEMIST 


The Alchemist is a technomagickal scientist who pursues the 
metaphysical discipline of Alchemy. 


During a lengthy apprenticeship (comparable to the amount of 
time necessary to achieve a doctorate in chemistry), the Alchemist 
is trained to harness the power of his Quintessence, which he will 
employ to affect the many alchemical operations. This 
Quintessence, or “fifth essence,” is what enables Alchemists to 
complete the final transformations in their alchemical operations. 
Without this unique ability, the ingredients would never catalyze 
to their true potential, and the Alchemist would be left with only 
so much rubbish. Armed with the ability to employ his Quin- 
tessence to metaphysically catalyze the ingredients, however, the 
Alchemist becomes a force to be reckoned with. 


Why? While other spellcasters must limit themselves to a certain 
number of spells cast per Combat Round, the Alchemist, who can 
prepare his potions in advance and have them stockpiled for t 
occasion, effectively can employ as many of his potent toys as | 
sees fit. Instead of merely popping off with one spell at a time, she 
Alchemist, who can hoard potions beforehand in Alcheshical 
Grenades and other such goodies, can let fly with multiple ‘spell- 
effects simultaneously. The damage from such stockpiled g gods 
can be, to say the least, extreme. 
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should this not be enough to satisfy him, he can always create new 
life by use of the Minor and Greater Creation operations. 


All Alchemists are trained in “Grenades,” which is the “Weapon 
Training” skill of hurling, lobbing, or tossing their many potent 
alchemical vials, flasks, grenades, or whatever other forms of con- 
tainers they employ to store their alchemical tricks within. The 
skill is in fact a necessity for any “adventuring” Alchemist. There 
will be situations in which the Alchemist must target a foe and tag 
him with a vial of alchemical pe Whit certainly pays to be 
“proficient” when—and nof*‘i arises. 

Note: For more info on the eyy, take a look at 
the appropriately titled “ 
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In any event, the Astromancer’s magickal power will wax when 
his sign rules the skies (a period of one 28 day month during the 
364 day year). During this time, all of the Astromancer’s spells 
will enjoy a free piercing bonus of -1/-5% (Power Saves) per level 
of the Astromancer to the target’s saving throw vs. the spell. See 
“Piercing” in the Things Magick section under “Tomes” for more 
information concerning Piercing. 


Note: The effectiveness of many Astromancy spells varies with the 
current state of the heavens. For a complete breakdown of the var- 
ious effects, refer to the “Cosmology” and the “Astromancy”’ sec- 
tions. 
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before any others on the battlefield. This small drawback is due to 
the Battlémage’s unique psychological programming (i.¢., brain- 


washing), > all Battlemages are subject to it. 
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The sad truth of the matter is that, while Dragonslayers do have a 
Code (the Cause) which they must honor (yet seldom do), there is 
no penalty for failing to adhere strictly to it. No divine bolt will 
strike down the Dragonslayer who sways from the Cause; no 
heavenly host will appear to strip away the Dragonslayer’s divine- 
ly-granted magickal abilities. As long as the Dragonslayer obeys 
every command of his holy superiors—no matter how corrupt— 
all will be well. The commands issue from the top-down, and, ulti- 
mately, at the top of the chain of command sits Rel himself. 


Note: For more info on Rel, check out the “Cosmology” section. 
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* Enchanters who wi$f tojkeep a shroud of secpcy or 
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entertainer loved by lic s; the t, the wicked 
$o-wicked) Enchanter whag 4 s his pow@gfful illusory lie 

e highest bidder. Thus, sq win chanter$§ will specialagg ' : pong 
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em arent too shy about i feeling 
er. Remember: not too mé 


i e fact that Eai@hanters 
deal with illusions, charms and othér “deceitful” magick 


Some Enchanters may choos€to disguise their true nature by p 
ing as bards or Spellsingers. For those who wish to choose tt 
course, we should include a shall warning—don’t. You might gét 
away with it once or twice, or even multiple times (and don’t 
make too much “noise”), but the mighty Spellsinger will probably) 
have a thing or two to say if{@ pd/or when) he crosses paths with | 
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Harlequins, although free to carry out their dual existence, must 

answer to the same masters as do the Assassins. As such, they too 

are bound by a code of silence—although ney, 0 mnlike the silent 
' in. are free to taunt their 

content. 


And taunt they will... 
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Wyrm Discipline. Thé Silent Strike. Glen 
StreetSpeak. Streetwise. Amby§h. Art or 
unaent). Acting or 
Berdemain. Traps. 
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a decidedly strange passion for sp@etg 


When the situation calls for an assassination to be 
ly, as insanely, as possible, then the traditional Assq 
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Ss never anticlimactic, 
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Martial Artists are extremely dedicated to their training, and will 
strive to adhere to their daily training routine if at all possible. 
Also, Martial Artists occasionally will issue challenges to one 
another, or from one school to another, to prove whose skills are 
best. Martial Artists who do not respond to these challenges may 
lose face—and honor—in the sight of their fellows. ; 
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Pro Combat, Semipro Magick Progression. Black 


Wyrm or Shy R Martial Arts Basic Package (select 1). 
Any 5 Martial Arts Disciplines from the selected sty €. 


The Martial Artis i 
unarmed combat./THough th 
necessary in order fdr the skill 
dous amounts of dafmage—he 


either Bla¢ék Wyrm, the “subter- 
‘Shy’R, the “surface world” mar- ] ™ 
the different styles, please refer--—~ ( _— 
like*th@wnAéjority of martial 
arts-using professions, thé Mz $0 willing, cross- ' 
train in the two style; seléctin inev ersefrom the . " 
styles and adding the 3 “trae»Martial Ayha! J 
Artist will study whi 


Martial Artists may spéajalize } 


ranean” martial arts style{ver i 
tial arts style. (For more info 
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course of game play, W 
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of the Void itself and “lose” all of their hard-earned magickal 
power. 


Many Mystics—by nature aloof in their pursuit of mental perfec- 
tion—don’t even bother to contest the futile point. Those Mystics 
who once did, however, established just the cure far the often 
fanatical magick-users who once tormented them—for that@»pla- 
nation, refer to ater” profession. = 
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pyage (ary 2) Am 1 Weapoxg K ib¢. fo 4 


The Mystic is a student of the esotericf@isciplitiied 
the practice of harnessing and focusing the fiidde 
own mind and soul. 


Mystics believe that Ki, or the life-spirit, flows 
around all living things. They train for years t¢ 
force within themselves, and only after ho A 
devotion are Mystics able to effectively sum#fie 

their Ki force to cast spells of mysticism. 


Mysticism is not magick—not entirely, at anywyate’ J r, 
there has been much confusion as to the sq ce ¢ ystic’s 
powers. Since magick-users believe thg own powers 
mately derive from the Source any of them autonfatically 
assume that practitioners g Sticism, which doesn’t behave at 
all like “pure” magickg@6nversely must derive their powers from 
the Void. This cong#Sion results fro e magick-users’ mistaken 
belief that all Mystics hold as thgafultimate aig “to be One With 
the Void,” or clear of all 
pure in their Ki. Mysti 


the very Zen, v 
Ki. 
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During training, which can span many years, the future Mystic 
Assassin is pee f drilled in the ways of darkness, and man 

times becomes not ing more than a remorseless, unfeeling instru- 
ment of purest dark force. Considering thi fact, it is no surprise 


*Percéption 
Power 


Assassin shrinks back inté the shadows, the Harlequin exits stage- 
left, and the_mysterious | masters of darkness summo frth\ the 
wnt pt Assassin { to “paint a canyass of bla 
chosén victims 


\ ww , 
Combining incredible maftial arts talents with extrémeé 


with the typical spellcastér, his fierce bodyguards 
anything else that gets in the way. The Mystic ¢ 
W martial arts and mystical skills are dead 
when in concert both aré complementary to t 
pursuit and psychic dem@lition SEFC which. 
Assassin’s-life. | ~~ \ees 
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some time (until the Harlequit out. fo 
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specialpowers are noticed 1—which is usually f ea nth 
birth or before,.as the Mystic Masters are quite’ 
such a prodrgy. And-since | Mysticism i is usually a her 


tion, thesé Mystic Mastets usually wind up divining 
spawn as the potential ney y y idystie Assassin-to-be. 
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Interisive training a aS soon as possibleyé fd the you 
essentially grows up ind petrinated into the ways of 
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invite destruction. Atonement may be made, but any judgments 
will be rendered by the power of the Phoenix itself! 


Until they reach 10th level, Mystic Warriors must possess no more 
material goods than they can carry on their person. Once this 
milestone is reached, the Mystic Warrior may begin to accrue per- 


cdssfully become “One With the 
J, . ”° . 
fartial Arts’ for more informa- 
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MYSTIC WARRIOR 


The Mystic Warrior is an ascetic devotee of the Shy’R # 
style. 


Often referred to as a “Shy’R Priest” or “mo y tod AY cies ,. Porihe. 

Warrior leads a simple life devoted to the pursuit « : a : 

ideals of duty, honor, and freedom. i, gg X20 ). Bm Vaart, Arts Basic Package. 
; - ‘abATts Disciplines. Any 4 Weapons. 

Selected to join the monastery by virtue of his m@ VA 

the young Mystic Warrior is trained in Shy’R ma NW 


his final test: the Way of the Phoenix, the Sign of The Drage, 
This mysterious test, which is rumored to last from sunset to sun- ~ 
rise, leaves the newly ordained Mystic Warrior with a multicol- 
ored rainbow-like brand on each forearm: the Phoenix on the left; 
The Dragon on the right—and with the brand, or Crest of Hénor, 

of the Mystic Warrior’s monastery emblazoned upon his. chess 


I forgot I’m a Mystic. (Zol : 


Once this test is passed, t Aye Sar Rt leave his f 
monastery behind—arme ugk stati, a beggar’s bag, , 
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and a poor man’s clothes—t e world and experience its 


many mysterio nd ‘he Mystic Warrior is from 
returning.testis Own monastery from that point ough he nay 
intesaet with his former masters should he en€ounter them o uiside 


thé monastery itself. 


The Mystic Warrior must adhere to a strict dogma: Tog ‘llfully 


bring dishono ne’s self is to invite the stripping ofall mysti- 
cal po ; to willfully dishonor the teachings of@hy’R is to 
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t as “priests” within a partic- 
rs of other professions (such 
e not in fact true Priests. The 
ending upon his specific reli- 
th some of these pretenders) is 
his awesome ability to cast 


ders of organiz 


to a strict code of morals and ethics (if there are any) which are set Speed 
down by the Pjest’s deity. ee a these codes will vary in their Dexterity 
moral/ethical laws, it goes almost without mention that any viola- Constitution 
tion of any of the‘codes. will result in the instant termination of the 
Priest’s spellcastiig powers, as well as the probable sudden 
destruction 91 the Priest himself. 
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Willpower” 
Intelli : 


thon and her inferfial legions of the Pit. Those who serve the , 
Good Earth typically have as their Code “The Good Earth Code,” 
while those who serve thé Dark Earth typically have as their Code! 
“The Dark Earth Code.” Adherence to these two Codes is mandas 
tory. Priests of Rel also hold “d he «eas their Code, though Dark rth Code fellect 
they have the same options with it as do“WQragonslayers. Some, /. ; 
extremely twisted Priests of the Dark Earth also choose to serve™ Lore. d istrationg 
“The Anti-Life” as their Code. : 


ick). Semipro Combat. 
de,.or-The 
, Theology. Divine Lore. Pit 
‘Healing Arts. Exotics. 


Artifid@r. Magick Senge 


‘Ciae., 


Ni The Codes associated with the. riest elected deity (The \ 
Dragou, Chthon, Rel, skE Phoenix, etc.) are fu her ¢ 


within the “Codgs.o4 ection, and in “Cosmology.” 


\ . . . s i] “onesie 
By nature of their'profession, which relies upoh a structured orga- 
nization of followers to maintain it, Priests aie inclined to an 
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Rangers believe in freedom for all creatures, and will react swift- 
ly and mercilessly to those who imprison or capture creatures (or 
humanoids). 


Rangers often receive deferential treatment by the majority of 
most civilized cities’ civil guards (especially in Zengara). City 
guards and watchmen, local constabularies, and even the highly 
trained Wall Watch respect the elite status of the Ranger. Good 
folk everywhere also respect Rangers for their selfless service and 
indomitable courage. 
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Rafigers always get their maf. 
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ally-happefis (and it almost always de€s), the Rogué will find 
that fame does indeed “its price:, The R@gue’s own reputation 


W, tifi-status and respect withchis fellows, bulf te price on 
his head will at beinaie eee orld be forced to 
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Rogues never-really consider that darker side of their profession; . 
they’re usually too busy hatching some bol@ wew=seh¢me to spri y 
upon the lords-and ladies of , or fhey’re too busy spending = 
the rewards of-theix#H-gairied booty; partying till dawn and then. 4 
some with all the friends that nioney £an buy. 
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this dark path, lest he find himself immediately set upon by the 
black forces of the Pit itself. 


Still, that doesn’t mean that the Sentinel can’t have “fun” while 
he’s waiting to sprout horns and bat wings and fly off into the wild 
black yonder. All Sentinels will gladly torment, persecute, and 
destroy any of the “good-aligned” professions and races—espe- 
cially the holy men of these hapless fools. The highest prize to the 
Sentinel, however, is the “breaking” of a Dragonslayer, followed 
closely by the “conversion” of any and all devotees of the Good 
Earth. 


Simply destroyingthe To =) 
ALO ous Set Ea ' 


ood is not always wished by the 
d conversion are always “more 
herefore, to the Sentinel, the 
hese with the Good Earth Code is 
gf simply defeating the victim. 
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training to the uninitiated, and taking monetary rewards for his 
services. 


Gus 


Upon graduation, which is always held at high noon on the first 
day of Midsummer, the majority of the new Shy’R Warriors may 
be appointed to serve in any one of a multitude of special warfare 
branches within the Silestion/Zengaran alliance (see “Titles” for 
more information). This initial service, which may range from 
simple bodyguard duty for special dignitaries to behind-the-lines 
covert operations, lasts for a period of one year and a day. The top 
ten graduates from each class, however, are “free” to choose an 
choice assignment or wander the world in search of adventure. 
The latter choice is highly desirable, as it allows the Shy’R 
Warrior to hone his skills to a razor-sharp point in the “real 
world.” 


eran nets 


inally, all Shy’R Warriors are expected to return to the-Warhall 
-Yonce they reach 0th leyel, in order to “give-back_a little of what 
\ \ they learned” thetewe’ class of students. This mandatory. set* 
7 ice lasts buf py nofith Optionally, if the Shy’R Warrior desires; 
1%, he ante use >W influ nce to land a choice appointment in the 
s ough this may put a damper on 


ree er Force KOS 
M is heweduties may take up the major- 


SHY’R WARRIOR 


The Shy’R Warrior is an elite special warfare commando, traingg 
and cross-trained in a multitude of special warfare disciplines. 


Potential Shy’R Warrior candidates are appointed to the Warhall ’ 
located in the Silestion capital city of Petra, where they undergo a \J 
rigorous instruction in the arts of warfare. The Silestion ideals of 
duty, honor, and freedom become the focus of their lives during 
this time, and those who fail to uphold thése virtues are deemed 
unworthy to continue in the program. Those who persevere are 
deemed worthy to bear the Honor Crest of the\Shy<R Warrior. This 


_ Langirage : , 1. Tactics] Any 4 Weapons. 
Sy es Venoms, § &VRadiations. Traps. 
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Joes mas® que Mities of people. 


the Shy’R Warrior receives special dispensation to cov 
may be the case on covert missions or operations). 


The Honor Crest embodies the ideals of the Shy’R Warrior. It 
requires the Shy’R Warrior to uphold the ideals of duty, honor, and 
freedom at all costs. Any combat deemed as “personal combat” by 
the Shy’R Warrior absolutely must be fought by the Shy’R | 
Warrior himself, with no interference or assistance from anyone 
else. Any interference, whether from friend or foe, will force the 
Shy’R Warrior to forfeit the combat, lose honor, and more often 


, Itgets \ 
than not seek vindication from the fool who interfered. Personal : Wdit’R 
combat which is successful is worth 2X the normal Experience ) 
Points for that particular opponent. Finally, the Shy’R Warrior \ : ‘5 
must refrain from boasting, bragging, revealing the secrets of his \ ( \ >... 
\ idl 
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inci lso, S@rcerers tend to be ish when it comes 


Professions 


the same as he himself did. Though mortal Spellsingers do not 

9° truly tap into Primal Power to cast their spells, they do affect a 

_ Ke unique hybridization of magick/mysticism which can affect both 
= magickal and mystical defenses with equal impunity (see the sec- 

d tion on “Magicks” for more information on this potent equalizer). 


All Spellsingers live by “The Rules of the Road.” This compels 
Spellsingers to accept musical or vocal challenges from other 
Spellsingers (or any other musician). These duels, as they are 
called, usually are fought in public, so that everyone can judge 
who is the better bard. The winner gets to stake his claim to the 
best bars and locales, while the loser must move along to seek his 
fame and fortune elsewhere. The duels, may be fought by invok- 
ing Music Skill Rolls in a nonviolenttnusical gontést, or may be 
fought to the death in an all-out Spf Hsingi remere test et spells and 
artial skills. a 


e and 
a mitsical 
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SPELLS} NGE 
The Spellsinger is the true bard o£ Id: es musk 
voice are unique—“unique” bodes e Spellsinger draws from mj 
both Mysticism and Magick oe usly’ to wah his ; i A a /pi 4. 
charms. Hi 4 


Drawing upon the ambient power around him like a mag ide < hay y 
the Spellsinger absorbs this essence into himself and transfof pe NY 
through the medium of voite or instrument into a mysticalfexp és- wy. 
sion of power. This dual natf®,expression of power is unique in“ 
the mortal realm of spsifoasters/ and is quite often viewed as fan- 
tastic or even impossible By the majority of the other spellcasting 
professions. ‘ ~ 


This dual nature, however, is what lgads,-moes speHéasters™to | 
brand the Spellsinger as a “wild talent}; a possible contaminant o 
the “pure” fields of magick and to“those Whd"Cast-such “pure” | 
spells. Fear of this possible con Ami ation {Which is fojhing more © 
than total hogwash) often compels-sther spellcasters,{mystics and \ 
magick-users both, to shyf or“avoid the Spellsinger. _ 


Perhaps the true nature ofthe-Spellsinger can best be explained by 
the true nature of its founder, Kiril Spe Ilsinger—who was himse a 
a Starin Material God, and “above the‘Yules,” when he founded the . 
profession in the turbulent waning days of the Fourth Age. As at 
immortal, Kiril Spellsinger could draw his spellcasting power 
from “Primal Power” itself, which is the primal essence of ail 
power, magickal and mystical. Kiril’s tampering with “things that 
should not be” eventually resulted in the breakthrough discovery 

that some rare mortals were indeed able to “break the rules,” much 
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Once hired, the Stalker usually prefers to work alone. It is not 
uncommon, how wevetmtor the Stalker to hire assistants when in 
pursuit ofa danverous re overy, nor is it uncommon for the 
Stalket to pass his time in een jobs as a mercenary-for-hire, 
Ore yen asa peel 0 OP 
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is rewarded for his professig’ 
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in an Army, Navy, 
appropriate rank and ; 


The Warrior can hire hima: tits ¥ the highest bidder if desired. 
Fees for mercenafy s¢rvic®yy #hough there seems to be an 
unwritten standard fee Of at Jea’*yO Stars per level of the Warrior, 
per day, for such §etviée. It shogfld be noted that this sort of mer- 
cenary behavior i§ oftem frovy#ed upon by the “true” Warrior, who 
feels it to be a step just prostitution. “ 
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most elemental of magicks and the most complex. One facet of 
this unique duality is that the Witch is the most gifted of magick- 
al healers. Another facet is that the Witch is granted the abilities 
of Magick Sense and the Sight. 


The Magick Sense of the Witch functions as the Special Power of 
the same name, and is always of two varieties: normal sight, and 
“sixth sense.” The Sight acts as does the Special Power of the 
same name, and is always at the behest of the Witch’s patron 
(either The Dragon or Chthon), serving to guide and direct the 
course of the Witch in times of consequence. As per the Special 
Power, Magick Sense allows the Witch to see all Spirits and 
Spiritual entities. 


The most devastating facet, however, is that Witchcraft has no 
magickal defense, save for Witchcraft itself. (The awesome 
effects of Witchcraft are explained fully in the “Witchcraft” sec- 
~~tion of “Magicks.”) 
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The true origins“of the mysterious/Witch Hunter are lost in time 
(and no pr¢sert Witch Hunter will/ever reveal his true origins, on 
“~pain_of-death). It is rumored, however, that in the First Age an 
Ors of of mystics known sim ply as “The Order” resurrected 
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the Witch Mun 
obscurity their s ieee Dts wa 
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FREAKS 


The three following race/profession combinations are too bizarre 
to be labeled as any of the existing “normal” races or professions. 
Thus, the term “Freaks,” which fits them quite well. 


Who Are They? The Shapeshifter, Talisman, and VoidSpawn. 
The Shapeshifter is a unique shapeshifting being that can assume 
nearly any form imaginable. The Talisman is a living Magick 
Power battery-projector, able both to absorb and project power. 
Finally, the VoidSpawn is a walking fortress of mind over matter 
powers whose ultimate destiny is to destroy immortals. 


Yes! The Freaks are, indeed, great—but they can very easily 
imbalance any normal (or even “supranormal”) campaign. Their 
attributes, Powers, and Special Abilities are enough to make even 
the most deranged Creator cringe with horror as they sow destruc- 
tion and damnation upon all who oppose them! They are in every 
way superior to the normal races and professions, and they can 
usually (about 99% of the time) mop the dungeon floor with any 
of them in fair—and even unfair—combat. 


Then Why Play Anything Else? Why indeed. A quick 
glance at their descriptions, however, may cause some Players to 
think twice about dooming themselves to a world of hurt. The 
Shapeshifter is doomed to suffer the mental anguish of Multiple 
Personalities, while the Talisman is highly restricted in what items 
he can wear on his person. And the VoidSpawn... He’s doomed 
from the start. After all, his inescapable destiny is to hunt down 
and destroy immortals! As such, we cannot recommend playing 
any of the Freaks unless the Creator specifically, absolutely, 100% 
approves of allowing them in his campaign. Even then, we strong- 
ly suggest that only the most skilled Players be allowed to take on 
the challenge of playing such warped lunatics. Novices and neo- 
phytes need not apply. 


Character Generation: The rules for generating the Freaks 
are a little different than the normal rules for Character 
Generation. First and foremost, the normal limitations for racial 
GenMaxes and professional GenMins are tossed out the window. 
For instance, when generating the VoidSpawn, the WILL Attribute 
of 20 (which costs 65 points, regardless of race, and is slightly 
impossible to get at generation time anyway) is free! Once that 
extremely costly stickler is satisfied, then the Player can buy the 
rest of his attributes up as normal. 


While this may not seem “fair” at all to the rest of the Players who 
aren’t playing the VoidSpawn (and who didn’t get to break the 
rules and get a WILL of 20 for free), the VoidSpawn’s hellish 
VoidSpawn Code more than compensates for this seeming unfair- 
ness. The doomed VoidSpawn will more than pay for what he 
allegedly got “for free” for the entire life of his character. 


Multiple Professions: If you’re into pain, then feel free to 
play another profession in addition to the “profession” you’re 
playing with the Freak. For the Shapeshifter, feel free to play it 
alone or add another profession just to smooth out the edges. Just 


beware of any professions that rely upon armor, which the 
Shapeshifter normally abhors, and any professions that have 
exclusive codes or precepts which would prohibit a Multiple 
Personality Freak like the Shapeshifter from training in it. 


For the Talisman, other professions are optional, though the same 
“armor” warning applies. The fact that most “evil” spellcasters 
would prefer to enslave the Talisman and keep him around for a 
living power battery might just cast a gloom over your Talisman’s 
magickal training. 


For the VoidSpawn, playing another profession will provide a 
“cover identity” that may just come in handy should any of the 
endless VoidSpawn-snuffing megalomaniacs just happen to wan- 
der by. 


Exceptions To The Rule: There are always exceptions to 
the rules, or guidelines, that we’ve established above. Nothing is 
set in stone so far as playing other or multiple professions goes, 
and we wouldn’t have it any other way. Just remember that the 
final word of approval or disapproval goes to the Creator. 


Playing The Freak: The same rules for all of the Pro Magick 
and Pro Combat Progressions apply here. In fact, all Freaks listed 
here begin the game with both Pro Magick and Pro Combat. 


Campaign Play: Allowing or disallowing the Freaks in a 
campaign is entirely up to the Creator. For the typical “low-pow- 
ered” campaign, the Freaks may not fit in, and more than likely 
will chew up the worst Bad Guys and spit them out, laughing all 
the while. The Freaks fit in better in the “higher-powered” cam- 
paigns (as well as in the “Loon” campaigns), and they may actu- 
ally complement a group with their unique abilities. (Like the 
VoidSpawn, who makes one of the best pit- and trap-testers in the 
business.) In “solo-campaign” scenarios, the Freaks are perhaps 
the best equipped to handle the role, and very often work quite 
well. Why, you ask? There aren’t any other “non-Freak” PCs 
around to complain about how the Freak is killing all the Bad 
Guys and spoiling all their adventuring fun! 
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Shapeshifts 


Shift Order MinPower Required Power Cost 
1 10 1 

Z 20 5 

3 30 10 

4 40 a5 

5 50 50 

6 60 75 

fs 70 100 

8 80 250 

9 90 1,000 
10 100 10,000 


“Shift Order” = the relative Order of the Shapeshift. 

“MinPower Required” = the minimum Power Attribute 
which the Shapeshifter must possess in order to “project” upon the 
form, and thus affect a shapeshift. 

“Power Cost” = the number of Power Points that each 
Shift Order costs. 


Shift Descriptions 


Shift Order 1, Basic Humanoid Forms: allows shifts of +/- 1 Inch 
of height and/or +/- 10 pounds per level of the Shapeshifter, as well as 
changes of color, apparent age, and apparent race. 


Shift Order 2, Advanced Humanoid Forms: allows attribute 
changes, as well as gender transformations. This Shift Order allows the 
Shapeshifter to assume a virtual racial form, indistinguishable from the 
true racial form. Height and weight now become the same as those of the 
“projected” form; i.e., despite the level of the Shapeshifter, his abilities 
will allow him to assume the proper size and mass of the projected form. 
In order to “steal” the form of another humanoid, the Shapeshifter must 
match or better that being’s Power Attribute. (It’s not possible to steal the 
form of any being with a higher Power Attribute score.) The Shapeshifter 
assumes the humanoid’s STR, SPD, DEX, and PER Attributes while in 
that form as well as the standard special abilities of that race’s generation 
package. 


Shift Order 3, Animal Forms: allows the Shapeshifter to assume the 
form of any “non-magickal” or “common” animal (like a grizzly bear, a 
cow, an octopus, a spider, etc., but not a dragon, wyvern, or the like). The 
Shapeshifter’s attack forms (claw, claw, bite, or whatever) now do the 
same amount of damage as the form assumed (even poisons or venoms 
unique to the creature). The Shapeshifter’s CV will modulate either up or 
down as his natural DEX changes from form to form (that is, if the 
Shapeshifter’s natural DEX is 10, and the form that he assumes has a 
DEX of 11, then his CV will go up by 1). The Shapeshifter’s Action 
Phases are limited to those of the creature’s. 


Shift Order 4, Plant Forms: allows shifts into any “non-magickal” 
or “non-sentient” plant forms. 


Shift Order 5, Basic Monster Forms: allows shifts into any of the 
classical “monster” physical forms (dragons, wyverns, etc.); the 
Shapeshifter will not be able to reproduce any of the creature’s magickal 


effects or Special Powers (such as breathing gouts of fire, assuming 
ghostly form, or teleporting about). 


Shift Order 6, Advanced Monster Forms: allows true magickal 
monster shifts. The Shapeshifter may reproduce any innate magickal 
effect or ability, or Special Power (with the exception of spellcasting) 
which the creature possesses. 


Shift Order 7, Inorganic/Inanimate Forms: allows the 
Shapeshifter to assume the form of any inanimate or inorganic form (like 
a door, a chest, a sword, or even a golem). This also allows transforma- 
tion into any element, metal, compound, or mixture, provided that it is 
neither a unique alchemical compound or mixture (made by means of 
Quintessence), nor any Exotic (which he can’t replicate until he learns 
9th Order Mix & Match). The Shapeshifter may, for example, transform 
his own physical form into a bar of gold, but not a bar of Shadar Steel nor 
a dose of Phlogiston. Alternately, the Shapeshifter may choose to trans- 
form only a small portion of his form (or any form of Shift Order 6 and 
below) into an inorganic form (such as transforming only his arm into 
solid steel in order to reach into a blazing furnace). 


Shift Order 8, Energy Forms: allows the Shapeshifter to assume 
alchemical, magickal, and mystical energy forms of 8th Order and below. 
In order to affect such a shift, however, the Shapeshifter must actually be 
subjected to the spell in order to “project” the form and thus reproduce it. 
During each Combat Round that the Shapeshifter chooses to employ his 
energy form, he must expend 250 Power Points. The Shapeshifter does 
the same “damage” (and “area of effect” if desired) with the energy form 
as if he were a spellcaster of equal level, casting the spell—and he may 
do this as many times per Combat Round as he has Action Phases! 


Shift Order 9, Mix & Match Forms: allows a “mix-and-match” 
combination of lower Order shifts. For 1,000 Power Points, the 
Shapeshifter can shift into any combination of his other Shift Order 8 and 
lower forms, and may wreak havoc and destruction as long as he wishes 
(unless he’s knocked out or killed, that is). One moderate example is 
shifting into a “non-magickal” cow form, then adding Vermix horns, ven- 
omous wyvern poison glands, and the Elemental Bolt, which shoots from 
any available orifice. Also, the Shapeshifter can now replicate any of the 
Exotics, save for Silverstuff. It is also possible to keep a single physical 
form, and merely shift any applicable attributes and/or abilities to this 
form. 


Shift Order 10, Unique Forms: is the upper tier of Shapeshifting. By 
expending 10,000 Power Points, the Shapeshifter may transform himself 
into anything that suits his fancy—and keep this form for as long as he 
wishes. Limitations are that he cannot assume the forms of any immor- 
tals; anything of planetoid size or larger (approximately the mass of the 
Terran Moon, that is); nor any Silverstuff, primal spells, or primal spell 
effects. Also, it is possible to shift into the form of any non-primal, non- 
artifact item (or thing). (Please note that all possible Projections at this 
tier of power are automatic, with no need to roll a Power Save.) 
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Binding Sentients: Binding sentients (which is as twisted as it sounds) is a bit 
trickier, not to mention a bit riskier. To attempt a Bind from a sentient, the 
Talisman has to be within a 1 foot radius of the sentient per level. Ifthe Talisman’s 
Power Attribute is greater than the victim’s Power Attribute, then the attempt 
automatically succeeds. If the victim has a Power Attribute that is equal to or 
greater than the Talisman’s Power Attribute, the Talisman must force a special 
“contest” of power with the chosen victim. Both Talisman and victim then must 
make POW Saves; the “winner” of the “contest” is the one who makes his Save 
by the most points. If the Talisman wins, then he can drain as much power from 
the victim’s Power Point Pool as he wishes (at the same rate as with inanimate 
objects). The Talisman may continue to drain away on each and every succes- 
sive Action Phase, or until the victim is reduced to 0 Power Points. Victims of this 
special contest will not be slain once brought to 0 Power Points, as they will be 
able to regenerate these naturally. Ifthe victim somehow manages to win the con- 
test, then he can steal as many of the Talisman’s Power Points as he desires! The 
rate is limited as is the Talisman’s (see above). The victim will be unable to steal 
any more power than he could naturally contain within his own Power Point 
Pool. 


Binding Range = contact, or within a 1 foot radius per level 
Binding “Contest” requires a successful Save vs. POW, w/winner take all 
Contest requires 1 Action Phase 
Binding Limit = up to Talisman’s own total normal Power Pool from the victim in 
1 Action Phase 


Nodes, Links, and Power Batteries: Talismans may link with other willing 
sentients, power nodes, and power batteries without having to make a power 
save. 


The Good Stuff 


Natural AP vs. Magick Power: This is the Talisman’s innate, always-on, 
unconscious ability to defy the damage from damage-type magicks, spells, and 
spell-effects. This Natural AP works only against power, and nothing else. It will 
not interfere with the Talisman’s attempts to Bend & Bind 


Natural AP vs. Magick Power = Talisman’s Power Attribute score 


Natural AP vs. Magick Power Boost: The Talisman can boost his own Natural 
AP vs. Magick Power by a simple expenditure of Power Points from his Power 
Point Pool. He can reduce | point of damage per 1 Power Point expended. This 
requires no Action Phase. This is limited only be the number of Power Points the 
Talisman is willing to bum. 


Natural AP vs. Magick Power Boost = 1 extra point reduced per 1 Power Point 
expended. 


Power Battery: The Talisman can store tremendous amounts of power within 
his Power Point Pool (see below). 


The Power Pool Limit: The Talisman can hoard power like no one else, but 
there’s a limit as to how much even he can hoard, and how long he can keep it 
within him before exploding like a magickal supemova. The Talisman can only 
store a finite amount of stolen power, and any time he exceeds his own natural 
Power Point Pool total he must “bum” the power within a certain time limit, or 
he'll explode from within, causing damage to himself (and all around him) at a 
1 Hit Point per 1 Power Point (total) ratio. 


Power Pool Limit = Talisman’s Power Attribute X Talisman’s own Power Point 
Pool 
Time Limit = 1 Phase per point of Talisman’s Power Attribute 


Power Regeneration: This is the number of Power Points that the Talisman will 
naturally regenerate as he leeches raw Magick Power from the environment 
about him. The Talisman will automatically regenerate 1 Power Point per level 
of experience at the end of each and every Combat Round. 


Power Regeneration Rate = 1 Power Point per level, per Combat Round 


Power Reflection: Once the Bend is successful upon a damage-type spell, the 
Talisman has the option to send it back whence it came, or to redirect it as ifhe 
were casting the spell himself: This can take place on the same Action Phase in 
which the spell was absorbed, or may be delayed for up to 1 Action Phase per 
level of the Talisman. 


Power Projection: The Talisman can inflict damage by projecting his stored 
power at a 1 Hit Point per 1 Power Point basis. Power Projection attacks upon 
an area are made as if they were targeted at a DV of 0, while personal attacks are 
made at normal AV vs. DV values. (The Talisman can easily defeat this by tar- 
geting a “‘adius attack” upon a single victim, who can only dodge away if he 
bums an Action Phase to do so—and then only at the Creator’s discretion, as 
dodging may not be possible at all at some of the extreme radii.) The only limits 
are the number of Power Points the Talisman wishes to expend, and the 
MinPower of the Talisman, which will affect the Power Projection’s AOE and 


MinPower Maximum AOE Maximum Range 
10 Personal 100 feet 
20 5’ radius 400 feet 
30 10’ radius 900 feet 
40 25’ radius 1,600 feet 
50 50’ radius 2,500 feet 
60 75’ radius 3,600 feet 
70 100’ radius 4,900 feet 
80 250’ radius 6,400 feet 
90 1,000’ radius 8,100 feet 
100 10,000’ radius 10,000 feet 


There is a Power Save to reduce all damage by half and AP will reduce the dam- 
age as usual. The Talisman always has the option to “shrink” the Power 
Projection such that it will affect a lesser AOE, yet will still have its maximum 
range. 


Magick Sense: This ability is like the Special Power of the same name; its effec- 
tive range is equal to 10 feet per level of the Talisman. 


Magick Sense Range = 10 feet per level 


The Bad Stuff 


None of the Talisman’s fantastic powers will work while he is sub- 
ject to or under the influence of The Pulse (see “Magicks’’). Also, the 
Talisman cannot wear any armor and expect to Bend & Bind. Armor 
is simply too encumbering. Bodysuits (see “Armor”) are accept- 
able, for they are not encumbering in the least. 
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course, the VoidSpawn must ¢ nev: ovA 
tal. But, once to that point, C Ne wi hoice 
in his “immortal destinatior 4 idkGod 
(see “The Immortal Rules”) ¥aa¢ : 
he is to act as a “Shadar” Gk 


Freaks 
Power Orders 


Power Order MinPower Required Power Cost 


1 n/a n/a 

2 20 var 

3 30 10 

4 40 10 

5 50 10 

6 60 ie 

7 70 Li 

8 80 100 

9 90 1,000 

10 100 10,000:1 


“Power Order” = the relative Power Order. 

“MinPower Required” = the minimum Power Attribute 
necessary for the VoidSpawn to employ the power. 

“Power Cost” = the Power Point cost of the power. 


VoidSpawn Power Descriptions 


Power Order 1, Natural AP: grants an Innate, or Natural, Armor 
Protection value of 5 Points per level of the VoidSpawn. This 
“damage-resistant aura” is an unconscious mental ability that is in 
effect at all times, whether the character is conscious or uncon- 
scious. This does not make the character’s physical form any 
“harder” or “tougher” than would be normal for his race. 


Power Order 2, Damage Reduction: grants the ability to boost 
his own natural powers of Damage Reduction. When hit for dam- 
age, the VoidSpawn can reduce this damage by making a WILL 
Save. Whatever the WILL Save is made by, that result is then mul- 
tiplied by the VoidSpawn’s level. This total is the total number of 
Hit Points of damage that he can reduce per attack. Each Hit Point 
of damage that is reduced is subtracted from his Power Point Pool 
on a 1:1 point basis. Each separate attack will require a separate 
WILL Save. Action Phases are not a requirement for this; for 
game purposes, it is practically instantaneous. Once he runs out of 
Power Points, however, he’s subject to normal damage. 


Power Order 3, True Regeneration: allows the VoidSpawn to 
Regenerate lost Hit Points as if he had natural powers of True 
Regeneration. This power automatically kicks in once he falls 
below “0” Hit Points. If he has no Power Points remaining at this 
point, then this ability will “keep him going,” stabilizing him at 
that point until he begins to regenerate his own Power Point Pool. 
Once at least 10 Power Points have regenerated, then the “active” 
part of the regeneration will kick in, and he will regenerate 1 Hit 
Point per Combat Round. Each Hit Point costs 10 Power Points. 


For positive Hit Point totals, the VoidSpawn must make a WILL 
Save in order to “jump-start” this ability. He may regenerate as 
many Hit Points as he wishes to pay for (at 10 Power Points per 1 
Hit Point). Since this is a conscious effort, he may choose to burn 
as many Power Points as he wishes in order to quickly regenerate. 
This takes 1 Action Phase. For all other purposes, this form of 


regeneration functions the same as does the Special Power of the 
same name. 


Power Order 4, Mind Over Body: allows the VoidSpawn to 
temporarily boost his own Physical Attributes (STR, DEX, SPD, 
& CON) by sheer Mind Over Body. Quite simply, he can raise 1 
attribute by 1 step on “The Master Table” by making a WILL Save 
and burning 10 Power Points. This requires 1 Action Phase, and 
costs an additional 10 points to maintain on each and every Action 
Phase after the first. 


Power Order 5, Mind Over Spirit: allows the VoidSpawn to 
temporarily boost his own Mental Attributes (INT, WILL, PRE, & 
PER) by sheer Mind Over Spirit. This works the same as does the 
Order 4 Mind Over Body. WILL can be used to temporarily raise 
WILL. 


Power Order 6, Mind Over Matter, Levitation: allows the 
VoidSpawn to defy gravity by sheer force of will. The VoidSpawn 
must make a WILL Save. Levitation will allow him to move up or 
down, forwards or backwards, at a rate of 1 CMR. The 
VoidSpawn can maintain this at a cost of 1 Power Point per 1 
minute thereafter. This requires 1 Action Phase to activate. 


Power Order 7, Mind Over Matter, Telekinetic Flight: allows 
the character to fly by means of Telekinetic Flight. This method of 
flight is extremely rapid, and allows the VoidSpawn to move at 5 
CMR per point of WILL. He can maintain this at a cost of 1 Power 
Point per 1 minute thereafter. This requires 1 Action Phase to acti- 
vate. 


Power Order 8, Mind Over Matter, Teleportation: allows the 
VoidSpawn to will himself to any location on the current plane 
which he has seen before. The caster may make “line of sight” 
transports, as well as even attempt “blind” transports (like “1 mile, 
straight up”). This is a “personal teleport,” and no others may be 
taken along. This requires 1 Action Phase, 100 Power Points, and 
a successful WILL Save. Failure of the Save will result in no 
transport, though 100 points are still burned. 


Power Order 9, Planar Travel: allows the VoidSpawn to ply the 
planes of reality. He must be familiar with his planar destination, 
or he risks a “blind” transport. This does not enable him to move 
from point to point, only from plane to plane. This is “personal” 
only, requires 1 Action Phase, 1,000 Power Points, and a success- 
ful WILL Save. Failure of the Save will result in no travel, though 
the 1,000 points are still burned. 


Power Order 10, Primal Balance: This ultimate VoidSpawn 
ability allows the VoidSpawn to act as a living focus for primal 
energies. With it, he may “convert” his own Power Points into 
Primal Power (see “The Immortal Rules” for more information). 
This conversion is not very efficient, and cannot be used for the 
standard “Wish” (see “Primal Magicks” in the “Magicks” sec- 
tion). However, with a successful WILL Save, the VoidSpawn can 
convert 10,000 Power Points into a | Primal Point “Primal Bolt” 
to attack, or a 1 Primal Point “Primal Shield” with which to 
defend. 


~CeFS> 


KARMA 


Karma: This is a composite of many different qualities, specif- 
ically the qualities of the soul. There are 8 different karmic quali- 
ties. 


Karma & Fate Points: Karma is a quick way to devélop. 


Fate Points for character generation. At the time of€harg 
Generation, one may choose to gain extra Fate Po byyt 
points in his Karma. All Karma starts at 0, or “perfect” (your & 
acter is a moral/ethical paragon of virtues to start). This represen 
the “Save” on a d20, should there be a situation involving that par- 
ticular Karmic Attribute. Each point.you place into a Karmic 
Attribute grants you a bonus-Pate Point on a 1:1 basis—but it also 
makes that particular Karmic Attribute more difficult to Save 
against, and causes that pdaftigfilar Kaftmic Attribute to Hhecome 
more susceptible to devel a “bad” manifestation. In fact, 
once there are more than 10 points in any single Karmic Attribute, 
then the character mpst défine that Karmic Attribyte’s manifesta- 
tion. 


Karmic Manifestations: These are the “defined” Qualitids= 


rat, 


within the ugly realm of Bad Karma)which corresponds to 
Karmid Attributes with “11” or more points. These may : 
from/a mere Tendency to exhibit the manifestation under extre: 

stréss, to an Acute Manifestation, to a Chronic sere in 
Total Manifestation, depending on how high the 


f 


AM | 
aves: This is equal to the number of points in a fe 
i i ene must roll th 


asm: Atirip a QO 


ticuler | bute. To 
or higher on a d20. 


numbé 


Save is for some reason at a minus, then someone with @“{” still 
will have to roll, whiJe someone with a “0” will not 


Karmic Thresholds: T 
points in a Karmic Attrib 
than “10” are considered “ a,” 
are considered “Good Karma. 


seline“is “10.” Any greater 
hile any less than “10” 


Points Definition 

0 Immunity To; Paragon Of 

1-9 Good or Positive Manifestation 
10 Average, No Manifestation 
11-14 Tendency 

15-17 Acute Manifestation 

18-19 Chronic Manifestation 

20 Total Manifestation 


Below “10”: This is the realm of Good Karma. Unlike the 
“Above 10” realm where specific definitions are required, ten- 
dencies and manifestations in this realm are seldom defined as 
anything other than a “good” or a “positive” manifestation of that 
particular Karmic Attribute. The one exception is when the 


4. being €ons 


s “e ¥ 9 7 
e has been raised (see “Karmic Thresholds ) { [ ofeth 


i 

Bhar why the Adjusted Save is “20”). 
at} | | 
j { 


i / | (Choosing Manife 
Note: Any “0” is considered “perfect,” ghd hence no Save need 
ever be called for, in any situation. Theye is, of course, some grace\ { 
for a “1,” as any roll of a d20 will plake the Save. Howeveg, if the 


{ 
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all based upon the nu 7 ber of 


Karma 


Adjusted Save reaches “0.” One may assume virtual “Immunity 
To” that particular Karmic Attribute, the “Paragon of” of that 
attribute’s particular virtue. 


The Average “10”: This is quite average for most adventur- 
ers, and is considered to be relatively “safe,” as there is no cause 


. to define a manifestation for a Karmic Attribute with a score of 10. 


e “10”: This is the realm of Bad Karma. While the range 
o..Ld¢the “Tendency” range) is relatively safe and painless, 
yond this range await the truly dangerous realms wherein the 
anifestations” lie. All Karmic Attributes with Adjusted Saves 
above |10 must be defined. 


Tendency: This means Yhat the ifestation is latent, or hid- 
den déeply within; appearsig only during occasions of extreme 
duress, and then only for’a 100 of time. 

= 
Acute Manifestation: This means that the character will dis- 
play the manifgStation on occasion, y¢t’is ndaquite to the point of 
ed or overwhelmed by it. 


hrohic Manifestation” This means that the character con- 
inually displays the manjfestation, and is quite near to becoming 


is 


ifestation, and typically has very little or 
ons (at least as far as the bad manifestati 


& Le. 
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¢ 
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tations: Once you have 11 a 
oints in any single Karmic Attribute, you must défine a 
Manifestation for that partiteylar Karmic Attribute. Simply select 
an appropriate manifestatiom\ from the listing of “Possible 
istattons” below in the Kasmic Attributes. Then, refer to 
anifestations” sec- 
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Karma 


CharGen Example: Briice Bannorg, or “Hulgg” as his 
friends call him when he abruptly shapeshifts into his humongous 
alter ego-form, is a rather puny/hulking Demonian who was mys- 
teriously dyed a mysterious green color at birth (an accident 
allegedly involving, among other things, a Chinese rice picker and 
an experimental gamma bomb; “Hulgg” is Druus for “green’”), 
this strange incident granting him, among other things, much 
brawn and little brain. This is our interpretation of one pose 
Karma for him: 


Explanation 

“Madder Hulgg gets, strong 

Hulgg gets!” 

“‘Hulgg strongest one there is! 
_Eulbg strongest one there is!” 


Fear rt _ os At? 

Greed Hoard!!! / Ci aaa 

Harmony Bloodthirsty / “Hulgs smash!” 

Lack BadLuck / “Soldiers ahyays shoot at Huk 

Sanity Multiple Pe “No want change back to pu 
Bannorg!”’ 


Explanations: High attributes ‘egst much, and the 

Hulgg’s rampant physical attributés, cost (not his mental stats; 
obviously) has forced us to “up” all o&Hulgg’s Karma to insa 
propoytions. You probably won’t have to de a the same, but it’ real 
ly great to know that you could. ) 


ifestations: With the Creator’s approval, ee 
ble Manifestations may creep over into 4 A rr 


bute’s territory. Feel free to experiment with them. 
\ 


Hifig, it’s as casy a 
efame amount of Fate) 


may be done at any time, provided one 


Multiple sah enaaid Or, HOARD! 10! KRD! 
HOARD! If you’® veal] f into pain, then, with“the Creator’s 
groaning approval, lou t#e able to cra 
Karmic Manifestation\into@4imeleK armic Mftribute. An example 
of such lunacy would be dike takihg both “Bloodthirsty” and 
“Insomnia” in the Karmic Aftfibtite of “Harmony,” just $0 you 
could stay up late at night_and dred mo of all those Goblins you 
want to go kill. And you also tak@-at-the points for both|of the 
Manifestations (or whatever level you set them to). Too bad you 
have to role-play both of them... 


14 more than one 


Good Stuff: You can get up to 10 Fate Points pe 
Attribute without having to define a tendency or manifés 


This helps inexperienced Players role-play a new Character, ‘at d- e © 


helps experienced Players get more Fate Points. This is one of the 
best “cheats” in the game. 


Bad Stuff: Tendencies may be relatively harmless, but 
Manifestations can hurt, especially if they’re bad ones. True, you 
get Fate Points with which to hoard more attributes and Special 


* 


criot 


Ss \ 

} ‘Bad Luck. 
Points to buy them off (or down) as it doe 6; to build them up. This. / 
as the Fate Points ¢ to o burn. p.\} 


Powers, but you might just pay for it if you’re not careful (and a 
lucky roller with d20s). 


Karmic Attributes 


Attitude: This is one’s general mind-set, involving attitude 
ards others and oneself. Possible Manifestations: Antisocial, 
de, Grim, Free Spirit, Loner, Smartass, Snob, Trickster. 


dence: This is both confidence in oneself and in others. 
Possible Manifestations: Alpha Behavior, Beta Behavior, 
Megalomania, Overconfident. 


Discipline: This is both self-discipline and the self-enforce- 
ment af one’s own will. Pg sible Manifest, ations: Absentminded, 
Addict ion, Bloodlust, @ risus Totals : pidity, Wanderlust. 


Fear: This is ffe measure of fear—g 
within one’s sdul. Possible Manifestations: * 


d the control of fear— 
ear. 


ree 
echery, self-indulgence, 
Possible Manifestations< 


This is a composite/measure of one’s greed, avarice, 
and other such hedonistic tendencies. 
Greedy, Hoard!!!, Lechery. 


ant mony: This@s-a-eempesite-mea e..o£..one.s..dnnel 1 pdgc ace, 


d one’ s outer peace with all ihe Petty things. é 
“x estations: Bloodthirsty, Liar, Hatred, @\ightmrare 
Ingo ia. . ¢ 


Tack: This is quite.simply.one’s.| 


' Sanity : This is the measure of the relative health or sickness of 
one’s Psyche. Possible Manifestations: Depressive, Manic, 
Manic/Depressive, Kleptomanic, Multiple Personalities, 
Obsessive/Compulsive, Paranoid, P ae 


= Sees _ : 
Karmic’ BS) 


uh, we seemed to have,sh-triisp aced it? Combine this with 
“Kleptomania” and “Liar” and have a world of fun at your own 


, This can be really funny for those spellcasters who keep for- 
e AOE of their big-boom type spells! 


DICTION: Characters who choose this are somehow 


“addicted to a particular substance, or even to a specific mental or 


physical act (just use your imagination). Addictions are, quite sim- 
ply, extremely difficult to kick (it takes those hard-earned Fate 
Points to buy them off, remember?), and when the character can’t 
satisfy that monkey on his back, then all kinds of interesting 
things can happen. 


=) 


ALPHA BEHAVIOR: Shout out orders to your friends and 


watch them become amazed! Become belligerent and overbear- 
ing, just for the fun of it! Grow more hair on your chest and 
become a real man (character’s sex not a prerequisite)! 

Note: Those poor sods with “Beta Behavior” will follow your 
lead—or else! 


ANTISOCIAL: Picture everything bad with the punk nove- 
ment of the early eighties, add to it a thin veneer 0 il 
loathing for all things “right” in “society,” and sim# ‘slo 
boil of seething, unwholesome angst for about a lifetime: td got 

on this hateful plane of existence. 


BAD ATTITUDE: The lucky Creator who gets a PC with this 
had better prepare for some-iiteresting Game Sessions. The char- 
acter with a Bad Attitude isn’t neces arily a malcontent, a misan- 
thrope, or a total antisdcial. ’t necessarily “good” or f‘evil,” 
or anything silly like fhat. ’t necessarily a grumbler, either. 
He merely has an “I feally don’t give a damm attitude, and he’ll 
go through no small Jéength to defy established\customs, |proce- 
dures, and practices’wheneve 
acter with a Bad Attitude is apracticing iconoclast, * 


“cause,” and he probably views those 


who do with thinly di 
guised gontempt. : 


ea ger 


BAD LUCK e character with this is a living exam ig 
Mu aw, and whatever can go wrong will go wrol 
lea Game Session, but only so far as the “littleh ngs’ 
are ed. For example, the character adventuring mie 

discover that the local thieves have marked him as an e 
target, o ith bedbugs a 
sleeping at an inn Coie sometimes srbhie, th orse, if the aie ok 
calls for it). The “dungeon” adventurer discover that some\ of 
his rations have spoiled, or that one of his bags, sacks, or back- 
packs has developed a nasty little tear in it. Characters 
themselves victims of mistakenAdentity, or they may ve sn find 
themselves “passed pver” fop’promotion within an /rganjzation 
simply because their\Bad ck has caused someone else’s name 
to be put in their place. The ‘ ings’ probably will go wrong, 
and probably at the mast i t times~as long as that time 
is not too dramatic or hife- ng toAhe character. ! 
Note: We suggest that Bad Lutk be U oked only once per Game 
Session. ; 


dt 
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BETA BEHAVIOR: Be a Nebbish and follow the ¢rowd 
Grow some wool and become a sheep! Follow orders from th@se 
with “Alpha Behavior” without question! (See “Total Stupid 
for a more in-depth explanation.) ae, 


BLOODLUST: Typically an Azaar battle trait, this may 6 a 


chosen by anyone who wants to play a potential ticking time 
bomb, ready to explode at any moment (well, at least any moment 
in combat). Once they have actually taken damage in combat, the 
character with Bloodlust will try his absolute best to slaughter the 
one (or ones) who dared injure him. The character gets a Karmic 
Save at the end of every Combat Round to determine if he can 
fight off the effects of the Bloodlust and return to normal. Even if 


and wherever possible. Th¢ char- , | 
chist, and rebel at heart. He’ ll neverwillingly serve an esta isha ional “1 to all Combat Vapéés, Skill Rolls, and Saves—simply 


*hecause he doesn’t care 


/ bed Cc 


a 


spaces,” 


ay find\/ 


Karma 


the offending party is destroyed, the character will still furiously 
attack anyone and everything around him at random until the 
Karmic Save is made—or until everything in sight is dead. 


BLOODTHIRSTY: Characters with this actually crave the 


sensation of inflicting damage upon their fellow beings. 
Bloodthirsty characters /ike to inflict pain and suffering upon their 
fellow sentient beings! They get their kicks by means of cruelty 
adism, and they are intolerant of petty morals and ethics 
intérfere with them “getting their kicks.” 

: |Characters with a “Code” which specifically prohibits 


9B 00@ dthirsty” behavior should think twice before taking this. 


CUR | OUS: Characte 


with this are more than just a bit curi- 
ous—they’re obsessed with finding Out-stuff like “How does that 
thing work?”; “What is thaf?”; and even the ubiquitous “Where 
does this creepy tunne ead $e rid” character will go 
through great lengths“just tocsatiateshjs overwhelming curiousi- 
ty—even if it plagés him (or At eae iohs) in great personal 
danger, | \ 


SIVE: This chare 


eter mopes around, has an occa- 


bout having any Combat Values, Skill 
> and Saves. n 


R: Instead of a a long list of Phobias whi 
sna seem to remember, we’ve made this just ay ; 
gion Creator alike. Just choose a convenient ¢ ee 

S Creator can agree upon, and that’s that. Ifgvote« 
hoose Some fear like “Fear of being enclosed in tight, tiny 
’ then just*go ahead and ca austrophobia | iffyou 
| really want to. Just retaember that whatever your “Fear,” you have 
I make a Karmic Save fe.overcome it (checked once per ‘ombat 
ound at the beginning of the Combat Round as long as you’re in 
its pres ence), or else you’re forced into total, gibbering, foaming 
inaction (unable to cast spells, use items, and with all your CVs 
reduced to 0!)s ! 


FRE SPIRIT: ” only in that it con- 


veys t ie same sense of Secie n, tHe Free Spirit is some- 
one who truly believes inNiving life to its fullest, experiencing 
strangg new forms of insgbriety, and_indulging whenever and 
wherever in all things pos$rbt€(the legality of which may not nec- 
essarily concern the Free Spirit). This fits well with several other 
‘Pecuish” ones, and may well flesh-out a character who tends to 
ojthe more “chaotic” side of things. 


ZEDY: Once you consider it, just about every character 
f created has suffered from this at one time or another. Here, 


“though, you get Fate Points for it, because “Greedy” is just a bit 


more consuming than the standard form of greed. Characters who 
are Greedy will a/ways attempt to take more than their fair share 
of items, goods, money, etc., whenever it comes down to “Loot 
Time” (when the party’s goods are being divvied up, that is). In 
addition, they will maneuver, cajole, or bargain their way into 


a Oa a 


Karma 


landing the lion’s share of any portion, simply because they must 
have their way! 

Note: Only the characters “‘Code” (if any) will mediate his reac- 
tion to not getting his way. 


GRIM: This character has absolutely no sense of humor—or if 
he does, it’s so deeply buried under a thick veneer of self- 
absorbed self-control that it’s more than likely atrophied fron_4is- 
use. This doesn’t mean that the Grim character cannot or-Will g 

find things amusing. It’s simply that the Grim charagtér_will 
than likely keep his feelings—and his laughter—to himsel 
only he can know them for what they truly are. (By the ways 

actually takes a failed Karmic Save for the Grim character to let 
his true humor shine through. Those with the “Tri¢kster” 
Manifestation will no doubt post amusing.) 


HATRED: Hate is A potent force, and those with a “Hatred” 
will go to extreme lehgth urge, destroy, and terminate the 
source of their hatred/ Oncé confronted with a‘Hatred,” a Karmic 
Save (checked at the Stafttof every Combat Rouftd) is required for 
the character to break the grasp of the intense hatred, or else the 
character will attempt, by all ‘means possible or impgssible, 
terminate any and all “Hateds.” 


HOA 
just About anything and everything that s 


ikes the charact r 


to be 
ns, gadgets, soulgems, etc——the charact 
¥“Collections” must be completed! Every si 
onnected 1 in any way, shape, or form to the note 
ne. chara atisfied! 

NoteXOnly the character's “Code” (if any) will influence or tipi 
the means by which the “hoardables” arefoarded. \ 


L 


INSOMNIA: Something to whic we all can relate, Ingo 

is the continued deprivation of sep. Its short term effeCts range 
from bouts of acute,depressigh to rapid mood swings, while its 
long term effects may‘include some incidents of psychotic hallu- 
cinations. Many races of ight Realyh who attempt to 
adapt to the surface worl order’ of time find that they 
suffer from its effects. 


KLEPTOMANIA: must satisfy theif com- 


pulsion to steal, even if they have no earthly idea what it}is that 
they’re stealing, just because they must have it! Since} Klep- 
tomania strikes at the most inopportune moments (your Cre 
will gladly let you know when inopportunity knocks), the ¢hé 
ter is allowed to attempt a Karmic Save in order to“®fiore 
compulsion to steal. 

Note: Combine this with “Liar” and have tons of fun! 


ptamaniae 


LECHERY: Characters with Lechery are totally self-indulgent 
pigs who won’t think twice about how they look, or what other 
people will think about them, as long as they satisfy their baser 
appetites. 


RD!!!: This compels the charactor to hoard, or to collect? 


fagcy. Whatever item or group of items if is Which the chafa¢ters, tiye children. Cha ; g-from-a-—Manie 


a 


( Beautie 


Note: Lecherous Characters will spend at least 2X the normal 
monetary value for food, drink, lodging, and their other... less 
savory... indulgences. 


LIAR: “I was...uh, abducted by the Death Horde, and they, uh, 
just...uh, released me, I guess.” “Trust me. This soulgem isn’t 
trapped.” “These aren’t the droids you’re looking for...” Ooops. 
ell, you get the point. 


Rs. The Loner is not as totally antisocial as the name 
diseem to imply. He isn’t necessarily an introvert, nor is he 
ecessarily laboring under some cruel mental burden, such as an 
inferiority complex, a guilt-trip, or something else of that “hidden- 
in-the-past” nature. The Loner doesn’t necessarily dislike other 
people, places, or things; he sinipty~prefers to call his own shots, 
do his} own thing, and indyfe his “need to be alone” once in a 
while. Believe it or not, this y be played by a character 
in a “group campaign” settitj setting, the Loner very 
often if the one wbé stumbles into’ something “interesting” while 
indulging his “péed to be alone.” And/Ofcdurse, the Loner will 
tend tg take kis Down Time very seriously, as it will give him a 


g S. hanc¢ togzet away from those gh-too-familiar adventuring bud- 


ANIC: CharactersAvho are Manic suffer from centinual, 
eme bouts of energy-filled mania, much the same as hyperac- 


= 


ator is so inclined: add +1 to any Ze their Sk 
Sain Ce how “Depressive” works? “Manic” wofk} 


se ’ character’s Skill Rolls which directly indueng ‘ 
a (Mania, while conducive to fits of pure genius, can alsofe 
janes as hell to%hose around you.) 


“MAN IC/DEPRESSFIVE: Want to suffer from both of these 


at once? Want to Suffer rampant mood swings—one 
minute Manic, the next totally Qepressive? Want to make your 
Creator keepxup with all those varying die rolls and watch him 
become Manic/Nepressive ee 


MEGALOMANIS 


! : Simply choose 
Megal@mania, and you will become THE MIGHTIEST ENTITY 
IN ALL THE COSMOS! Right--© east, you’ ll think you are, 
until your raving lunacy lands you in a world of hurt... 

Note: Remember—there are a \ot of megalomaniacs out there in Fantasy 
and the majority of them are probably more powerful than you are, 
will be. At least not until you reach 20th level and become an 
ortal! JHen you can make those scum-suckers pay! Then you can 
Show thém whos boss! Then you can really RULE THE WORLD! 


~CG 0 eS 


MULTIPLE PERSONALITIES: This disconcerting 
Manifestation, which normally is reserved for the “Shapeshifter,” afflicts 
the PC with a “split-personality” disorder that causes the PC to assume 
multiple identities—personalities that are completely separate from the 
PC’s natural persona, very rarely aware of one another’s “existence.” For 
the Shapeshifter, this typically comes into play once they assume one of 


their many forms and stay in it for too long a period of time. The form 7 


“imprints” itself upon their own identity, and sometimes becomes poyer- 
ful enough to separate itself from the Shapeshifter’s own identity,becona 


ing a new, unique identity. For instance, the Shapeshifter who’stays ifthe © 


form of, say, a goat for too long may tend to develop its “goat idé 
into a new personality, complete with its own set of actions, reg 


views, ideals, and beliefs. Horribly enough, if the Shapeshifter $tays in — 


goat-form for too long, it may just start to believe that the “goat identity” 
is its own true identity. And, once ‘convitiééd” to assume another form, 
each and every other one 6f its other foyfns may be its sve identity—at 


least as long as it’s in thgt forgg! (Aysuccéssful Karmic Save will “‘con- 
vince’ the character of its own entity.) 
Note: This is not normally We for non-Shapeshifiers, and may 


prove most difficult for bot.Player and Creator to deql with. However, if 
the Player really wantjftis PS jo have a difficult time Serting out reality 
from all the other surreality in aKRP game, then feel freee. taka it. 


NIGHTMARES: Never get a goothnight’s sleep Pere Toss ani 
turn all pight long! Really piss off your canipfi eC companions with yot 


Karma 


PYROMANIA: Characters with this are fascinated with fire, and 
will often go to great lengths to indulge their craving to watch things 
burn—even if it means that they have to set things on fire to make them 
burn! Pyromaniacs must make a Karmic Save when confronted with the 
opportunity to indulge their mania for fire, or they will most definitely 
strive to observe the fire, even at the risk of life and limb. The Karmic 
Save is applicable at the end of each and every Combat Round until the 
character makes the Save (or until the fire is out). 


ARTASS: There’s one in every group, and he’s usually the one 
th¢ Bad Guys are falling over each other to get to, just so they can 

each jhim a lesson or two” for his remarks. Like the “Trickster,” the 
Smartass simply can’t forego the opportunity to cut loose with an inap- 
propriate wisecrack, bawdy joke, or scathing cut-down. Unlike the 
Trickster, however, who cafxusua tailed by “taking his toys 
away’ from him (so he can’t ptepare his littlé pranks, that is), the only 
way to stop the Smartass fromtRaitihg-& Raving (see the section in 
“Combat” for more information) ‘Rio bah fis milling arms and gag his 
flapping mouth. Of e6urse, a Ka Save will\also sometimes do the 
trick. 


V De 


ESNOE 3: Snobs are...well, snobbisk¥ snooty, smarmy, smug, and gener- 
\ 
“ally fulfof themselves for some réa 


on or another (none of which would 
ake any sense to the rest of'us, we’re sure). When presented with the 


; Opportunity to make a “scene” and “put someone in his place,” the Snob 

ce a4 wemeiemmaaais dates picks . sia. veins reveling Do not hesitate to corréct, cajole, or convince all present of his| sijperior 
; ea ——— a SPORT ab eting, intellect, Or taste presented witht the opportunity, the Syob 

{ /} og owil any grain of decency (or common sense) may re hold is 


/COMPULSIVE: Follow bizarre Peers 
d mystify your companions! Polish that armor of yours in 
, ome more , just to be sure! ™ 
when nobody’s looking, just make sypé it’s really polished! | 


Od tzings! And nen FO po N 


And t E 


some fun! 


OVERCONFIDENT: A chafacter who is Overcon dent will 
always be up to the challenge, whatever that challenge maf well be, and 
will probably let everyprie ¢lse know. The character won’t twice 
(well, maybe thrice) abgut i ad dragon all by his 
lonesome, just because §om is head keeps screaming 
“1’M INVINCIBLE!” o ; | 

Note: A successful Karmic Save will infofm the character of the} “reali- 
ty” of the situation. (“What to-yeu.mearsmy 2nd level Dragonslayer, 
Frederick the Foaming, can’t possibly clean*out the South Tower all by 


himself?’’) Now, as to how the truly Overconfident will react to th $ “Tela 


ity”. 


PARANOID: The character who is Paranoid is convincea that eV 
one and everything is “out to get him.” It’s not as funny as is sot 


get the characters in a Fantasy Role Playing game, characters who are 
Paranoid can’t calm down! They will actively go through elaborate ritu- 
als of protection, intent upon keeping themselves “safe” from their tor- 
mentors, both imagined and real. Trust (even trusting their closest asso- 
ciates) is simply not in their vocabulary. 


al tongue with a successful Karmic Save. 


( them. He’ll gladly chatge into the midst of an earth horde gf bad 
Choose ‘some bizarre or inane ritual-pattern behavior and really ~ \ 


a heel 


though, for even though we know that everyone and everything is out te. 


| be a 
OTAL STUPIDITY: The character is total stu ak@is eve 
0 stupid to know 1 ptactty 


fasteunknowlr potions"w oft¢red 
guys if properly persuaded““Dey say what about Mom? Me ar smash 
/ dem!’ ’). He’ll even volunteer test — and traps for your party! And 
es not even a successful’ ic Save will shed the light of rea- 
son upén his dim, feeble mind! 
Note: This does not reflect upon that character 5, INT score, mind you. 
Even a total genivs.can act totally stupid at%igyés.{So take it, O ye mighty 
spellcasters! Blow upyriend qf npust because you re so totally 
stupid that the proper phacerr Fk plosive spells is beyond the 
grasp of your perpetually befuda 
Note 2:\Isn t there always someone 
time théy got some points for jt’ 


like this in your party? And isn t it about 


TER: The Trickster is the guy who is always getting his jol- 
ing pranks on his fellow adventurers. Irreverent, incorrigible, and 
ane are appropriate descriptions of the typical Trickster, and the 
ter will go through just about any length just to have a good laugh (like 
asin the steep stairs of some evil deity’s blasphemous altar, just to watch 
€ poor Evil High Priest slip down). 


Note: To the Trickster, no act or no one is so sacred that it cant be laughed 


at. 
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Codes 


WANDERLUST: Sure, most adventuring types have this already; it’s 
what compels them to “go out and see the world.” But this version is just a 
little more difficult to satisfy that the “unwritten” one, for the character with 
Wanderlust absolutely must wander far and wide, see new sights and strange, 
wondrous things; meet new peoples and encounter new civilizations. PCs 
who take this will be loathe to “‘settle down” on a permanent basis, instead 
preferring to travel light and travel often whenever possible. PCs who don’t 
get to indulge their Wanderlust on a fairly consistent basis may soon discov- 
er that they’ve just added “Depressive” to their Character Sheet. 


CODES 


CODE: The Code is an often elaborate system of ethics to which the char- 
acter must adhere, or fall from grace and therefore loose rank, personal power, 
or be judged by his comrades or by his god. The Creator is given free reign 
to make the fall from grace as painful as possible. 


Who Can Take Them? Though the taking of some Code is virtually 
assured by the chosen profession, (like a “good” Priest, who probably will 
choose at least some form of Karmic Manifestation with “The Good Earth 
Code” or “The Cause’), anyone who dares may take them. All Codes must 
be played, and played to the hilt. 


How Do They Work? Similar to Karma, you get 1 Fate Point for each 
point you place in a particular Code. However, the more points you také-fh a 


particular Code, the more difficult it becomes for you to resist “The all” of 


that Code, as the table below illustrates: 


Definition 

0 No Inclinatig 

Little In¢hnati 

Average Inéli 

‘ Devotion To 
eK 5 aaiteages 


tion Towa 
15-17 asics, 
18-19 * 


itis dirdctly ro 


ever, typically are not calle 
Call,” or refiuse to perfort batior 
Code would otherwise compel him to pe orm. Obvious 7 ee ae a 
sues oie ileal wag eae aaa Redness he) 

there are also some cases where Teftisattoutd sdVe-the 


SAS Uy * H Si 
Bévotiontal Sy sh a BIN 
4 ee 


The Good & The Bad: It is possible to take points in either the “good” 
Codes (the Cause, the Good Earth) or in the “bad’’ Codes (the Anti-Life, the 
Dark Earth)—but it is not possible to mix “good” with “bad” (it’s simply not 
logical; imagine being devoted to both the Cause and the Anti-Life simulta- 
neously!). However, should one suffer from severe Multiple Personalities... 


Good Codes 


THE CAUSE: This ancient (and some would say “forgotten”) Code of 
Champions enforces the Good Earth Code with active questing to purge the 
world of evil, and to enforce the ideals of freedom, honor, and justice. Evil is 
not simply punished by those who serve the Cause—it is destroyed, at all 
costs. This is not normally a religious Code, and is selected only by those who 
dare to risk their very souls in service of their fellow sentients. Failure to 
uphold this Code after truly taking it (as opposed to certain Rellians, who only 
pretend to uphold it) will result in that character’s being marked by The 
Dragon itself—and the Creator will have free reign to make your adventur- 
ing career a living hell until proper atonement is made! 


THE GOOD EARTH: Characters must serve the will of The Dragon 
(or, alternately, the Phoenix, if the character is Silestion or Solarr, or subscribes 
to their religious beliefs), the source of all life and all things good. Life is pre- 
cious, the good of the world must ever be upheld, and evil must ever be pun- 
ished. This typically is a religious Code, and is chosen by Priests of The 
Dragon, or the Phoenix. 


e strong surviv6 fo 
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Good Stuff: You he Fate Pa 


OTT DAL Veo 


PALL) 


— can easily land 


ou—tven 


Once you’re “Devoted” (““11” or higher), however, you ME Ni, ‘me 


worshiper’’ or “true follower” of that particular Code. Not that that’s so bad— 
except that you'll be marked by the fanatics who hold the opposite view that 
you do (someone devoted to the Cause would hate someone who was devot- 
ed to the Anti-Life; a devotee of the Dark Earth would despise someone 
devoted to the Good Earth; and vice versa for both). 


~<a PS > 


SPECIAL POWERS 


Special Powers: These are the fantastic physical and mental pecu- 


liarities which set Player Characters apart from the rest of the mundane 
flock. 


Purchasing Special Powers: Normally, Special Powers may be 
purchased only at the time of PC Generation. There are some bizarre 
circumstances, however, when they may be “bought” once the charac- 
ter is actually being played. There should be some extremely interest- 
ing reasons for this to occur, though. 


How Many Can I Get? As many as you need, and as many as 
you can afford. 


What About Racial & Professional Special Powers? The 
mandatory Special Powers with which some races and some profes- 
sions begin the game do not cost additional Fate Points. They are, in 
fact, free. 


“GovAttribute”: Some Special Powers will have a “Governing 
Attribute,” or a connection with a specific attribute. The 
“GovAttribute” is the specific attribute which “governs,” or deter- 
mines, the applicable Save for the Special Powers in question. 


Special Powers “Mod”: Some Special Powers may be purchased 
with additional modifiers, or “Mods.” These will enhance any Attribute 
Saves that are applicable to the Special Powers, effectively moving the 
Save down on “The Master Table” as many places as the number of 
Mods that are bought. 

Example: Darkoth the Stalker, who has a normal PER Attribute Score 
of 15, has a PER Save of “6” or higher on a d20. Darkoth, who wants 
an “edge” in his endless pursuit of prey, purchases the “Bloodhound” 
Special Power with 3 Mods. His new PER Save (at least when the 
sense of smell is involved) is effectively dropped 3 steps on “The 
Master Table,” which now makes it a “3” or higher on a d20. Darkoth 
now effectively boosts his Stalking skill—at least when the sense of 
smell is applicable to the situation. The Creator, of course, will let you 
know when the potent Mods come into play. 


So How Many Can I Hoard? A limit of 5 Mods may be pur- 
chased for any single Special Power. 


Special Powers 


ARTIFICER: This empowers the Pro Spellcasting character with 
the ability to artifice, or to enchant, items with a permanent magickal 
“template.” See “Artificing” in “Magick” for more info. 

Cost: 10 Fate Points. 

Creator’s Note: This is typically a professionally-based Special Power, 
and is not normally intended for those who do not pick it up within their 
chosen profession. All Pro Magick users get it for free. Those with 
Semipro Magick and spellcasting ability may pick it up with no prob- 
lem, provided they both pay for it and obtain special Creator approval. 


Special Powers 


BLOODHOUND: Smell things you’ve never really wanted to 
smell! Boost your PER Saves which involve the sense of smell to 
unholy proportions! 

GovAttribute: PER. Cost: | Fate Point per Mod. 


COMBAT SENSE: Keep your full CV (both AV and DV) and 
never lose track of those rear attacks! A PER Save (successfully made 
at the beginning of each and every combat round) will allow the char- 
acter with this ability to keep full CV even while blind, in total dark- 
ness, while fighting invisible or unseen opponents, against unseen 
ranged attacks or opponents, and even against attacks from the rear. For 
combat purposes, the limit of the Combat Sense is equal to an area 
equal to 1 hex per point by which the PER Save is made. 
GovAttribute: PER. Cost: 10 Fate Points. 

Note: Combat Sense does not grant the character any power to detect 
an opponent who has successfully made his “Stealth” Skill Roll. 


CONNOISSEUR: At last, comprehend what all those wine 
tasters have been babbling about for years! PER Saves involving the 
sense of taste are boosted with this ability. 

GovAttribute: PER. Cost: 1 Fate Point per Mod. 


DIRECTIONAL SENSE: Characters with this ability need 


never fear getting lost, for they can always consult their potent built-in 
compass and always know exactly where they are relative to their sur- 
roundings. Combine this with “Total Recall” and you’ve become a liv- 
ing AutoMapper. 

Cost: 3 Fate Points. 


EAGLE EYES: Forget about that telescope! Now you have the 
virtual eyesight of an eagle, and you can see clearly at great distances 
what normal folks can only see up close! PER Saves which involve 
sight are modified by this ability. 

GovAttribute: PER. Cost: 1 Fate Point per Mod. 

Note: Each Mod effectively adds two power (2X, as in telescopic 
sights) to the character 5 visual acuity. 


EMPATHY: Sense the emotions of those around you, and define 
them to a high degree of accuracy (provided they don’t have the Special 
Power “Mind Mastery” or some powerful mind-masking spell effect 
working). Characters may even sense the “quality” (Good, Evil, 
Strong, Weak, etc.) of magickal devices, objects, spells or spell effects, 
provided that they are in direct physical contact with them. A PER Save 
is necessary to produce an accurate empathic reading. 

GovAttribute: PER. Cost: 5 Fate Points. 


FAST HEALING: Effectively doubles the character’s normal rate 
of healing. 

Cost: 5 Fate Points. 

Note: This ability does not double the character’ ‘Regeneration’ 
rate, nor does it double any type of “magickal” healing. 


, 


GLOOM SIGHT: This is the ability which many of “The 
Midnight Realm’s” denizens share: the ability to see clearly under con- 
ditions which would leave many Humans in a blinded, helpless, fum- 
bling state. As long as there is any source of light in the vicinity (a faint 
candle in the distance; a small patch of bioluminescent fungi nearby; 
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Special Powers 


the faint biomagickal gleam emanating from many of the typical sub- 
terranean Midnight Realm passages; typical outdoors “nighttime” con- 
ditions, etc.) Gloom Sight will allow the character to see clearly, and 
subsequently suffer no CV, Skill Roll, or Attribute Save minuses. 
Gloom Sight does not impart the ability to perfectly perceive the ultra- 
violet and infrared bands of the spectrum. However, after a full Combat 
Round of acclimatization, Gloom Sight does allow the character a 
chance to “glimpse” the peculiar emanations associated with those out- 
lying spectral bands with a successful PER Save. (The character with 
Gloom Sight is effectively “blind” in the infrared and ultraviolet bands, 
just like a Human is in normal darkness, but can still faintly perceive 
the subtle outlying bands just as some Humans can almost, but not 
quite, “‘see in the dark.”’) 

Cost: 3 Fate Points. 

Note: Absolute or magickal darkness will effectively make the charac- 
ter “blind” in any event. 

Note 2: Humans (and several other “surface-dwelling”’ races) with 
this power need to look at their family tree. If “Gloom Sight” is not list- 
ed as part of the racial “‘GenPackage,”’ then it is considered to be 
“alien” to that race, and thus extremely difficult to rationalize in game 
terms. However, if the Creator allows the use of “mixed-race” or “half- 
breed” characters, then its acceptable to choose the most advanta- 
geous parts of the applicable GenPackages. 


IMMUNITY TO DISEASE: This grants the character total im- 


munity to all forms of normal and magickal Disease (see “Diseases” for 
more info). 
Cost: 3 Fate Points. 


INFRAVISION: This gives the character the ability to see lower- 
spectrum infrared light and its associated heat signatures. Typically rep- 
tilian in nature, Infravision allows the character to clearly perceive the 
heat signatures of creatures even if the creature is in total “normal” 
darkness. It also allows the character to see the “heat tracks” of crea- 
tures which have just passed, which can be handy for tracking prey. 
Bright flame, or huge amounts of heat, will effectively “blind” the char- 
acter. 

Cost: 5 Fate Points. 

Note: Take a look at “‘Gloom Sight” for the warning about Humans 
who take this power. 


INSTANT REFLEX: Allows the character his full normal DV 
and Saves during a “surprise” type situation. The character will still for- 
feit his 1st Action Phase, but he’ll be instinctively “defensively ready” 
to handle whatever’s thrown at him. This is handy for countering all of 
those innumerable “‘assassination”’ attempts. 
. Cost: 5 Fate Points. 

Note: Characters with Instant Reflex are not immune to “Surprise.” 
They can still be “surprised,” and hence “assassinated.” Instant 
Reflex just makes them much more difficult to hit during a Surprise sit- 
uation, and thus much more difficult to “assassinate.” In fact, the 
negation of the “-10” to all Saves during the Surprise Phase is worth 
the price alone. 


INVENTOR: Characters who are Inventors may, after considerable 
research, “invent” or “discover” entirely new effects, principles, or ma- 
neuvers for skills, magicks, martial arts, etc. The actual mechanics of 
the inventing (such as research time, possible effects, game implemen- 
tation, etc.) are left to the Creator’s discretion—though we suggest that 
the heavier research be treated as high Order “‘Spell Research” so far as 
time constraints are concerned. Refer to the section on “Spell 
Research” for more information on it, if desired. 

Cost: 3 Fate Points. 

Note: This is absolutely necessary for the character who wishes to tin- 
ker with his skills and tweak out some new “effect,” “principle,” or 
“maneuver” from them. “Inventor” may be purchased at any time. 
Fate Point Note: For the Inventor who creates something entirely new, 
wonderful, and unique that contributes directly to the success of his 
campaign, that PC may be rewarded with a Fate Point. This is, of 
course, at the Creator § discretion. 


JACK OF ALL TRADES: This makes the character a tremen- 


dously gifted “quick study” who can acquire a new skill or martial arts 
discipline in % the normal TTL. This makes learning new skills or dis- 
ciplines easier—especially if your Creator is tough on “DT,” or “Down 
Time,” in between adventures. Thus, while the rest of the PCs may be 
lucky to pick up only a single new skill or discipline in a given amount 
of time, yours can learn two of them within that given amount of time. 
Cost: 5 Fate Points. 

Note: The character must meet all prerequisites, if any, for the skill or 
discipline. The character also must have the applicable “Basic Martial 
Arts Package” in order to apply this to the martial arts disciplines. 
Also, since the TTL is basically halved, the training charge, if any, is 
affected by the reduced TTL. 


KEEN HEARING: Hear a mouse on the other side of a noisy inn! 
Hear that pin drop behind you, and perceive how many angels are 
dancing on top of it! Count the heartbeat rate of the man who’s trying 
to sneak up on you! PER Saves which involve the sense of hearing are 
enhanced by this power. 

GovAttribute: PER. Cost: 1 Fate Point per Mod. 


LINGUIST: This allows the character to pick up any Language skill 
at 4 the normal TTL for Languages. (This can be combined with Jack 
of All Trades to yield a4%TTL!) Linguists can also attempt a Save vs. 
INT to try to comprehend the basic gist of otherwise unintelligible 
forms of communication. This is handy for those who don’t wish to 
rely upon magick to do the translating for them. 

GovAttribute: INT. Cost: 3 Fate Points. 


LUCK: This is an extremely potent Special Power, and should only 
be chosen if your Creator allows the rules to be bent even more than 
they’re already bent. Characters who choose this Special Power may, 
once and only once per Game Session, “make” a perfect roll without 
rolling the dice! They may even choose to “edit” a roll which they don’t 
find to their liking, provided it’s their own personal roll, and provided 
they do it immediately after it has occurred. 

Cost: 20 Fate Points. 

Note: Its a bit like having a free Fate Point conveniently at your dis- 
posal for each and every Game Session, and that’s about what it plays 
like. 
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Karma Note: Yes, this can be bought even if you have a horrible “20” 
in the Karmic Attribute of Luck. 


MAGICK SENSE: Characters with this power can actually sense 
the radiations associated with magicks and with all things enchanted. 
The character may even sense the quality of the enchantment (if it’s 
good, bad, weak, strong, or whatever). Range is a standard 10’, though 
certain magickal radiations may be sensed at much greater distances at 
the Creator’s discretion. Magick Sense also grants the ability to per- 
ceive all Spirits and Spiritual entities within view. 

Cost: 5 Fate Points. 

Note: If desired, Characters may choose which particular sense they 
use to detect the magick (sight, smell, hearing, touch, taste, or even a 
sixth sense, if they desire—though it may be difficult to “taste” a spirit 
to determine if its really there). This is a standard ability for all mag- 
ick practitioners—part of the “gift” which sets them apart from the 
uninitiated—as well as for a few rare races and individuals who have 
potential for the gift of magick. Those rare few who get this power for 
both their race and profession may choose an additional sense, or may 
consider their Magick Sense 2X as powerful as normal. 


MIND MASTERY: Stray thoughts will not be picked up by casu- 
al telepathic or psychic interrogation, and auras cannot be read at all by 
means of the power “Empathy” or by similar spell effects. The charac- 
ter is extremely resistant to charms, influences, and spells or spell 
effects that simulate such mental interrogations. In fact, should the 
character “fail” his first Save vs. these mental intrusions, the character 
is allowed an additional WILL Save to “protect” his mind from any and 
all such mental intrusions! 

Cost: 10 Fate Points. 

Note: This is handy for those “Mystic” type characters who wish to 
remain psychically anonymous. 


PERFECT PITCH: Characters with Perfect Pitch can precisely 
reproduce all tones, notes, and sounds that they have ever heard, and 
may express this prodigy on their instrument or instruments of choice. 
Cost: 3 Fate Points. 


PIGMENTARY SHAPESHIFT: This Special Power, com- 
mon to the Azaar, grants the ability to rapidly alter the color of one’s 
skin, like a chameleon or cuttlefish. To shift requires 1 Action Phase, 
and costs no power. It is possible to replicate on one’s own skin virtu- 
ally any color, shape, or pattern (and to do it almost perfectly if a 
Perception Roll is made to get it “just right”; an Art Roll would do as a 
substitute, as well as a few others). As with most “specific” Special 
Powers, if you’re not Azaar, you should have the Creator’s approval. 
Cost: 3 Fate Points. 


REGENERATION: This is the ability to regenerate, or to rapid- 
ly heal, damage. There are two different grades of “mortal” regenera- 
tion: 


Basal Regeneration: This “subhuman” ability, shared by 
several of the races, grants the character the ability to regenerate 1 Hit 
Point of damage per day over and above any other “natural” healing 
rates. Additionally, Basal Regeneration allows the character to regener- 
ate lost limbs and appendages (except the head), which will “regrow” 
at the Creator’s discretion. Basal Regeneration does not allow the char- 


Special Powers 


acter to regenerate from beyond his normal TOD (Threshold of Death; 
see “Damage’’ for more info). 
Cost: 5 Fate Points. 


True Regeneration: Similar but superior to Basal 
Regeneration, this allows the character to regenerate damage at the rate 
of 1 Hit Point per hour, even past the character’s TOD. All immortals 
possess this ability. (Refer to “The Immortal Rules” for more informa- 
tion.) 

Cost: 10 Fate Points. 

Note: Any races other than the ones that naturally possess Basal 
Regeneration and especially True Regeneration must seek Creator 
approval to take it. They should look at their family tree to find out 
where that Golgothan, K’ryl, Sauran, or Troll married into the family. 


SAVANT: This grants the spellcasting character the ability to per- 
form all of his magickal research and magickal artificing, and learn new 
spells, in half the normal time. This includes all TTL for spells, all TTM 
for alchemicals, and any and all applicable magickal research and arti- 
ficing in which the character engages. 

Cost: 5 Fate Points. 

Note: This reduces all Spell Research Time in half, and that reduction 
in time will save the researcher a considerable amount of money. 


SEDUCTIVE: Characters with this have that little “something 
extra’ that sets them apart from the norm: charisma and persuasive 
powers with the opposite sex. This enhances the character’s PRE, mak- 
ing it much easier for the character to “persuade” or “influence” their 
chosen victims. 

GovAttribute: PRE. Cost: | Fate Point per Mod. 


THE SIGHT: Characters with this ability are subject to fairly ran- 
dom, power-free revelations concerning the future. Not that what is 
seen will definitely come to pass, or even that the character will be able 
to precisely divine the nature of the revelation. Revelations become 
clearer and more precise with a combined Mental Attribute Score of 60 
or higher (INT, WILL, PRE, and PER). Even with “superhuman” 
Sight, the visions, though much clearer, may not come to pass precise- 
ly as foreseen—the future, once revealed, becomes entirely mutable. 
Cost: 10 Fate Points. 

Note: The quantity and quality of the visions are left to the Creators 
discretion. This makes for some interesting plot devices. 


SIXTH SENSE: Working a bit like Mind Mastery, this allows the 
character an additional Save or Skill Roll during a// Surprise situations 
(see “Surprise” for more information). If the first roll is failed and the 
character is subject to Surprise, then he instantly gets a second attempt 
to make the roll. If he fails the second, that’s what Fate Points are for. 
Cost: 10 Fate Points. 

Note: This is personal only, and will not allow the character to warn 
or otherwise modify any others’ Saves or Skill Rolls during a group sce- 
nario, unless the Creator chooses it. 
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SPEED DEMON: This adds hexes to the character’s CMR. If the 
character has multiple CMRs (such as for flying or swimming), then 
simply multiply the character’s new Speed Demon-enhanced CMR by 
whatever factor is normally used to determine the flying or swimming 
movement rate to arrive at the new flying or swimming movement rate. 
Cost: 1 Fate Point for each additional hex of CMR. 


STATUS: For those who wish to make their lives interesting at very 
low levels, a Status may be bought. The higher the Status, the more 
Money, Connections, and Fame the character starts off with. 


Well To Do: Starts off with 2X Money, 2 Connections, 2 
Fame, and a Creator-approved home. 
Cost: 1 Fate Point. 

Rich: Starts off with 5X Money, 3 Connections, 5 Fame, and 
a Creator-approved manor or the equivalent. 
Cost: 3 Fate Points. 

Very Rich: Starts off with 10X Money, 5 Connections, 10 
Fame, and a Creator-approved estate or the equivalent. 
Cost: 5 Fate Points. 

Titled: Starts off with 100X Money, 10 Connections, 15 
Fame, a minor title or position, and a Creator-approved castle or keep. 
Cost: 10 Fate Points 

High/Royal: Starts off with 1000X Money, 20 Connections, 
25 Fame, a major title or position, and a creator-approved palace. 
Cost: 20 Fate Points 


TACTILE GENIUS: The sense of touch is heightened to 


superhuman precision. PER Saves which involve the sense of touch are 
enhanced by this power. 
GovAttribute: PER. Cost: 1 Fate Point per Mod. 


TELEPATHY: Although it is not as potent as the immortal’s 
“Mindtouch” ability, Telepathy allows the character to communicate 
silently by thought with any other sentient being. Language is a barri- 
er, and for true comprehension, each new telepathic “language” must 
be picked up, as per the skill. It should be noted, however, that basic 
“thought pictures” can still be communicated even should the 
communicants not be familiar with one another’s native tongues. 
Communication range between the telepathic character and another 
non-telepathic individual is limited to the normal range for verbal com- 
munication, while the range between two telepaths is limited to approx- 
imately 1 mile per point of WILL of the strongest communicant. 
Telepathy can be monitored by other telepaths, and “whispering” may 
be necessary at times to avoid being “overheard.” Telepathy can be 
blocked or nulled by a variety of magickal and mystical effects (refer 
to the “Magicks”’ section for more information, if necessary), as well as 
those of strong WILL (as per “Mind Mastery’). 

Cest: 10 Fate Points. 

Note: The K’ryl and the Nazar Ethan races naturally possess this abil- 
ity. Any other races who wish to acquire this must have Creator 
approval. 


TEMPORAL SENSE: This annoying little ability allows the 
character to mentally keep track of time, like a living atomic clock. 
Cost: 3 Fate Points. 

Note: Combined with a PER and an INT of 16 or higher, the character 
can actually perceive the ebb and flow of Time itself (and perceive the 


comings and goings of entities in the Temporal Stream, which can be 
extremely interesting.) 


TOTAL RECALL: With this potent ability, the character may 
recall anything which has been personally seen, smelled, tasted, 
touched, or heard. With a successful INT Save, the character may also 
recall anything which has been spoken or done by another while in that 
character’s presence. 

Cost: 3 Fate Points. 

Note: This does not grant characters any unique ability to reproduce 
magickal scrolls, spells, or spell effects simply by witnessing it and 
recalling it. 


TOUGHNESS: Characters who choose this ability will be able to 
fight even while at negative Hit Points (all the way down to “0” - their 
CON score, when they finally die just like everyone else). They can 
shrug off any and all magickal or physical Stuns and Stun Damage, and 
they can even ignore the “-10” effects of the Devastating Critical Hit. 
Cost: 10 Fate Points. 


ULTRAVISION: This ability allows the character to perceive 
wavelengths higher than the typical Human visual spectrum. Like 
“Gloom Sight,” this allows the character perfect “night vision,” even 
when the nighttime sky is cloudy or overcast. Ultravision also gives the 
character the bizarre ability to see the brilliant “colors” associated with 
rather mundane items, such as rocks, flowers, and people. This is very 
similar to seeing the item’s “aura.” Magickal darkness will spoil 
Ultravision. 

Cost: 5 Fate Points. 

Note: This has the same warnings for Humans as does “Gloom Sight.” 
Note 2: The full light of the sun may “blind” characters with 
Ultravision. 


SKILLS 


SKILLS are disciplines, both mental and physical, that the char- 
acter acquires through intensive study and training. Unlike many 
of the Special Powers, which are usually considered “innate” abil- 
ities and are bought when generating a character, skills (at least 
those skills not found in that PC’s GenPackage) may be learned at 
any time after the character begins adventuring. These new skills 
may be learned provided that: the character has the prerequisite 
Attribute Mins (if any Mins are required); the character has the 
“game time” (the time as measured in your PC’s world) necessary 
to acquire the skill; and the character has the necessary monetary 
funds with to pay for his training (when and if payment for train- 
ing is applicable). 


Skill Cost: Skills do not cost Fate Points to learn. Skills “cost” 
time—actual “game time” must be taken out by the character in, 
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Where Do I Learn Skills? Either from fellow PCs or kind- 
ly Connections (who may not even charge you for learning them), 
or from your local “Fighters’ Guild,” “Thieves’ Guild,” “Sages 
Guild,” or “Magick Guild.” If your campaign is set on the world 
of SenZar, then the best place to learn new skills is in Zengara, the 
Forever City, where anything can be had for a price. The 
Collegium is in Zengara, and courses on just about every skill are 
taught there. Also, private tutors may be found in Zengara, who 
may or may not cut your PC a deal. If you’re not in Zengara, just 
about any of the “bigger” cities will offer either courses or tutors, 
if the price is right. 


Skills 


TTL (Time To Learn): This is the amount of “game time” 
that it will take for your character to pick up, acquire, or learn a 
skill. TTL assumes an all-out “crash-course” in the skill. TTL also 
assumes that the character is previously “trained” within a profes- 
sion; that is, the character is not your typical “non-leveled, non- 
professional,” but is instead a mighty, “professional” or even post- 
grad type of achiever who can learn the new skill in record time. 


Normally, TTL is based upon the GovAttribute for the skill. The 
higher the character’s GovAttribute is, the less time it will take for 
that character to learn the skill. Only 1 skill may be learned at a 
time (the decreased TTL reflects this “crash-course” type of men- 
tality). Multiple skills may be learned simultaneously—but only if 
the PC has the “Jack of All Trades” Special Power. 
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: ings fairly simple, skills are considered 
to be “governed” by a particular attribute (such as Acrobatics 
being “governed” by the DEX Attribute). The Skill Roll, or 
chance of successfully performing that skill, is considered to be 
exactly the same as the Save for the attribute which “governs” that 
particular skill. (The Attribute Saves, of course, may be found on 
“The Master Table.’’) 

Example: Roger the Rogue, who has a DEX of 15, has just 
learned Acrobatics. Thus, his Skill Roll for Acrobatics is consid- 
ered to be the same as his Save for his DEX Attribute of 15, which 
is a mighty “6” or higher on a d20. 

Note: If Roger the Rogues DEX score ever increased (or 
decreased) and his Save changed, his Acrobatics Skill Roll would 
follow suit. Any other modifiers, magickal or otherwise, that 
changed Roger's DEX Save would “govern” his Acrobatics Skill 
Roll similarly. 
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Skills 


“Skill vs.” Rolls: Sometimes the success of one’s Skill Roll is 
based upon “matching” or “topping” another’s relevant Skill Roll 
or Attribute Save. The one who “makes” his Skill Roll by more 
points (or the “victim” who “matches” or “tops” the “aggressor’s” 
Skill Roll) wins the contest. 

Example: Roger the Rogue is trying out his “Pickpockets”’ skill 
on his companion, Wundarr the Warrior. The “Pickpockets”’ skill 
calls for a Skill vs. Skill Roll of the character’s skill vs. the vic- 
tim’s PER. Roger’s “Pickpockets” Skill Roll is a “6” or better, 
while Wundarr’s PER Save Roll is a “10” or better. Roger rolls a 
d20 first, since he’s attempting the snatch, and he rolls a “14,” or 
“8” places better than he needed to perform the snatch. Wundarr, 
as unskilled in PER as he is, must roll “8” places or better than the 
minimum of “10” necessary to make his “normal” PER roll, in 
order to catch Roger in the act. Poor Wundarr must roll an “18” or 
higher on a d20, but rolls only a “16.” Good enough for Wundarr 
to make his “normal” PER Save, but not good enough for 
Wundarr to catch Roger in the act. 
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Acquiring Mods: Each | Mod requires | additional TTL ses- 
sion, complete with all applicable training costs. Mods may be 
acquired during any DT session, or at any other time with the 
Creator’s approval. 


The Mod Limit: A maximum of 5 Mods may be acquired for 
each skill. 


The “Master”: Those characters who achieve a “superhu- 


man” Skill Roll of “0.05” or better can consider themselves a 
“Master of their skill. 


The “Loon”: Characters with attributes of “20” or higher who 
have multiple “Mods” could, theoretically, achieve a Skill Roll of 
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“*” in their skill. Minuses to the Skill Roll will, of course, affect 
the Skill Roll normally, moving the governing Save up on the 
chart. Only those rare few who possess a natural “100” in their 
governing attribute will keep their “*” in this case. Please note, 
however, that no additional “Mods” or attribute increases will 
make the “*” Skill Roll any more insane than it already is. And in 
the unlikely event that both contestants in a Skill vs. Skill Roll 
have asterisks, simply have both of them roll a single, unmodified 
d20 each, with the high roll the winner. 


SKILLS, SKILLS, AND MORE SKILLS... 


ACROBATICS: Acrobatics is a composite skill with many 
different facets. 
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may leap Rin feet forward, and%X their STR straight 
up or backwards. With a Half Move, characters may leap 2X their 
STR in feet. Vaulting 3X their STR in feet with a Full Move is 
possible if the character has a suitable prop. 
Stunts: Characters with “superhuman” Acrobatic Skill 
Rolls (those equivalent to “0.05” or better, that is) can, if so 
inspired, perform seemingly ridiculous acrobatic maneuvers while 
in the heat of combat, such as fighting without penalty while bal- 
ancing on a tightrope, or vaulting over someone’s head and attack- 
ing them from behind (by surprise?) on the way down, etc. Be cre- 
ative, but remember that these maneuvers will still take Action 
Phases to accomplish. 
GovAttribute: DEX. TTL: 28 weeks - | week per point of DEX. 
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ACTING: The skill of Acting is a composite of several related 
thespian skills. 


Deception: The actor may “play the role,” so to speak, 
and project any emotion or state of mind even though these may 
be far from the true feelings of the actor. If a successful Skill Roll 
is made, then those who bear witness have no way, short of 
employing magick, to see the truth for what it is. 

Entertainment: This is the “pure” function of Acting. 
Whether performing rehearsed roles or impromptu, the actor can 
elicit nearly any emotion from those who witness the perfor- 
mance. A successful Skill Roll may get the actor free room and 
board for the night, or sway the feelings of those gathered such 
that they toss a few coins his way. 

Impersonation: This ability allows the actor to “assume 
the role” of any relatively similar being. With the right props 
(garb, makeup) and preparation (character study), the actor may 


pass for the individual being impersonated even under close.” 
scrutiny. This is a Skill Roll vs. PER Save. The better the impery, 
sonator’s Skill Roll, the better his impersonation, and the harde Ate’ 
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combat maneuver. Those who have it are fully proficiel nt while in 
flight; those who don’t suffer from the standard “nonproficiency” 
penalties while attempting to perform aerial combat/spellcasting. 
Though this skill is generally racially-specific, it is not uncommon 
to find some non-flying characters who possess it, simply because 
they don’t want to suffer from nonproficiency penalties while per- 
forming aerial combat or spellcasting. 

GovAttribute: DEX. TTL: 20 weeks - 1 week per point of DEX. 


AMBUSH: The Ambush skill is a composite of several similar 
functions. 


Camouflage: This allows the character to conceal his 
presence by means of “blending” into the natural surroundings. 
The “camouflage” may be applied to those who do not possess 
this skill. Camouflage is a Skill Roll vs. PER. 


GovAttribute: 


Skills 


Detection: The character may attempt to perceive any 
ambushes which have been set up in his vicinity. Detection is a 
Skill Roll vs. Skill Roll. 

Traps: This familiarizes the character with the art of set- 
ting booby traps, snares, or pitfalls. This is Skill Roll vs. the vic- 
tim’s PER. Conversely, the character may also attempt to disarm 
any perceived traps, snares, or pitfalls. This is a Skill Roll vs. Skill 
Roll. The “time” involved in affecting any of the above sub-skills 
is left to the Creator’s discretion. 

GovAttribute: PER. TTL: 28 weeks - | week per point of PER. 


ANIMAL TRAINING: The Animal Training skill enables 


the character to train nearly any known “normal” animal, and 
even to train creatures of the “magickal” variety. From garden- 
variety slugs to gigantic slavering dragons, the Animal Training 
skill will allow the character to attempt a Skill Roll vs. the crea- 
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for each art form. 
Note: Mods must be purchased separately for each different art 
form. 


ASTROLOGY: Astrology acquaints the character with the 
stars, the constellations, the 13 houses of the SenZar zodiac and the 
remainder of the heavenly bodies. With a successful Skill Roll, the 
character may use his stellar knowledge to predict any number of 
heavenly events (such as eclipses, the passage of comets, and plan- 
etary conjunctions). Astrology may be used to cast the horoscope of 
a being, provided that the place and date of the being’s birth are 
known. A general outlook for one’s immediate future (not a certain 
destiny, of course) may be obtained through this painless process. A 
“Master” may, of course, yield some extremely accurate results 
from his horoscopes, and, as such, they are highly valued as court- 
ly advisers in many of the known lands. 

GovAttribute: INT. TTL: 28 weeks - 1 week per point of INT. 
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Skills 


BOWYER: The Bowyer skill gives the character the ability to 
manufacture any type of bow with which he is familiar. If the 
Bowyer has no experience with the bow in question, then there is 
very little chance of him constructing one of that type, unless he has 
the “Inventor” Special Power (which he can use to attempt to 
“invent” the new bow), or unless he is presented with a bow of that 
type to study. A successful Skill Roll means that the bow has been 
properly constructed. Manufacture time is left up to the Creator for 
all “normal” bows (usually just a few hours or a few days). 
Constructing bows with unusual materials and the time involved for 
that type of creation is covered in the “Exotics” section. The 
Bowyer can also manufacture the arrows and bolts that the bow 
fires, with the same restrictions as the manufacture of the bow itself. 
GovAttribute: DEX. TTL: 20 weeks - | week per point of DEX. 


BOXING: Boxing is the art of basic unarmed combat. While 
inherently inferior to the Black Wyrm or Shy’R martial arts tech- 
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COMMAND: The Command skill grants the character the 
knowledge of basic military command tactics and also grants an 
understanding of the psychology of leading warriors into combat. 
The character with this skill may enlist, recruit, or forcefully press 
into service any individual or group of individuals who fall sway to 
his booming Commands. Those with the Command skill may issue 
orders as if making a “Mass PRE Attack.” Those who hear (unless 
they are diametrically opposed to such a command) must obey if 
they fail the Skill Roll vs. PRE Save. Combine this with “Oratory” 
for some real fun. 

GovAttribute: PRE. TTL: 28 weeks - 1 week per point of PRE. 
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CRYPTOLOGY: This sage skill enables the character to 
encrypt or decipher obscure codes, scripts, handwritings, and 
inscriptions. Characters may apply their Cryptology skill to deci- 
pher alchemical, magickal, and mystical writings, though without 
the appropriate magickal training, they will not be able to “use” the 
magick. This is handy for many of your typical “physical” dungeon 
riddles as well. The character must make a successful Skill vs. Skill 
Roll against the person who encrypted the work in order to decipher 
the work. Characters with this skill may automatically encrypt their 
works, and this encryption is considered to be at their Skill Roll 
with regard to any attempts to decipher it. 

GovAttribute: INT. TTL: 28 weeks - 1 week per point of INT. 


DEEP ENGINEER: The Deep Engineer skill, typically 
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GovAttribute: INT. TTL: 28 weeks - 1 week per point of INT. 


FIRST AID: Characters with this skill may apply immediate 
non-magickal care to themselves or to their fellows. They may 
attempt to staunch the flow of blood from a wound, immobilize a 
broken limb or set a broken bone, or even resuscitate a heart attack 
or drowning victim. This comes in handy when dealing with 
“Critical Hits” and their insidious effects. First Aid also comes in 
handy when trying to save someone who’s lingering on “Death’s 
Door,” or at negative Hit Points. A normal Skill Roll will effective- 
ly deal with any “positive Hit Points” situations. With the “negative 
Hit Points” situations, however, a Skill Roll must be made at a -1 
for every Hit Point below 0 in order for the First Aid to be success- 
ful. Success in this latter case will stabilize the victim at 0 Hit 
Points. First Aid may be attempted on each and every Action Phase 
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which the character possesses, either until the character is success- 
ful in administering the First Aid or the victim is dead. 
GovAttribute: INT. TTL: 24 weeks - | week per point of INT. 


FORGERY: Forgery is the art of counterfeiting documents, 
notes, papers and coins, and reproducing signatures or seals. 
Language is no barrier for a highly skilled forger, though the repro- 
duction of magickal scripts and functional scrolls is next to impos- 
sible if the forger is not a spellcaster with the appropriate magickal 
skills. With the proper media with which to work his art, the forger 
will, given enough quality time, be able to reproduce even the most 
complex items. 

GovAttribute: DEX. TTL: 24 weeks - 1 week per point of DEX. 
Note: The time and/or difficulty modifiers are left up to the Creator 
to decide. 


GAMBLING: Characters with the Gambling skill are consid- 


ered to be intimately acquainted with games of chance and the art’ Stdere¢ 


of “playing the numbers.” When competing head to head in a gaines 
of chance, gamblers get a Skill vs. Skill Roll against ea ‘ 
(or a Skill vs. PRE Roll against non-gamblers). The o : 


roll by the most points wins the game, unless, of cotrse, hi ed 


is “cheating.” If the gambler is paying attention, he may 

additional Skill vs. Skill Roll against the~‘chea er” to detect g 
“rigs” in the game; then it’s up to oo j 

bloody matters into his own 

GovAttribute: PRE. TTL: mote week } 


with the methods of cenit 101 mie ickal 
ments, unguents, and potions fron s bl 
They are familiar with and may diag 60 mon diseases ani f 


ments with a successful Skill Roll¥ ‘ eal sea ei 3 
with another Skill Roll (to prepare a Téajed) les ns 
recovery from the ailment). Skill Ro ¥: Ove 


discretion (see “Diseases” for more 
GovAttribute: INT. TTL: 36 week 


HORTICULTURE: Horticulture inti ns 
character with the knowledge of plants, herbs, thegsyett 
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if crops. 
own plant 
life, and also that you can grow any known plant. As a master, you 
can begin hybridizing your own crops! 

GovAttribute: INT. TTL: 24 weeks - | week per point of INT. 


INTERROGATION: Interrogation is the wicked art of 
extracting information from a victim by means of psychological 
tricks and/or physical abuse. A successful Skill Roll vs. the victim’s 
WILL means that information is extracted, though the quantity (and 
quality) of the information is left to the Creator to decide. Failure of 
any Skill Roll means that the interrogation has reached a dead-end 
for the moment, and that some “down-time” must be taken before 
attempting to extract any more info. Alternately, if physical abuse is 
the method of interrogation, failure may indicate that the victim has 
died. 

GovAttribute: PRE. TTL: 24 weeks - 1 week per point of PRE. 
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Skills 


Note: If they are employed, magickal means may influence the Skill 
Roll. 


JEWELER: This skill enables the character to fashion gems and 
precious metals into works of art. Jewelers may determine by sim- 
ple inspection whether or not a gem or a piece of jewelry is genuine. 
With a successful Skill Roll, they may also determine the approxi- 
mate number of carats of a precious stone, and hence its value. With 
the proper tools, the Master Jeweler may even attempt to work with 
Exotics (specifically the Power Stones) to produce items which 
may “hold” magick. Refer to the “Bowyer” skill for the particulars 
of this skill, for they work similarly. 

GovAttribute: DEX. TTL: 24 weeks - 1 week per point of DEX. 


LANGUAGES: Each different race on SenZar has its own 
uni e language. (For the specifics on which languages are avail- 
_able, 0 efé on "eal * section. Silent Speech is con- 
efaare two basic levels of Language skill 
at ire with each particular language. 
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from under a ose. This requires a Skill Roll vs. the vic- 
tim’s PER. If the Skill Roll is successful, and if the victim is 
extremely gullible, then there is every chance that victim may be 
“convinced” that the “vanished” object may indeed be “gone.” 

GovAttribute: DEX. TTL: 24 weeks - 1 week per point of DEX. 


LIP READING: This skill gives the character the ability to 
“read” any words spoken provided the character can see the lips of 
the person doing the speaking—and provided the character is famil- 
iar with the language being spoken. A successful Skill Roll means 
that the character has gleaned the entire “visible” conversation. 
GovAttribute: PER. TTL: 20 weeks - 1 week per point of PER. 


LOCKSMITH: Characters with this skill are experts in the art 
of “cracking” locks. Any non-magickal device which bars entry is 
considered a “lock,” and the Locksmith will have a chance (how- 
ever small that chance may be) of cracking it, provided he has the 
proper tools, or lockpicks. A successful Skill Roll vs. either the Skill 
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Roll of the Locksmith who made the lock, or the “Difficulty” of the 
lock itself (which is probably easier to work with), means that the 
character has cracked the lock. 

GovAttribute: INT. TTL: 24 weeks - | week per point of PER. 


LORE: The Lore skill encompasses the various “sage knowl- 
edge” skills. This skill may be broken down into five different sub- 
skills: Ancient Lore, Divine Lore, Legend Lore, Natural Lore, and 
Pit Lore. Unlike, say, Acrobatics, which also has individual sub- 
skills, each separate Lore sub-skill must be learned separately. 


Ancient Lore: Sages with this skill may consider them- 
selves to be expert historians, able to access nearly every significant 
(and insignificant) fact concerning the history of SenZar, its many 
races and cultures with a successful Skill Roll. 

Divine Lore: Knowledge of the many gods and their asso- 
ciated heavens, planes, spheres of influences, worshipers, and prac- 
tices. Successful Skill Rolls will reveal possible powers, stats, or 


magickal abilities of the divine. o£ ‘ 
Legend Lore: Knowledge of myths, magickal lege ds,” 


stories, and tales. Successful Skill Rolls may shed some“clue 
the nature, name, or powers of magickal or uniquetems. ¢ 
Natural Lore: This is the study of allthings tivi 


ickal or otherwise. Successful Skill Rolls ree enable the chara of of, 


demonic and wicked (as per the, Natt 
GovAttribute: INT. TTL: 36 weeks | 
each different category of Lore. AINA 
Note: Those with any particular Ko | 


We Desfiul Skill R 


as living libraries of information*@t ECON oy 
allow the character access to these ; ere res. of srivi¢ “One 
presented with a question concerning M6 Z oy ed i deed | 
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item, the character may attempt a/$h 


analysis. History, as we well know, is nit always total accurate. 
“Lore, Other” Note: Feel free to add any additional categories as 
you see fit (like “Terran Lore,” “Atomic Lore,” or even “Space 
Lore”) if the situation presents itself: 


MAPPING: Ever wonder how the dungeon mapping was done 
in all those other campaigns? Well, if you’re the one who chooses 
Mapping, then you’ll probably. find out soon enough for yourself, 
for only those with this skill may successfully “map out” an envi- 
ronment without totally confusing the matter (and dooming their 
entire party to a slow, agonizing death in the process). The Mapping 
skill also gives the character familiarity with interpreting any and all 
maps and map forms, provided a successful Skill Roll is made. 
GovAttribute: INT. TTL: 20 weeks - | week per point of INT. 
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MEDITATION: Characters who acquire the Meditation skill 
are able to calm their minds to an extremely pacific state of being 
which very much resembles a conscious “dream state.” The charac- 
ter may choose to substitute Meditation for a normal sleep cycle, 
and in this state (if the Skill Roll is successful) the character, even 
while “resting,” is considered to be wide awake (and much more 
difficult to surprise than if he were sleeping). Failure indicates that 
the character has “zoned off,” or fallen into an actual sleep state. 
Each additional sleep cycle substitution after the first without a 
break to actually “sleep” incurs a cumulative -1 to the Skill Roll. 

GovAttribute: WILL. TTL: 28 weeks - | week per point of WILL. 


MIMIC: Mimic allows a character to duplicate almost any voice, 
noise, or sound effect possible! Dupe that Evil High Priest’s ser- 
vants into believing that it’s his voice commanding them to surren- 
der! With a successful Skill Roll the character can produce a virtu- 


Alzep dui ion of any. we ise, speech pattern, accent, or other vocal- 
ization # 1a fe has Heard, 


2s PRE. Thy) 20 weeks - | week per point of PRE. 
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egestas PRE“TTL: 20 weeks - 1 week per point of PRE, 
per instrument. 


Note: Mods must be taken separately for each musical instrument. 


NAVIGATION: Navigation is the science of reckoning one’s 
location by reading the signs of the sea and stars. Using maps, com- 
passes, sextants, astrolabes, and even dead-reckoning by sight 
alone, the navigator may pilot his ship without fear of becoming lost 
at sea. Skill Rolls are only necessary under extreme circumstances, 
such as after a storm, or while under other adverse conditions. This 
skill may also be used while on land or in air. 

GovAttribute: INT. TTL: 28 weeks - 1 week per point of INT. 


ORATORY: Oratory is the art of emotional influence by means 
of speech (and, in many cases, its accompanying body language). 
Characters with this skill may attempt to invoke sympathy for their 
cause from those who witness; they may attempt to incite extreme 
emotional responses from those who pay heed to their harsh invec- 


=CS24 Ss 


tives; or they may attempt literally to spellbind or fascinate an audi- 
ence by means of their incredible storytelling skills. The Skill Roll 
is vs. the WILL of those individuals who hear. 

GovAttribute: PRE. TTL: 28 weeks - 1 week per point of PRE. 
Note: Oratory isnt magick, but its close. Those who are naturally 
sympathetic to the orator s cause will be subject to automatic influ- 
ence, while those who are diametrically opposed to the words (such 
as “good” Dragonslayers trying to convert “evil” Sentinels) will 
automatically counter the influence. 


PARTY ON!: Yes, as ridiculous as it sounds, there is a skill 
called “Party On!” Those fortunate few who have this skill can 
“party on till dawn” and generally impress any sentient entities with 
their ability to “consume mass quantities” and still keep functioning 
as if totally sober. The “Party On!” skill gives the character a Save 
vs. CON to resist (but not to dispel, as that would be counter- 
productive) the insidious effects of any and all intoxicating sub- 


stances. Adding some Mods makes the Save even more impressive, 


GovAttribute: CON. TTL: 20 Nights of Partying - | i of 
Partying per point of CON. oa 
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QUICKDRAW: This fourson os NE ‘ 
the character to rapidly draw, ready, ot/6 
his arsenal, provided it is readily avasta 
learned separately for each and every dil 
is applied. Quickdraw is useful fafjAssas 
can and will employ it at times to nee eo | Su 
GovAttribute: SPD. TTL: 24 weeks We 

per weapon. Ag 
Note: Those with Quickdraw may draw their Weap 
the same Action Phase with no penalties. Those 1s" 
must suffer a “Nonproficiency” penalty in their ini ch 
drawing” Action Phase. 


RIDING: The Riding skill familiarizes your character with the 
many subtleties of keeping yourself in the saddle. Skilled riders will 
not be subject to saddle sores, nor to the physically and mentally 
draining effects of staying in the saddle all day. Characters with this 
skill know how to maintain their trusty steeds (livery and equip- 
ment), and will know the limits of “pushing” their steeds without 
killing them. 

GovAttribute: DEX. TTL: 20 days - 1 day per point of DEX, per 
each Riding category. 

Note: Each different Riding “category” (such as Horses, Wyverns, 
Dragons, etc.) must be purchased separately. 


Skills 


SCRIBE: The art of the scribe is no mere “lowly” art. The Scribe 
skill is most handy when it comes to copying spells and various 
other magickal writings into spell books and scrolls. The Skill Roll 
is made at the end of the scribing process. Failure means that the 
spell or writing has been inaccurately reproduced and thus ruined, 
and the procedure must be attempted again. A “Total Failure” will 
trigger the spell or spell effect. 

GovAttribute: DEX. TTL: 24 weeks - | week per point of DEX. 
Note: To inscribe Master Spells (those higher than 7th Order), one 
must be a “Master.” 


SIEGE WEAPONS: This skill gives the character a working 


knowledge of construction and implementation of the various 
weapons used in laying a classic medieval siege. They are consid- 
ered totally proficient with any and all siege-type devices, including 
the aN Repos of Mass Destruction,” and they incur no combat 


_penalty n-eniptoy 7m : them. Those with this skill may consider 
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STALKING: Stalking is the art of tracking prey. The character 
may select an individual or group to work his craft upon, and may 
track them to the ends of the earth if he is skilled enough. This art 
allows the character to read the signs of the trail, note the age of the 
signs, and evaluate the general distance and direction to the intend- 
ed prey. Skill Rolls may be called for if the quarry changes its direc- 
tion and/or tactics. 

GovAttribute: PER. TTL: 36 weeks - | week per point of PER. 


STEALTH: Stealth is the art of moving silently or concealing 
one’s self from others. Normally, once the character assumes 
Stealth Mode, no Skill Roll is necessary until: someone actively 
searches for the character; the character moves across “‘noisy”’ ter- 
rain; the character attempts to move at more than % CMR; the char- 
acter attempts to draw or grasp a weapon or item; or if the charac- 
ter attempts to attack or cast magicks. 
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Each of the Skill Rolls, except for the final “attack” one, is a sim- 
ple “if you succeed then you are still in Stealth Mode” event. If you 
fail one of these Skill Rolls, then you are no longer in Stealth Mode, 
and anyone who is nearby or actively searching gets a PER Save to 
determine if they can perceive you. For the “attack” category, a 
Stealth Skill Roll vs. the victim’s PER must be made to keep the 
Stealth in effect (and thus, the effects of “Surprise”; see the 
“Combat” section for more information). Failure means that your 
bumbling attempts have been discovered, and that combat will most 
likely soon follow. 

GovAttribute: DEX. TTL: 36 weeks - 1 week per point of DEX. 


STREETSPEAK: Refer to the Language skill. 


STREETWISE: Streetwise is, effectively, the Diplomacy skill 
of “the streets.” Characters with this skill will be intimately famil- 
iar with the workings of the seamier side of life, and will be able to 


exploit many sources of information and trade which normally : 


would be considered “off limits” to those of refined sensibilities. 4 
GovAttribute: PRE. TTL: 20 weeks - 1 week per point 


SURVIVAL: A character with the Survival skill inay 
sustenance level of existence in even the most adverse fe 
field conditions—indefinitely. The Surviva] skilk@ 
ter to “live off the land,” find or build Shelter, a 
game if at all possible. Each differs rent ° Surviv 
purchased separately. Some pdgs “ e‘sutvival 
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GovAttribute: INT. TTL: 24 ee is 
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GovAttribute: DEX. TTL: 20 hoya “1 


TACTICS: This grants the character crete i? anc 
military battlefield tactics, enabling him fo plac i ts\(m 
monsters, siege weapons, etc.) on the battlefie a itm fh Off 
ciency. For purposes of mass combat on the battlefield] ‘ai Pies 
the character to read the signs of the battlefield, dite the 
actions of his opponent, and prepare his own forces he, oe If 
desired, for every 1 point by which the character makes his Skill 
Roll, his units will be able to engage and conquer 1X their own 
number in combat. For example, if the character makes his roll by 
2, then his 1,000 foot-soldiers will be able to engage and conquer 
2,000 of the opponent’s foot-soldiers. If facing an opponent with 
this skill, a Skill vs. Skill Roll will determine the multiples, if any, 
to be employed. A Skill Roll may be called once for the entire com- 
bat, or on a per-unit basis. 

GovAttribute: INT. TTL: 28 weeks - 1 week per point of INT. 
Note: Though this is a quick and easy way of determining mass bat- 
tlefield combat scenarios, the Creator always has the option of 
making the Player actually set up his Character units and play the 
engagement out to its fullest. The Creator also has the option to 
apply a healthy dose of Common Sense, too. 


Note 2: When used in conjunction with “Command” (or any of sev- 
eral other skills and/or magicks), the Creator may wish to add a 
plus or two to the Skill Roll. 


TECHNO SKILLS: These are the skills for those whose cam- 


paigns stray into the high-tech realms (such as many “Immortal” 
campaigns). They are typically available off-world, or when taught 
by NPCs or PCs who have been off-world. The following Techno 
Skills detail a few of the many possibilities: Computer Science, 
Zero-G Combat, Multidimensional Physics, Driving, Combat 
Driving, Pilot, Nuclear Science, Biology, Genetics, etc. Feel free to 
experiment with them. 

GovAttribute: INT (for most science-types); DEX (for most phys- 
ical types); var., at Creator’s discretion. TTL: var., at Creator’s dis- 
cretion. 
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6, character may attempt to perceive any 
A his vicinity. Detection requires a Skill 
is Roll of the one who set the trap. 
g uieg at least 1 Combat Round, though the 
time is at the Crete Ss discretion. 

Set Trap: This allows the character to set or rig booby 
traps on an item, place, or thing. Examples are the “poison needle 
in the lock” trap, the “rug over the hidden pit” trap, etc. All materi- 
als required to outfit the trap must be on hand, obviously. This is a 
Skill Roll vs. the victim’s PER, or vs. his Detect Trap Skill Roll— 
but only if he’s actively employing it. The Skill Roll is “fixed” at the 
time of the trap’s completion, and there is no need to roll it again 
and again. Again, the time is at the Creator’s discretion. 
GovAttribute: PER. TTL: 28 weeks - 1 week per point of PER. 


VENOMS, POISONS & RADIATIONS: This allows 


the character to safely extract up to 1 dose of venoms, poisons, radi- 
ations, and other toxins from creatures, plants, and substances with- 
out suffering the ill-effects of a potential slip-up or fumble in his 
extraction. With a successful Skill Roll, the character may extract 1 
dose. The character must provide a suitable container to store the 
extracted substance. This procedure requires 1 Combat Round per 


dose extracted. Failure to make the Skill Roll may result in expo- 
sure to the toxin, at the Creator’s discretion. (For effects of the var- 
ious toxins found in the SenZar System, see the “Venoms, Poisons 
& Radiations” section.) 

GovAttribute: INT. TTL: 28 weeks - 1 week per point of INT. 


VENTRILOQUISM: This skill enables you to throw your 


voice and confuse your enemies. Combined with the skill “Mimic,” 
this can also be used humorously. A successful Skill Roll will repro- 
duce the desired sound/noise/voice in the desired location. Failure 
indicates that potential victims can perceive the ruse. 
GovAttribute: PRE. TTL: 20 weeks - 1 week per point of PRE. 


WEAPON TRAINING: This skill grants the character profi- 
ciency with a weapon. Characters are considered to be “trained” in 
the use of the weapon, and as such receive no penalties to their 
Combat Values while employing that weapon (see the section on 


“Combat” for the specifics on “Proficiency”). Weapon Training » 


must be purchased separately for each different weapon. “i 
TTL: 20 days - 1 day per point of DEX, per ae ee 
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WRESTLING: The Wrestling 
with the art of unarmed, close-quattg 
more extreme Black Wyrm and Shy’ R&h 
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unarmed combat maneuvers. 
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Chokehold: With a successful cnn estler 
may elect to land a Chokehold upon the victim. Damages consid- 
ered to be Critical, and this damage is considered to be automatic 
(with no need to roll it again unless desired) on each and every 
Action Phase which the character possesses, for as long as the hold 
is maintained. This will last until the victim breaks free or until the 
character decides to loose his hold. Alternately, the character may 
elect to cause no damage, simply maintaining the chokehold to con- 
trol the victim. 

Escape: This allows the wrestler to use his Skill Roll to 
attempt to wriggle free or escape from a hold. This is a Skill vs. 
Skill Roll, or a Skill Roll vs. the STR Save of someone or some- 
thing without the Wrestling skill. 

Takedown: With a successful Critical Hit, this combat 
maneuver effectively pins the victim to the ground, where the vic- 
tim is now considered practically immobile and non-proficient in all 
Combat Rolls. (The wrestler, if he wishes, may then apply a 
Chokehold.) The Victim is allowed a STR Save vs. the wrestler’s 
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Skill Roll to escape, or the victim may use “Escape” if he has the 
Wrestling Skill. 


GovAttribute: STR. TTL: 20 weeks - 1 week per point of STR. 
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MARTIAL ARTS 


There are two major philosophical schools of martial arts on 
SenZar: 


Black Wyrm: Although Shy’R style is typically known as the 
“surface world” martial arts style, Black Wyrm is more often than 
not relegated to subterranean “Midnight Realm” status. The pri- 
mary reason for this, of course, is that Black Wyrm style is prac- 
ticed almost Spiess by the Mokarr and their deep- dwelling 
minions. : Shy’R may be freely taught to “outsiders,” the 
penalt : t teal ing Black Wyrm to any non-Mokarr approved 
being is death b¥ crucifixion. Therefore, Black Wyrm style is 
rarely practice aes en seen—outside of the Midnight Realm. 
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Ki Power: Despite theil ‘differenc es Sboth the Black Wyrm and 
Shy’R styles believe in the powé of Ag i,” or inner spiritual 
power. This inner power, which all martid faerie aaracters possess 
(even the non-spellcasting types!), may so EN be necessary 
to focus in order for the character to perform“some of the more 
“mystical” disciplines. f so, simply spend the points from the 
character’s “Power Points” reserves. “Ki” = 
purposes of Power Point expenditure. 
Note: This favors the “spellcasting” martial arts types, such as 
the Mystic Assassin, who naturally have more power than the non- 
spelleasting types, such as your basic Martial Artist. Many of 
these “mystic” type disciplines are, in effect, very much like 
spells. And since the basic non-spellcasting Martial Artist cant 
even hope to cast a spell, consider it as a potent advantage that 
they can at least simulate the effects with their “Ki.” 
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Who Can Learn Martial Arts? All of the professions that 
start the game with either one of the “Basic Martial Arts” pack- 
ages, as well as any character of any other profession who wishes 
to better himself (see the “Martial Artist Wannabe” below). 


Martial Arts DT & TTL: This works the same as it does 
with skills—only most of the martial arts disciplines take much 
longer to learn. Unlike skills, however, which often are and tend 
to be taught by non-leveled nonprofessionals, martial arts disci- 
plines are taught exclusively by professionals, who tend to have 
unique stories of their own... not to mention unique “teaching 
requirements” and/or “prices” for their teaching services. 


The Costs Of Training: Precisely as with the costs for skills, 
martial arts training costs the PC,gin more ways than one. 
Established schools often¢cotitest-offe_2 sestablish whose 
school is “best.” This, trg Mof the established 
schools, or even wf ed 1 asters, may incur 
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to fight, An any strict “stickig*to the scy fe 
wijidefinitely put a damper o 1D: " gets s in a groupyif only 


secause the CreatoPavill Haye to 
dividually d. with\possible 
jat is supposed fe be “gutet” fir 
to pay. 
Note: As al 


jal arig=training PC 
ole- eid p \adyeniture) during 
e. But AMat-s@he price one has 


s, if up to the Créator 4 to liow he wants to run 
marttal arts tra ingwat gan be done with out the “adven- 
ture” diving DT, as wéll as with @r without papment if the PC is 


clever enough to cajele, bamboage, or aie | pyway through it. 


:: The only natural 
. In order to qualify 
pugh Ki Points to pay 


Martial Arts Leafning & Limitatia 
limiting factor is thé x i Cost gf the discipli 
to learn the discipline, the P@ must have 
for the use of the discipling. 
Example: Mal’R, a Ist level Shy’R Wagrior, has a total Ki Power 
Point Pool of 13. He wawld have trouble learning Disarm, 
which costs no Ki to uge, nor wgul@ he have trouble learning 
Peace of the Phoenix, Which req#fes but 10 Ki Points to use. 
However, he would fing it impossible to learn Great Solar Cycle, 
which costs 25 Ki PointsS@n€e he made a level or two, however, 
he would find that his Ki Pool has grown enough (even at a 
Semiprofessional Magick progression rate) to allow him to learn it. 


0a. 


THE COMMON MARTIAL ARTS 


The Common Arts: These are the domain of the nonprofes- 
sional martial artist “wannabe” (see below), and are an amalgam of 
several disciplines common to both Black Wyrm and Shy’R. 
Practitioners of both Black Wyrm and Shy’R are free to pick up 
Common disciplines, and they often do. They are, in fact, quite 
handy, as they do not cost Ki to employ, and some (such as Paired 
Weapons) are essential for some of the more powerful Black Wyrm 
and Shy’R disciplines. 


any, however, are quite neutral, a: 
hilos ophy. And while they are no 


Basic Black Wyrm® Acrobatics. Stealth. The Blac 
Black Lightning Strike. Medit ation. TTL: 52 weeks - ly 
point of WILL. 


Basic Shy’R: Acrobatics. Stealth. The Dragon Dances Solar poi 


Strike. Meditation. TTL: 52 weeks - | week per point of WILL. 


Note: If any of the above skills duplicate any of the PC’ existing | 


skills, simply add a free Mod to the skill that is duplicated. 


BASIC COMBAT STRIKES 


These are the basic “unarmed” combat strikes for the Common, 
Black Wyrm and Shy’R styles. These basic combat strikes may be 
learned at any time, provided the character has the proper instruction 
and DT. However, each strike must be learned consecutively (that is, 
before learning Spider Fang, the Black Wyrm student must first mas- 
ter both Serpent’s Kiss and Black Lightning Strike, etc.). 

Note: Feel free to interpret any of the basic “strikes” as either a 
punch or a kick. Due to the nature of Ki, the martial artists kick will 


Martial Arts 


still do the same damage as his punch (or elbow smash, or head- 
butt, or whatever), but embellishing the action is very often fun for 
the game. 


COMMON BASIC STRIKES 


MARTIAL STRIKE I: This is the basic Common martial arts 
combat strike. It will allow the character to add +1 DC to any 
unarmed attack. TTL: 20 weeks’® ie per point of WILL. 


MARTIA STRIKE II: As ihe 


k P point of WILL. 


, but adds +2 DC. TTL: 24 


Est STRIKE: As above, but nade + TTL: 28 weeks 


© STRIKES 


: Basic Black Wyrm 
1 week per point 


1 week per point of WILL. 


THE FANGS OF RAGE: +8 DC. TTL: 48 weeks - 1 week 
per point of WILL. 


SOULCRUSHER: +9 DC. TTL: 52 weeks - 1 week per point 
of WILL. 


SOULSNUFFER:+10 DC. TTL: Must become “WyrmSpawn”’ 
(see below). 


~<a > 
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SHY’R BASIC STRIKES 


SOLAR STRIKE: Basic Shy’R unarmed combat strike. +1 
DC. TTL: 20 weeks - 1 week per point of WILL. 


TIGER’S EYE STRIKE: +2 DC. TTL: 24 weeks - 1 week 
per point of WILL. 


IRON FIST: +3 DC. TTL: 28 weeks - 1 week per point of 
WILL. 


RYND’R’S HAMMERHAND: +4 DC. THL: 
week per point of WILL. 


2 weeks - | 


WARHAWK’S AVENGI 


weeks - 1 week per point of WI 


ON: +5 DC. TEL 36 


a 


4 
Rn! +6 DC. TTL: 40 weekg 


point 


WRATH OF S 
point of WILL. 


1 aveek fer 


TALON STRIKE: +7 DC. TTE 
of WILL. 


VAL’R’S GLORY STRIKE 
week per potat of WILL. 


WARHAWRYS LAWGIVER: +92 


week per point of WILL. 


FURY OF THE*2HOED 
“One With the Phoenix” (see be JOY 


» +10 DC. TTL: Must. be 


THE DISCIPLINES 


The following disciplines are either Common 
Shy’R. The Common ones are not merely “genéfic’” or fle 
ful”—they simply are open to both schools, and to th€ nopé 
sional martial artist wannabe. 


Layered Disciplines: “Layered” disciplines allow the chag&cte 
to “overlay” the discipline with any other known disciplines, includ- 
ing the Basic Combat Strikes. This means that most but not all dis- 
ciplines may be employed simultaneously, with the best damage 
being used. Unlike the majority of spells, the majority of the martial 
arts disciplines require a mere single Action Phase to affect. Some of 
the “layered” disciplines may actually be combined with other 
known disciplines; in effect, creating an almost instantaneous merg- 
er of two spell-like effects. All applicable Ki must be spent in any 
event. 


L ie 


COMMON DISCIPLINES 


DISARM: This common technique gives the character a chance 
to relieve his opponent of his weapon. The disarm attempt may be 
made with any convenient strike or kick. With a successful “normal” 
hit (the character’s AV Roll vs. the opponent’s own DV), the weapon 
goes sailing. The opponent, however, gets a Save vs. STR to keep his 
weapon. 

TTL: 24 weeks - 1 week per point of DEX. 


DOUBLE SFRIKE: With the Double Strike technique, the 
charactef launches) a fierce strike/strike, kick/kick, or strike/kick 
cg@fabigation. The Pairg@ Weapons” of unarmed combat, Double 
Strike effectively adg additional attack (or parry) during an 
Atttion Phase once and only on@g during a Combat Round. 

T BL: 28 weeks - 1 week per posit of DEX. 


SCAPE: This allows the chardeter Jojattempt an escape from a 
gint Lo@k, ornany other similar grasping, grabbing, or holding com- 
ba e Gp discipline. This require ccessful Critical Hit 
’s DY. 


k per point of DEX. 


acters may make an incrédible vertical 
STR, gr a horizontal leap of 2)per point of 


Ber point of STR. 
W: This common maneuver a}lows the charac- 

n oppenent 1’ per point of STR, proyfded he can land a 
anal hit. As damage can be “layered,” cons#fer the damage to be 
same as the best Basi¢.Combat Ste which the character has in 


baveck Dempoint of WILL. 


TLO With a successful Critical Hit, the character may 
Kapa hyperextend any humanoid joint (wrist, elbow, ankle, 
: fig, the victim the immediate effect of a Devastating Critical 
it, buy ausing any real damage in the process. As long as the 
JoiitLeckis maintained, the victim will suffer from the effects of the 
Devasiating Gritical Hit, and typically will become acquiescent to the 
dentanide of the person holding the lock. If desired, the person holding 
the‘fock may choose to break the hold, with no real harm done, or he 
ayechoose to “pop” the joint (one additional Action Phase required; 
no additional CV Roll needed), causing full, maximum Critical 
Damage in the process (no need to roll it), and causing the effects of a 
true Devastating Crit in the process. 
TTL: 24 weeks - | week per point of DEX. 
Note: Those with “Toughness” are immune to the Devastating 
effects of this discipline, but not the damage. 


LEG SWEEP: This may be “layered” with any other personally 
known combat strike for damage purposes. The opponent so struck 
must make a Save vs. DEX or fall to the ground (which will typi- 
cally cost the opponent an Action Phase to recover). 

TTL: 24 weeks - 1 week per point of DEX. 


PAIRED WEAPONS: With Paired Weapons, a character may 
elect to wield two weapons simultaneously. These weapons must be 
of the same type or of complementary form and function. The char- 
acter must also be proficient with these weapons (see the skill 
“Weapon Training” for more information on that). Paired Weapons 
allows an extra strike (or parry) during one and only one of the char- 
acter’s Action Phases per Combat Round. Any double parry (with 
both paired weapons) will allow the character to add both of his AV 
rolls to defend against a single attack. At the Creator’s discretion, 
any pair of weapons may be employed. 

TTL: 24 weeks - | week per point of WILL,4 


Sof weapons. 


SPINNING BACKFIST: This rather sneaky gist ipline Shakes 
the practitioner to launch a devastating spinning str#és9w1 te e bac 

or the ridge of the fist. This “layered” attack works the same iy 
Zen Quickdraw, so far as its Surprise capabilities are consid@¥e d,_— 
TTL: 24 weeks - 1 week per point of SPD. Bs ~ 


~ 
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Note: The “Paired Weapons” discipline is necessary for using 2 
weapons with Black Maelstrom. 


THE BLACK WYRM: The Black Wyrm is the basic Black 
Wyrm combat “form.” All students of the Black Wyrm are versed in 
the 13 symbolic “steps” of this dangerous combat discipline, though 
only the advanced practitioners may take full advantage of this tech- 
nique. Unlike the Shy’R discipline, the Dragon Dance, the Black 
Wyrm version is “fixed,” not at all “fluid” like the Shy’R one. 
Basic Effects: Either with a weapon or a pair of weapons, and even 
weaponless, the fearsome display of speed, balance, and power which the 
Black Wyrm produces may instill a Presence Attack (at +1 to his die roll, 
per level he possesses) upon all those who bear witness. 

Ki Cost: Free (but only once per day). TTL: 24 weeks - 1 week per 


Vi pint of WILL. 
ye : Fc Effects: The adept may simultaneously employ a “Black 
“ of) Zl 


attack (provided it is already known) with any other 
discipline, free of charge, 1/day. 


ZEN AWARENESS: This functions sifiijarly to be . 


Power, “Combat Sense,” except that Zen Awdfenessfis a 
and not ranged ability. It allows for classic “@lindfighyhg// 
full CVs against all invisible (or while the chgracter’3 
rear attacks, but not against unseen range 
Range of this for combat purposes is the 
all hexes immediately adjacent to his o NR 
TTL: 36 weeks - 1 week per point of WH % 
Note: As with Combat Sense, Zen Awa?énesm@oes 
character any power to detect an opponent Wh 
made his “Stealth” Skill Roll. 


at 


ZEN QUICKDRAW: This is the superion1 Achal prt ersig@n 
of the Quickdraw skill. With this impressive diScipfline, ‘the cha 
ter can Quickdraw any weapon with which hg has proficienc wip 
any position on his body, and from almost a 
tion. For Surprise purposes, this acts the sarfe.as does the nerniel 
Quickdraw (Skill Roll vs. victim’s SPD; use chigfacter’s own SPP as 
GovaAttribute for his Skill Roll). It is virtually inffossible for a 7 
acter with this discipline to Fumble an attack (§¢e “Fumble” fo 


more info). 
TTL: 36 weeks - 1 week per point of SPD. \ 
Se 


BLACK WYRM DISCIPLINES 


AFTERIMAGE: When called into being, this discipline causes 
a disconcerting blurring of the character’s image, producing a shim- 
mering wall of virtual images in its wake. This blurring effect makes 
it extremely difficult to hit the character in combat, effectively 
adding +10 DV to the character’s Defense Value. 

Duration: | Combat Round. Ki Cost: 50 points. TTL: 36 weeks - 
1 week per point of WILL. 


BLACK MAELSTROM: This fearsome discipline effective- 
ly doubles the character’s normal number of armed (weapon or 
weapons) attacks per Action Phase. 

Duration: | Combat Round. Ki Cost: 100 points. TTL: 36 weeks 
- | week per point of WILL. 


conceivable coftor- 


nd) 


Known nL ’ 
i : Regedit only once per day). TTL: 36 weeks - 1 week per 


\ 


eash a startling/burst of Ki which effectively boosts the 
r’s SPD by oni ; etch. This effect is instantaneous, and may 
oned ff be ore the Combat Round begins. 

t: 10 pofpisgee€ ombat Round. TTL: 24 weeks - 1 week per 


ayia 


Pr DE “ -H TOUCH: This discipline calls into being a sliver of purest, 
. bist ad Hate, which the practitioner may employ as a virtual “‘one 
touc 


e ki ack upon the hapless victim. The Death Touch is, in 
effect, a Ki “disruption, ’ as it sets up a potentially fatal imbalance in the vic- 
tim’s soul. Upon a successful hit, the victim must Save vs. WILL or die. 
y ith, successful Save, the victim, unless being of equal or greater 
ortal),,is slowed by | Action Phase for a duration of Combat 


as many points of WILL as the Black Wyrm disciple 
TAY ry” Action Phases is paralyzed and cannot move...) 


a TTL: 36 weeks - 1 week per point of WILL. 


Wt evmie 

Roun 

has. (So 
i Cost: \ { 


DEATH: This discipline allows the character to sum- 
forth and direct his Ki from his body, effectively allowing the char- 
tol ch an attack even at a distance without physically touching his 
on PEA h separate attempt requires 1 Action Phase to summon. The 
striking di Cee a maximum of | hex per point of WILL. A “‘to-hit” roll 
must be AiO f-Order to actually strike and damage a distant opponent. 
This ability may 2 ‘layered” with other known disciplines. 
Ki Cost: 100 points. TTL: 36 weeks - 1 week per point of WILL. 


FANG FINGERS: This discipline, which may be “layered” with 
any known Black Wyrm combat strike, strikes at the victim’s pressure 
points. Opponent hit by Fang Fingers must make a Save vs. CON or lose 
one Action Phase (temporarily suffering from a “Devastating” Critical Hit 
for the duration). 

Ki Cost: 10 points per strike. TTL: 28 weeks - 1 week per point of 
DEX. 


0a 
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FOCUS: The Focus discipline allows the character to harness his SLITHER STRIKE: This allows the character to fight nor- 
inner power, or Ki, and supercharge his combat reflexes to an unnat- mally even while prone, held, or similarly disadvantaged. He can 
ural degree. When employed offensively, Focus effectively allows fight even while “tied up,” unless he is hog-tied and secured by an 
an extra +1 to the character’s AV per point of WILL, up to the char- expert familiar with the techniques of the Slither Strike. 

acter’s maximum WILL. Defensively, the character’s DV is similar- Ki Cost: 10 points per Action Phase. TTL: 24 weeks - | week per 


ly affected. point of DEX. 
Ki Cost: 1 point per +1 AV or DV, up to a max = the character’s 
WILL. TTL: 52 weeks - 1 week per point of WILL. SPIDER CLIMB: Employing this discipline, the Black Wyrm 


Note: Each separate attack must be focused separately; that is, Ki 


devotee may use his natural, non-adjusted Climbing Skill Roll even 
Points must be spent for each and every Focus attack. 


while upon the sheerest of surfaces (such as glass). 


; Ki Cost: 10 points per Climbing Skill Roll “called” by the Creator. 
MISDIRECTION: This discipline, which the character brings [T],; 24 weeks - 1 week per point of DEX. 


to bear with a simple if somewhat bizarre hand gesture or two, 


diverts the attention of any single victim. The victim must Save vs. SLE ALTH OF THE WYRM: This discipline allows the 
PRE, or he will immediately forfeit his next Action Phase, sta ; = : ; 
“hovesabout using Stealth even while running at full 


uselessly in bewildered awe (and with all of his CVs reduced to 0 fon: : ¢ Hocut—or even while sprinting away teckvcude! 
ICU av ° 


the duration). : F.! ‘< ” 
sei Conte 10 polite, TT Ta 2 wake = t week per pelts x VILE neki S points per Stealth Roll “called” by the Creator. TTL: 24 
y WE wel Keer point of DEX. 


: 
A | 
SERPENT STING: This potent discipline, a wo be “lay A 
ered” with any other personally known unarmed) N con . PEL 
bat discipline, allows the character to cause Sg magg/0p a norma] - 
hit, and X3 damage on a Critical Hit. ~ 
Ki Cost: 25 points. TTL: 36 week: 


am, 

+ This dis vipline duplicates the Shy’R Dragonskin 
~~ 4, 
v VTL: 2 36 weeks - | week per point of 


THE SILENT STRIKE: The Silent Strike is ak 
which assassinations are made. If the charaetéf 1s able to achieVes ; Wyrm practitionier the virtually unbreakable grip of 
Surprise on his victim, then with bu Simple norm al hitshe wil Sar itself. A.Cxitical Hit must be made in order to prop- 
cause maximum Critical Hit damag¢—with ndsne€d to fe fort dam- the val-D 9@ Giasp. The attack, once landed, is considered 
age—and the victim—if harmed for even 1 pointef damage—will ¢ 9 be if r -@ntinuous attack on each and every subsequent 
automatically suffer from the “Devastating Critical effects, with Action Pifa cA ich the character possesses. The damage from the 
no possible Save (characters with “Tdughness” will simply ignot dek is sed on each and every subsequent Action Phase, for 
the effects). This discipline may be @ tempted either Wharmed or | s long ag the haracter maintains his grasp. Victims held by the Val- 
armed, ranged or in-close. It may be layé ed with y otifér known A ust Save vs. STR at a -1 per point of the attacker’s 


Val-Dog Grasp, a “layered” attack, 


Fa Pe 
LTT 


discipline. WILL in ord@tto break free. Victims held fast, of course, may still 
y ¢ ack, though’ their Combat Values are considered as if they have 
Silent Strike Procedure \ ¢ \ gaken a “Devaggeting Critical Hit. 
Achieve Surprise . @ ’ Ki Cost: 250/ points. TTL: 36 weeks - 1 week per point of WILL. 
Make Normal Hit 


STARE: This potent discipline summons forth a sear- 


If Victim takes even 1 Hit Point, then victim suffers ing peftién of the soul, which is brought to bear within the office of 
from automatic Devastating Crit (no Save) ’ the@hgfacter’s eyes. The chosen recipient must Save vs. WILL or be 

f roofed to the spot, unable to attack or defend, for as long as the 

m Stare is maintained. The cost is 25 points per Action Phase 


Victim takes Max Critical Damage (no roll required)/ a’. 
a 


Alternately, the strike may be used to knock out a victim. Th é pro- 
cedure is as above, save that the “real” damage is replaced by Stun fhe victim to maintain. 

Damage, and the automatic Devastating Crit is replaced by a (KO, ” AKi Cost: 25 points per victim’s Action Phase to maintain. TTL: 28 
or knock-out. (1 Hit Point of Stun Damage will KO the vict Is ; weeks - | week per point of WILL. 


Silent Strikes against ““Monsters” are left to the Creator’s discretion, 
as are Silent Strikes by magickal means—though we must suggest 
that only those professions specifically trained both to cast spells and 
to perform the Silent Strike may even attempt to pull off a Silent 
Strike purely through the use of magicks. 

TTL: 52 weeks - | week per point of WILL. 

Note: The combat-related details are defined in the “Combat” and 
“Damage” sections. 


SS (ee 
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SHY’R DISCIPLINES GREAT SOBAR CYCLE: This spectacular discipline, which 


A maybe “with any other known unarmed combat strike, 
nt Dance is the ke alloy st #he character 1 tOygpin about, inflicting X2 damage on a normal 


THE DRAGON DANCE: The Dias 
Shy’R combat “form.” All Shy’R studefits are Wersed in this essgn-" 
tial combat discipline, which enforceg the many Myst Aig 
of the Shy’R art. The Dance itselffis a fluid, flowitf ret 
niques, not at all “locked-in” likg’the more familj 
arts “forms.” There are 9 essential “steps” ingth 
though these 9 steps vary considerably by wisieh 
set of weapons, is employed. Each Shy’: 
adept, is familiar with the essentials of thé 
vidual’s innate talents which distinnguisg 3 
Dance, which may range from a novice’§ mOS®iaapre 
combat prowess to an adept’s lightning-qu ick disemboweé 
entire cadre of victims. & >. 
Basic Effects: Impressive looking Shy’R didn ays, which may oy 
fuse or dismay the faint of heart. Acts as a Presence Attack as per the } 


ENIX: Unlike most forms of passive 
lita | . E disci pline allows the character to clear his 
oughts Of all possible distractions, then concentrate fully and com- 
es yupon any line of th ought (such as a combat to come, a Skill 
all to be made, a particular mission to accomplish, etc.). Once this 
ate ha “maintained for at least an hour, any AV or DV rolls 


Black Wyrm. 

fant, ¥ Saves relating to the subject of the concentration state will 
Ki Cost: Free (but only once per day). TTL: 24 weeks - | week’ Per “96 made at a +1, and any Skill Rolls will be made at as if the char- 
point of WILL. 


acter had an additional “Mod” in them. The boosting effects of the 
Peace of the Phoenix remain for a maximum of an hour. After that 
time, another session is in order. 

Ki Cost: 10 points. TTL: 36 weeks - 1 week per point of WILL. 


Advanced Effects: Combines the Whirlwind attack (provided it is 
known) with any other personally known — agipline, free of 
charge, me ; 


PHOENIX CLAWS: Typically a non-combat discipline, 
Phoenix Claws allow the Shy’R devotee to harness his Ki to inflict 

¢ > \\%remendous structural damage upon non-living things. A superior 
disciple to invoke the toughness of a dragon thereby redué Y ' ior. sae the ee Mawes ticiol sie eit peers 
damage done to the character by 1 Hit Point . agickal, non-Exotic material per point of WILL 
ed, up to idasanate reduction pe strike equal character possesses. It takes 1 full Combat Round 
WILL. This may be invoked at any time 0 agh Ki to harness the Phoenix Claws discipline. 
s. TTL: 24 weeks - 1 week per point of WILL. 


vided that the character has the Ki points, an¢ 
acter is not Surprised. 
Ki Cost: | point per point of damage reduc¢ 
per strike. TTL: 36 weeks - 1 week per pon 


: The mighty Phoenix Strike empowers 
: other known Shy’R attack strike, effec- 
daxhage for that particular attack. The character 
<4 nt, but if the hit is successful, the damage is 

Was Maxed (i.c., 2d8 automatically becomes 16 points of 

Airs works the same whether a normal hit or a Crit is land- 
: fo e the attack is launched, the character must state that he is 
“boosting” the attack with the Phoenix Strike. 

st: : a TTL: 36 weeks - 1 week per point of WILL. 


DRAGON STRIKE: This potent me . 
inflict additional damage per attack. 
extra 1 Hit Point of damage for every 1 Ki Pe 
equal to the character’s WILL, per strike. The f 
before rolling his attack that he is going to Die 
must burn the Ki then and there. Thus, the a be subtrac d 
whether his attack is successful or not. Should he a hit, th ¢ re 
damage from the Dragon Strike is added to hi i damage @i id ingichesbsaber e REAT DISARM: The Great Disarm will, as 
tabulated before any Crits are calculated. Thi can be layered@_Over™®™ ame implies, enable the character to attempt to disarm his oppo- 
any other attack, including ranged attacks. 7 \ némpewith: single’ swift strike. A normal “to hit” roll must be made, 
Ki Cost: | point per point of damage inflictedty ame BS necessary to carry out the disarm, and the vic- 
per strike. TTL: 36 weeks - 1 week per point Of 


pon in dramatic fashion. The weapon flies some 
, or the character can elect to keep the weapon in 
bring it to bear on its former owner...). There is no 
€ weapon is somehow magically prevented from part- 
the victim, or unless the victim burns his Action Phase to 
successful dodge. 

points. TTL: 36 weeks - 1 week per point of DEX. 


FOCUS: This duplicates the Black Wyrm discip) 
name. . 
Ki Cost: 1 point per +1 AV or DV, up to a max = the 
WILL. TTL: 52 weeks - 1 week per point of WILL. 
Note: Each separate attack must be focused separately; that is, 
Points must be spent for each and every Focus attack. 
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RYND’R’S MINDMASK: The Mindmask technique steels 'WARBAAWK’S VENGEANCE: This discipline allows any 


the character’s thoughts and emotions to a near quiescent state,mak- ednon th Be broken without the necessity of wasting a precious 
ing direct mental or telepathic detection of the charagter’extremiely ‘Action Phast to atch it. Upon a successful AV roll based upon the 
difficult, even rendering the character virtually “igfvisible” to all byt Avyictim’s own BY\(a “normal hit,” in other words), the weapon in 
the most powerful minds (that is, those of highér WILLS) and far- \question is shatteréd gto so many shards. Even weapons of “mag- 
reaching divination-type spells or spell s¢ffects (that js, (M@sté? Sickalk & “superior” qudlity may be shattered, provided the attack 
Spells). The Mindmask may be summonéd in but ope 4 edst 10 points foxevery “DC” of the weapon. Artifacts are, 


‘ 
Reames 


and it will last until it is consciously bafished, or of cdul mmune to Warhawk’s Vengeance (unless it’s Warhawk 
is unconscious or dead. ‘ pmse Ss doing the ‘venging!). 


Ki Cost: 100 points. TTL: 36 weeks € 1 week per p : Ki Cost: O@Hoints. TTL: 34 weeks - | week per point of WILL. 


ee < 
RYND’R’S PHOENIX POWER STANCE‘ at WE FREWIND: Unlike the similar Black Wyrm discipline, 
invoked, the character’s physical form trafiscendsinto but then ack Maelstrom, the.Shy’R Whirlwind is designed for use with all 
est splinter of the flaming essence of the Phg inst DiS abat-tenmns, ether armed or unarmed. Armed with a sword, a pair 
enough to heal the character of all damage; to remove-all gurseg ords, or even unarmed, a Shy’R practitioner may launch into 
maledictions, and mental or spiritual maladies of 7th Ordé% ang Afirlwind and effectively double his normal number of attacks 
below from the character; and to grant to the character thé Tiefest pef¥ketion Phase. 

glimpse of divine Phoenix Sight, which will “show” the c gots Juration: | Combat Round. Ki Cost: 100 points. TTL: 36 weeks 
the location or image of any desired person, place, or thing (pro#jd- | "Nl Week per point of WILL. 

ed that the person, place, or thing isn’t protected by Primal Magicks, pte: The Paired Weapons discipline is necessary for using 2 
that is). Though the first benefits may be gained as often as the © weapons with Whirlwind. 

Power Stance is invoked, the final power of the Phoenix Sight may 

be employed but once per day. The Phoenix Power Stance requires 

1 full Combat Round to employ. 

Ki Cost: 250 points. TTL: 36 weeks - 1 week per point of WILL. 


THE SILENT STRIKE: This duplicates the Blae THE CONCEPTS 


discipline of the same name. 

TTL: 52 weeks - 1 week per point of WILL. 
Note: The combat-related details are defined in t 
“Damage”’ sections. 


| THE PHOENIX: To become One With the 
e,aspiration of the Shy’R student. Needless to 


SWEET PAIN OF WARHAWK: 


attack specifically targets the victim’s 
reduce the victim to a debilitated, ho 


Salled” to join the Phoenix, and the 
$96 y) calls the greatest champions to glory. 
§ an extremely high level character 


meopynon good. (The Creator will let you 
s the appropriate time to undertake your “Phoenix 


Ny 


Hit—and highly embarrassed by thef6ss of thei v > . : " S, 
ry controls. Duration is for 1 Combs t Round pe pei Dy’ Sei ecg One With the Phoenix cease to age (that is, if 
hit is made, or until the character is hg : grimortal before being called), and are expected to 


eration. Please note that at least 1 ft the three possible “immortal” routes for the post-20th 


ni (see “The Immortal Rules” for more information 


Ki Cost: 100 points per strike. TTL: 36N three immortal paths). 


DEX. 


0 becomes attuned with the Phoenix, and is subject 
gistons, dreams, and even the rare voice of the Phoenix 
Gad times grow near. The connection, of course, is 
, we’ll call you,” so don’t expect the Phoenix to 
great cosmic divinator. 


WARDANCE: This discipline is not for\the. fain 
not normally for the “mortal” of heart, either). Pide@fed (and 
employed extensively) by Warhawk himself, the Wardat¥¢e allows 
2X attacks with Paired Weapons per Action Phase—as well 4 
allowing a Silent Strike on each and every successful hit! QGnly 
someone who has been taught this skill by Warhawk himselffmay Asforghe physical side of things, any Shy’R martial arts skill which 
teach another this discipline. ae/Character may not qualify for due to a lack of the necessary min- 
Duration: 1 Combat Round. Ki Cost: 1,000 points. TTL: 52 Weeks n attributes is now open to the character to learn. There are no 
- 1 week per point of WILL. opfer any time constraints concerning the activation of the Shy’R 
disciplines. Now they are all instantaneous (such as The Peace of the 
SS Phoenix, which now will no longer take an hour to activate). 
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er of times per day. 
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WYRMSPAWN: Tgttice ‘es: 
efithd Dark Earth itself. 


the Wyrm, the symbolic repregén atin 


A polar opposite of the Phoefix,(gftd sometimes referred to as “The 
Dark Phoenix” by those Shy’R stiitdents who have been seduced by its 
sibilant hisses of ultimate power), the Wyrm grants those rare individ- 
uals (read the “One With the Phoenix” section for sofife Tttats.as to who 
these individuals may be) who appease its dark hyff®ers with. terrible 
powers: powers which many whisper are of the dar&gods themselves. 
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Those who strive to become pa pawn riust firs 
to the Wyrm by eee deed se. {60D so cruel, so dirty that to 
di ot to mention, cen- 
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glory (or 4 
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ae Ba) 
experienced IN as k out an 
tricks of the Black Wylie SNo“Iviins d, though 
the new WyrmSpawn mustpay the fiéints Bary %, {garn the new 
disciplines (if the new Wyrm: oesit't alread dy know all of them 
by this point). y A’ 
Additionally, the elder WyrmSpawn waiteach the new'studgnt how to 


rr .disclaor a es, t one of finions) in 
Power Save, the WyrmSpawn can 


A it had better bédor a good 
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Finally, the elder W DD Tidast t the ney ate in the ways 
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Cost: The 9 Fate Poi Med on the “Dirty Deeds” quests should 
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Martial Arts 


3s NEW MARTIAL ARTS 
SeIPLINES 


DEVELOPD 
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requires the Specia : : 
level. Howeye 
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take to research the 
2X the normal 
discipline is withi 
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the new discipline 
fesearch. 


Next, once the Creaforfhas establisti¢d that, in m 
is possible, you can get right down tothe ac A 


Research Time: We'si&gest that the kesearch time for the new dis- 


cipline be at least 2X the or a siqnila& discipline. 
Example: Let’s say that the R@*wishes %g fesearch a discipline that re- 
sembles the Great Solar Cyclé, he TTL forthe Great Solar Cycle is 36 


wecks - | week per point of D&.X Therefore} the research time for the 
new discipline will take at least 72 weeks - 1 week per point of the PC’s 
DEX. LY 


Research Cost: Unlike spell research, with its costly trappings to 
maintain, martial arts research typically involves only the normal “cost 
of living” expense which all characters must pay in order to sustain 
their standard of living. Typically, that is, unless the new discipline 
resembles a “breaking” type of discipline (or somethihg along those 
lines), which would inheregffly tend to merit least a toKen expendi- 
ture fogthig materials necessafytg carry,oulthe research. 


Sucess! If thé 

fllow the research 
the new disciplé 
two into 


period. If 
a week or 


Cosmology 


COSMOLOGY 


The SenZar Cosmology is fairly — in its mechanics. 
Witness: 


A Brief History Of SenZar 


Pre-First Age: Very little recorded history has survived from 
this dark time. It is surmised that in these dark years the world 
known today as SenZar was a vastly different place, with very few 
examples of either flora or fauna which are today commonplace. 


Speculation that SenZar was totally uninhabited at this time is 
hearsay and unfounded rumor. There were indigenous inhabitants, 
even great races once upon a time. However, with very few excep- 
tions, these so-called “proto-races” were wiped out long b 
the forced arrival of the races as we know them today ea 
“forced” to SenZar by the Death Horde, to serye 
and only the decayed ruins of the ancients 
behind for the historians to es ne 


Suffice to say, the prehistoric times Ay er Flood ahd ch4on 
was not until the races united to Repel horriblé 
“demons from the outer dark” (believe OK 
Asperim Demons, the precursors t to thé date 
possibly even the Death Horde ; 
malized government or structure 
city-states became Zengara, the Ee 
ry began with the coronation of its 
Thrax. ' 
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The First Age: With the crowningiof the 
Thrax, a new era of conquest, both phys a 7 
ished. The Collegium was established to Stik 
called “magick,” followed within a few she tas 
establishment of both the Shadow Hawk Guild Tr 
and Witchhold on the Isle of Witchhold. 


intellect al, floér- 


the 


Urged onwards by what they hailed as “manifest destiny,” 
people of Zengara sailed far and wide, establishing trade with the 
lesser civilized nation-states and putting down uprisings on both 
land and sea. By this early time in history, the navy of Zengara 
was already legendary in force. Only the emerging navy of Petra, 
the Silestion city-state, was comparable. It was, however, fortu- 
nate that the two were nominal allies, both upholding the same 
“Cause.” 


The Starin of this era were jovial, happy souls; Soulforgers as 
were their Khazak cousins. These were wild times, comparable to 
the frontier days of the Wild West on Earth. 


The Second Age: The Second Age was a time of fortification, 
and of strengthening old ties of allegiance. This was the time of 
free, open trade; the coffers of Zengara, the leading merchant 
nation, grew mighty indeed. It was near the end of this era when 
Zengara signed an historic treaty with its far-western neighbor, 


incprsion of ; 


Demons; or, quite \ 


i /\. above and ® 
ere was_any=fet- \ 
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Tornharm, which provided for a beneficial mutual trade agree- 
ment in exchange for a loose “annexation” into the military pro- 
tection of the Forever City: a treaty that is still in effect to this very 
day. 


The Third Age: Things went well until the latter century of 
the Third Age, when the very world itself rebelled against all 
things living, raining down black rain and rearranging land and 
sea with both flood and earthquake. Nearly half of the sentients 
were wiped out, forever gone from the world. Entire races were 
demolished, with the stragglers retiring for points unknown or 
burying ancient racial hatreds and at last intermingling with other 
races if only for preservation’s sake. 


Because of (or due to) these earth-shattering developments, the 
time was ripe for the advent of the minions of the Dark Earth; the 
Shadar, or as the majority of mortals know them, the Druus 
Lords... 


ge: The Time of the Void Moon; the Age of 
of thegScreaming Skulls. All of these epi- 
e rampant, cruel destruction that the 
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engara, hes ahd jhis foul b of malcontents reigned for an 
oy) Age, gendtide/ their bl 
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<a bf these rk t Mities that many of the earlier histories 
SF lostfor destroyed, ‘altered to suit the dark egos of the 
hada A pers. Foti uh ce, it is a known, inalterable fact that 
eihonstag a6 id ng@fécreate the Great Rift in his passion with 
pn, the h Mother. Many historical documents were 
sewed; it is@ffare tome indeed that survived the Fourth Age 


untarnished an even more rare soul that survived, as well. 


Ord 


The Fifth Age: The Advent of Rel. At the close of the Fourth 
Age, rallying around the Cause of Rel, the holy one who had 
returned from the stars, the people of the world united as one and 
managed after a devastating Weirding War (which ushered in the 
Fifth Age) to purge the world of the Shadar and their foul sub- 
servient legions, the Mokarr. 


The great evil of the Shadar Lords was gone, banished to the Void. 
However, the evil remained in the form of racism and hate, as the 
formerly aligned Humans and Silestions went to a state of Cold 
War; neither granting the other the credit deserved in the Great 
Purge. The Starin, upset by this lack of fraternity, took it upon 
themselves to atone for this travesty; and they withdrew into the 
deep woods, aloof from mortals of both great races. Thus began 
the gradual, but inevitable, decline of their once-proud race. The 
Khazaks, on the other hand, had more important things to worry 
about: their never-at-ease Midnight Realm kingdom was now a 
hotbed for the incursions of the hated Mokarr, who fought with 
sorcery and alchemy refined from and, most likely, organized by 
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their banished Shadar masters, driving the Khazak into a constant 
war of races with them, with which neither Human nor Silestion 
would interfere. 


The Sixth Age: These were the Great Crusades, in which the 
questing knights of Rel roamed far and wide, fighting at the drop 
of the helm with any and all comers, and purging or purifying 
those who did not subscribe to their strict religious views. During 
this era, the people of Rotath and their allied far-Western bloc of 
nation-states sought to conquer for themselves what the Shadar 
could not. Thus they clashed with the roving, questing Rellians, 
and the Holy Wars began. Bloody were these times; sordid were 
these affairs. The Fourth Age’s genocidal campaigns paled before 
the mutual slaughter of these two warring Human factions. 


The Seventh Age: Not until the last century of the Seventh 
Age did the Holy Wars at last end and the Age of Reason herald 


in, brought forth at last by the reemergence of both the pete 8 
4. 


omits; TH, WORLD OF SENZAR 


and Starin races, who interceded an end to the Rellian-cftisad “a 
and by the return of the Anshadar, who rose oncefnore to.66 

the far-reaching, cosmos-shattering schemes of L é 
and his Shadar minions. 


the Cause, the Seven Stars; their 
fought Lord Valthrustra to a stalema’ 
on Terra by the Will of The Dragon ta 
and to destroy Lord Valthrustra and 

selfsame sphere; and finally thei 
with them, the final purging Pen .: 7 


The Eighth Age: With their An b 
the very face of the world, the Seven Sté 


ious races has begun, enforced by their ever 
struggles remain, of course, as there always shall? 
are involved, yet each and every one of these new strtgg 

pass the unforgiving test of the new alliance of the Overlord-o 
Zengara, the Ka (of the Khazaks), and the Malakon of Petra 
before fruition. And since those posts are filled by three of the for- 
mer Seven Stars, these pathetic attempts to renew the Old Ways 
are mercilessly doomed from the start. 


Creator’s Campaign Options: Feel free to incorporate a 
campaign into any of the 8 Ages, or even the prehistory era, or 
some distant future one. Just be sure to become familiar with what 
races came about when (like the “created” races, such as the 
Mokarr, who didn’t exist until the Fourth Age). We’ve mapped out 
over 8 eras in our campaigns (just on SenZar), and we’ve never 
run out of potentials or possibilities. If you’re wondering about 
the potentials for different Character Generation Bonuses for cre- 
ating PCs in the different Ages, here’s what we use: 
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Cosmology 


Scenario Character Generation Bonuses 
Pre-Ist Age +20 

Ist Age +10 

2nd Age +5 

3rd Age +5 

4th Age +25 

5th Age +5 

6th Age +§ 

7th Age +10 

8th Age-onwards none 


Note: Yes, we know—+5 sounds low, and +25 sounds extreme. 
The Second Age was pretty tame compared to the other Ages, and 
the Fourth Age was pure Hell for all concerned. (We’re not even 
sure that + 25 even begins to justify playing a campaign in the Age 
when the wicked, soul-devouring Shadar Lords ruled the world!) 
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ahd mass/density/gravity compo- 
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;own sun. However, due to the 
ent to SenZar, there are some 
Class-M” parameters of the plan- 
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eM ra 4 k Bact ones mZar is replete with “magickal” ele- 
éxotic mal Hials 3 1 compounds, and a host of pan- 

on iggfal flora and fauna. Unlike Terra, with its mag- 
populace’ nd magick-dulled environs, SenZar has a fully 
aware Dragonglé planetary life-force, governing it. While Terra’s 
for all intents and purposes, “asleep,” SenZar’s version of 
the same is constantly brokering Magick Power to its many inhabi- 
tants, who in return constantly tinker and tamper with a multitude of 
potent geo/temporo/planar-shaping forces that sometimes are better 
left alone. 
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The Moons: SenZar has two visible moons in orbit around it, and 
a mysterious third “invisible” moon that rears its ultraviolet face only 
on the most grim occasions. The nighttime sky, as seen from SenZar, 
literally would pale the same scene on Terra. The moons, Faeyera 
and Kaldos, loom many times larger in the sky than does Terra’s sin- 
gle moon. From Terra, some 6,000 stars are visible by the unaided 
eye. From SenZar, some 10,000 stars and other heavenly bodies are 
visible to the unaided eye. Were it not for the “dampening” counter- 
influence of the Zone of Destruction, which literally leaches the visi- 
ble light from the nighttime sky, there would be a state of twilight 
from dusk till dawn, with no true “nighttime” sky. As it is, even on 
the darkest nights, the light from the nighttime sky is equivalent to 
that of a “full moon” night on Terra. 
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Cosmology 


Moves In Mysterious Ways: SenZar began its recorded 
history as an intergalactic “slave planet.” This inauspicious ori- 
gin is due to the behind-the-scenes work of the Death Horde, a 
vicious, ruthless association of pandimensional mercenaries, vil- 
lains, and space-scum. The Death Horde was directly responsible 
for importing the majority of the races to SenZar. After conquer- 
ing their homeworlds (or in some cases, after destroying their 
homeworlds), the Death Horde delivered the most rebellious of 
their slaves to their most inhumane “indoctrination center,” a 
polite term for “concentration camp,” to break their spirits—or 
simply to break them. 


However, the Death Horde hadn’t prepared for the interference 
of a certain sleeping Dragon, who had suddenly become aware 
of the magick “potential” of all these new races gracing its 
world. Moving in most mysterious ways, The Dragon caused a 
rebellion to break out within the camp, and the thwarted Death 
Horde contingent were forced to flee for their very souls from 
the righteous fury of their former slaves. With no means 
return to their former homeworlds, the bedraggledfaces seg 
began the arduous task of settling the primeya worl 
And The Dragon was happy indeed, for wath t ew,ddys'to 
play with, a whole new round of “Drag6m& ines” ml fhe g 
New hosts could be found to play th oy, $01 cithé 

Anshadar “immortals”; new gods cg made and 1 
Eternals could be eecinited: and, nm 58 porta 

itself could prosper and thrive with a fiéw 
shipers. 


skies of SenZar. The larger of the two <p, 
of approximately 3,000 miles. The averagé distan 
centers of SenZar and Faeyera is roughly }00000 
shines with a warm, reddish hue. The smallerYy ie! 
a diameter of approximately 1,000 miles, and avera 
50,000 miles from SenZar. Kaldos shines with a cold, dark-blug 
light. (When both moons grace the skies, their combined light 
casts a beautiful, deep-purple light upon SenZar.) Kaldos’ 
extremely rapid revolutionary period about SenZar actually 
allows it to pass between Faeyera and SenZar twice a night. 
Once per year, Kaldos will pass between Faeyera thrice in a 
night. On this night, known as “Thrice-Jack’s Night,” it is said 
that the gates to the Pit are open, and that all manner of wicked 
creatures arise to stalk the living. 
Note: Were it not for the active influence of the various 
“Elementals” on SenZar, the gravitic shearing forces from the 
moons would more than likely cause devastating tides and affect 
many other unsavory changes in tectonic and geomorphical 
forces. 


The Lovers’ Moons: Legend has it that Faeyera and Kaldos 
were at one time mortal lovers whose mercurial, star-crossed 
love affair so enamored the gods to them that, upon their deaths, 
the gods decreed that the two should forevermore grace the 
heavens; eternally reenacting their mortal foibles in the skies 


above SenZar. Various tales place either Faeyera or Kaldos as 
the one who spurned the other, depending upon the whim of the 
teller. 


The Void Moon: The third moon is called Selene, or the 
Void Moon. Selene is “invisible” and unseen because that’s the 
way it was enchanted to be! Until the Fourth Age, Selene was 
just your average run-of-the-mill “black” moon. However, once 
the Shadar Lords rose to power in the Fourth Age, they deliber- 
ately enchanted the entire moon to shine in hateful, blinding, 
burning ultraviolet light. Its sole purpose was to destroy all life 
on the surface of SenZar. It did quite an effective job until the 
end of the Fourth Age, when the Shadar Lords were banished 
back to the Void. Then—and only then—could the forces of 
Good “hide” the baleful moon in a fantastic “Temporal Veil,” 
which effectively keeps Selene hidden from sight by removing it 
from the normal temporo-spatial flow. Sometimes, though, when 
events are set off, Selene will take a brief peek from her eternal 
wink a really hateful ultraviolet eye down at SenZar— 
ryone that she’s really up there. 
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SOLAR SYSTEM 


Syst mm: The sun, Silestion, is a main- 
ith 4 bright, warm, golden hue similar 
énd of ithe Ferran day when the sun is just 
; “nZat is approximately 99,000,000 miles from 
postion ys Nightly over 1 Agftonomical Unit away. Silestion, 
hose nine detWes from the$ilestion race who worship it, is 
) heen planetary b@@ies (of which SenZar accounts for 
: anet, j self ai ts 34 oons). The major bodies and their 
: e p solaf system are as follows: 


Ren 
fe ame # Of Satellites 
< MeéKarri 0 
ona 0 
SenZar (Faeyera, Kaldos, & Selene) 
3 


Hel 
5 Titan 18 
6 Kronos 16 
f Blackmyre 14 
8 Susseidon 9 
9 Charon 1 
10 Nemesis 0 


With the exception of SenZar, the planets are uninhabited. 
(That’s not saying that there isn t an occasional “outpost” or tem- 
porary “settlement” on them. There very well may be, consider- 
ing the relative density of races within the “galactic neighbor- 
hood.” Not to mention the ever-present Death Horde outpost or 
two...) 
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THE CALENDAR 


Time & the Zodiac: The length of the day is just a fraction 
of a second above 24 hours. There are 7 days in a week. There 
are 4 weeks in a month. There are 13 months in a year. Each 
month lasts 28 days. Therefore, the year lasts for 364 days. 
There are 13 Zodiacal Houses in the sky, and each Zodiacal 
House has a corresponding Zodiacal Power Sign. Each Zodiacal 
House corresponds to a particular month, and characters born 
within that particular month are considered to be “born under” 
that month’s corresponding Zodiacal House. There are 1,000 
years in an Age. 


ZMT (Zengara Mean Time): This is the standard mea- 
sure of worldwide time. From Zengara, one subtracts hours 

when going west, and adds hours when going east. The hours, 
days, weeks, and months are standardized and known by most 
sentients on SenZar by their Zengaran names. 


aA is 
The Hours: There are 24 hours in a day, he'y ofthe 
hours parallel the Zodiacal Houses, wit tat Re 
Zone of Destruction and its Power Sigft 
ly designated to the stroke of Midnig d the g af Néori; 
which is designated by Highsun (safeg effimes reférréd to as the 
Source, the philosophical antithesis ofthe Yo Y Ours Fep 


resent both their AM and PM slots. 


Time (PM) jt6ur 
12:01-12:59 \ Tie Drago 


Time (AM) 
00:01-00:59 


fi 


the PVoid, de ale 


01:01-01:59 
02:01-02:59 
03:01-03:59 
04:01-04:59 
05:01-05:59 
06:01-06:59 
07:01-07:59 
08:01-08:59 
09:01-09:59 


13:01-13:59 
14:01-14:59 
15:01-15:59 
16:01-16:59 
17:01-17:59 
18:01-18:59 
19:01-19:59 
20:01-20:59 
21:01-21:59 
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The Bick 
The Wolk. 
The Eagle “é 
The Thunderer 


Vik 


fof hell bre oose 


10:01-10:59 22:01-22:59 The Phoenix 

11:01-11:59 23:01-23:59 The Tree of Life 

Noon Highsun (The Source) 
Midnight The Void 


The Days: The length of the day is just a fraction of a second 
above 24 hours. There are 7 days in a week. The week begins on 
Sabbath, and comes to a close at the end of Starsday. 


Terran Equivalent SenZar Day 
Sunday Sabbath 
Monday Moonsday 
Tuesday Earthsday 
Wednesday Windsday 
Thursday Watersday 
Friday Firesday 
Saturday Starsday 


Cosmology 


The Weeks: There are 4 weeks in a month. The weeks are 
named for the interactive cycles of the two visible moons, 
Faeyera and Kaldos. 


The Weeks Cycle/Activity of Moons 

Departure Kaldos roams wide of Faeyera 
Reunion Kaldos circles Faeyera once per night 
Courtship Kaldos looms near Faeyera 
Communion Kaldos circles Faeyera twice per night 


The Months: There are 13 months, and these are governed 
by the cycles of the two visible moons, Faeyera and Kaldos. 
Each month lasts for 28 days. Each month corresponds to a 
Zodiacal House and its accompanying Power Sign. 


B Month Zodiacal House Power Sign 
1 Midsummer The Dragon Draciil 
2 Seabreeze The Dolphin Marius 
The Light Giver Polaris 
The Witch Selena 
[Pe Balance Libra 
he Demon Al-Ghil 
The Black Wyrm Wyrmwood 
uy8 “* Bitterwolt e Wolf Warwilf 
ap indsong {\ The Eagle Strattok 
hinderfall Thunderer Arcturus 
Skystorm Phoenix Warhawk 
Jiickening ee of Life Ana-Vril 


5 fall one of Destruction The Void 
The Weirdivg: 4 
Se, # come 


nal month of the final year of an 
d perjod of “balancing” days that readjust 
ptmaldlendar. Becauge the SenZar calendar acknowledges 
irstaveat of the Ag eas being the “0” year, the Weirding 
ocotis after the fi al-day Of Starfall, in the 999th year of the 
During thé9 “‘ingSfcalary” days of the Weirding, all kinds 
e legendary “Nine Evils” are said to roam 
theaW6rld, seeks out the souls of the innocent to carry off to 
the Pit. quakes, plagues, seismic waves, tornadoes, hurri- 
Affes, meteorites, comets, and other such natural disasters rav- 
age the world. The daytime sky becomes as dark as sackcloth, 
and the nighttime skies rain down blood—or so the legends say. 
After the 9th day, the Weirding goes its way and the new Age 
begins. 
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HOUSES & POWER SIGNS 


Zodiacal Houses & Power Signs: The 13 Houses and 
Power Signs of the SenZar Zodiac are directly associated with 
their corresponding months. For instance, if someone is born 
within the month of Midsummer, when the Zodiacal House is 
that of “The Dragon,” then he is considered to be born in “The 
House of The Dragon.” This expression is interchangeable with 
that of being born under “The Sign of The Dragon.” This “sign” 
also corresponds to the “Power Sign” of the Zodiacal House, 
which is the “Draciil” in this case. (The terminology is inter- 
changeable. All that really matters is that the person know in 
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which Phase he was born, and know which House and Power 
Sign correspond to that particular month.) 


The Houses derive their names from the constellations that dom- 
inate the sky during that particular Phase. For instance, in 
Bitterwolf, the 8th month, the constellation of the Wolf domi- 
nates the sky, and thus the 8th House is known as “The Wolf.” 


The Power Sign actually refers to the brightest star within the 
constellation. According to popular belief, the brightest star 
within a constellation is supposed to be the most “powerful” of 
that particular group of stars, and its influence carries over into 
the House that is named for its constellation. 


The Zone Of Destruction: The only exception to this rule 
is that of the 13th House, the Zone of Destruction, and its Power 
Sign, the Void. The Zone was created in the pre-1st Age days 

when the primordial SenZar immortals fought a God War 
amongst themselves, very nearly destroying not only Se 
all creation in the process. The Zone is a region-of deva 
space where a small portion of the Void pro de Sy 3 
rial universe. The Zone forms a partial bee an das around’thé 4 
Silestion Solar System, making space ff : € ‘ire ; i, serilous 
within the SenZar System. Basically/@ 

torus-shaped “ring” around the outé: a: co a 
fields, and it is seen as an ominow tg blackér..~ 
than-black “band” in the night sky: aj 
so to speak. 
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THE ZODIA@A\ 


The following is a guide to the relevant “§ 
ular Zodiacal Houses. Those born in’4 paftieu 

option to play these “strengths” to the hil yyithiath 
ply to ignore it. Remember: “House” ands‘Sign™ 
changeable. Y 


The Dragon: Those born under the Sign of The Dragon-are 
natural-born leaders, confident both in their own powers and 
convictions. 


The Dolphin: Those born under the Dolphin are lovers of 
water, and of all creatures native to the seas. Love, freedom, and 
happiness are their lifeblood. 


The Light Giver: Those born under the auspice of the Light 
Giver are prone to compassion, care, and good will. Enemies of 
oppression, those born under the Sign of the Light Giver very 
often will stop at nothing to see that all things live their lives 
free of the yoke of ignorance, intolerance, prejudice and fear. 


The Witch: It is said that those born under the Sign of the 
Witch are born with an affinity for powerful magicks, Second 
Sight, and all the things of the wild. 


The Balance: Those born under the auspice of the Balance 
are of even temperament, strong character, and firm will. Long 
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life and good health are strong suits of those born under this 
Sign. 


The Demon: Those born under the grim auspice of the 
Demon are of strong, belligerent personalities; always eager to 
spread dissent, discord, and deceit wherever and whenever pos- 
sible. 


The Black Wyrm: Those born of the Black Wyrm are mali- 
cious, of grim demeanor, and sour disposition. It is said that 
those who are born under this inauspicious Sign are as dark and 
twisted in their hearts as the vile star, Wyrmwood, which gov- 
erns them. 


The Wolf: Wanderers, loners, and individuals of extreme will, 
those born under the Sign of the Wolf respect the freedom and 
free will of all living things—and they expect all others to 

ct the same virtues, or else pay the price. 


unto the House of the Eagle are of 


o ke /lgVvers of personal freedom. Very often 
: selves, those born of the Eagle tend to 
ating confine es of civilization; finding their hap- 


unto the House of the 
ate personalities; strong, some- 
sessed of extreme physical vigor. 


ion, and conquest drive those 
iery Phoenix. Conversely, in 
lect of the Phoenix, those born 

é lovers of nature, things wild, and 


Late: Those born unto this House are the 
ers@and caretakers of all things living. To them, all 
éred, and should be treated as such. 


The Zone Of Destruction: Very few will actually admit to 
being born under this Sign, for it is rumored that those who are 
born under the baleful gaze of the Zone of Destruction are born 
unto doom, destruction, and despair. 
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Cosmology 
THE SPHERES The Prime: The Prime contains the world of SenZar, its 


neighboring planets and stars, and, in fact, the entire “normal” 
universe. Sometimes this is referred to as “The Primal Sphere.” 
Everything imaginable—all realities, all spheres—can be 
reached from the Prime, as all things can be reached by primal 
power, of which the Prime itself is ultimately composed. The 
majority of your adventuring career should take place here. 


This is merely a breakdown of the many spheres of existence 
within the framework of the SenZar Cosmology. Getting there, 
of course, is half the fun—but that’s what magick is for. The 
other half is surviving, and the particulars of surviving some of 
the spheres are dealt with in “Creeping Death.” 


The Shadow World (Shadow): Just a bit out of phase 
with the Prime, the Shadow World, or Shadow as it is commonly 
known, coexists with and basically “overlaps” the Prime. 
Shadow touches everywhere that the Prime touches, and travel 
between the two is relatively simple. “The Rim” is the portion of 
oe . Shadow that overlaps the very “edge” of the Prime, and from 
The Astral: Sometimes referred to as “The Spirit Realm,” the beyond that realm of pure chaos originate the horrible Shadow 
Astral touches the Prime at all (or most) places, especially where creatures that make Shadow such a fun place to visit. Much as it 


sentient beings exist, for their “mana” is what perpetuates the sounds, Shadow is a “reflection” of the Prime, and cannot exist 
Astral’s continued existence. Creatures of the Astral are spiritual ithout it. Shadow is sometimes erroneously referred to as the 


and not physical, in nature. Chief among their number-ar€ the 
Deific Gods (see “The Immortal Rules”), thoughéve 


are outnumbered by the various spiritual ents tes that Opulat he Sou Be: Thith ne Positive” source of all magick 
me “tanger Aeleal Teaches, WHEE ward Yea % nit t0 vp ee Said Arnot ¢ SY ate. In fact, if your Power Attribute is less 
allows them to exist in their parasitic/s¥mpatbetic relat Ip 


eee fill instantly die, your soul snuffed perma- 
with all things living. / ra , hick nr more info, 


What’s A Sphere? A Sphere is what most other gaming sys- 
tems would call a “plane.” We employ both terms interchange- 
ably, and we do this because, quite frankly, both terms are equal- 
ly applicable under certain scenarios. 


he @ ~ 


bes) 
The Dream Barrier: This isthe-tMetaphysig¢afbartier yard veokee Hine, pale blae colatsd 
separates the world of SenZar frqm t ofld” of Terra yj natic heey nenacteel $i Sasi would say 
(where most of you are located). ; ty Bical! jinviolats 


“enslave oe 
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, Who jealously guard its secrets. 
beware, lest they find themselves sud- 
y stranded within the Far Side of Shadow. 


Master Warps and Primal Magick et | 
approval). 


The Elemental Spheres: These 
than branches and offshoots (some Ww 

the Prime. The Elemental Spheres are\noeg u : 
but fully integrated, sympathetic spheres.W 


hjé is the “n¢@ative” source of all magick. Same 
Refer 40 “Magicks” for more info. 

e Source an any oid combine metaphysically to form 
e~Primal, whieh, cugously enough, is both all “immortal” 


ued existences to the Prime. There cig five - f a ‘(/T fmazickaLgdergies ad the crux of the Prime itself. Too much 
Elemental Earth, Elemental Fire, Elemental Wat@e £/ ite te (Sourgépor too much negative (Void), and you're dead. 
Air, and Elemental Time (otherwise known as t e Sphere o "Cabins 0, however, and you get nothing but pure primal, 


Time, which quite often is hogged by the Eternals as theifper=_. can make you immortal. 
sonal playground). 

The Far Side Of Shadow: This is where the Eternals 

make their home (see “The Immortal Rules”). Though all known 

realities and spheres are contiguous to this place, both entrance 

and egress are pacted and quite impossible for mortals to divine. 

Immortals, who can safely negotiate the boundaries, know better 


than to go there in the first place, of course. He was pulling a fast one, but I’m faster...(Vain) 


The Pit: Again, this is nothing more than a pocket of the 
Prime. It is, however, a most unpleasant pocket, and not at all a 
fun place to be unless you are high up on the Dark Earth totem 
of power. Chthon makes her home here, and surrounds herself 
with her demonic Pit-hordes. The Pit shares the same sympathet- 
ic existence with the Prime as do the Elemental Spheres. 

Note: It should be noted that both Elemental and Pit creatures 
can be “banished” from the Prime back to their homes, even 
though the fact of the matter is that these are all connected and 


interconnected versions of the same. 


Cosmology 


DEITIES 


In the SenZar System, the deities and so-called “gods” are those 
immortals who have chosen the “Deific God” path of immortali- 
ty. They are worshiped as gods by their followers, yet they are 
not truly “gods” themselves—at least in the classical sense of the 
word. In fact, the Deific Gods act more like parasites, acting as 
the brokers of the raw power that is collected by their Spheres 
from the worship of the gods’ followers. (There is more informa- 
tion on the processes of the Deific Gods in “The Immortal 
Rules.”) 


In any event, we shall list a few examples of deities, their 
respective Codes, and their corresponding Blacklists, breaking 
them down by the races and moral-ethical aspects. 


The Good, The Bad: The two ultimate forces repre: 
“deities” on SenZar are “The Dragon” and its dugké 
side, “Chthon.” 


The Dragon: No mere 
force of the entire planet, a maptal al: e 

senting “The Good Earth,” or all thing go0d rhe meee 1s i 
fact rather neutral-minded, aloof, and Bio mSpeCt to al 


rarely, if ever, “awakens” to “notiée 
%, 


ho serves 
The Dragon, is the closest thing there is to a Ye »»in the 


purview of The Dragon. 


The Dark Earth 


Chthon, The Dark Earth Mother: Unlike her dual- 
aspect counterpart, The Dragon, Chthon is quite active in the 
affairs of the common mortal—and extremely interested in those 
of the immortal. Chthon serves as the Supreme God of Darkness 
to the majority of “evil” races, especially those who populate the 
Midnight Realm. As her dark station permits, Chthon is also the 
absolute ruler of the Pit, the home “plane” of all demons. 


Beliefs & Goals: The religion of the Dark Earth is that of 
fanaticism and zeal, and the ultimate goal of the worshippers is 
to “ascend” unto the Pit, to become an immortal thing of the Pit, 
and eventually to win ultimate favor with Chthon and earn a 
place at the Left Hand of Darkness. 


Secular Structure: The Priest is the paragon of darkness, 
held in an almost fervent awe by all laymen. One Priest will lord 
it over a lesser temple, while a greater temple will be served by 
a full “coven” of 12 Priests and one High Priest. 


Code: Priests of Chthon will serve “The Dark Earth,” whereby 
all things good must be persecuted relentlessly. Those who are 
not amenable to conversion to the Dark Earth must be destroyed 
at all costs. 


Blacklist: All things who serve a Code of “good” are on the 
Blacklist of Chthon. 


Holy Symbol: Though they ultimately derive from the 
“Thon,” the holy symbols of the Dark Earth are manifold, and 
diverse in expression. The Thon is expressed as a three-pronged 
“star” of red and black, which is worn by the “warriors” of the 
Dark Earth. The Arak, or the Sign of Omm, is a grotesque eight- 
legged arachnoid symbol of pure black on black, worn by the 
“spellcasters” of the Dark Earth as a token of their faith or 
imprinted on their person as a tattoo as a token of their zealous- 
ubiquitous “pure” Thon, or Black Blood of the Dark 


plete pantheon for your perusal. 
Panthdon’g pri worshippers are from the 


Silestion and Sélarriraces 


blayer in the great games of the 

she actual “Dragon” of Silesia, the 
at was destroyed by the Death 

the Silestion and Solarr peoples, 

wn destruction, accompanying its wor- 

= it was “reborn” again when its own 
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Phoe fix survi ed ifs 


- § ppers to SepHat wh 
éssente meted wi at of The Dragon. As such, they are one 


andate same eparate entities. 

estion, The Sun: Though they do not actually worship 
the sun, both the Silestions and Solarr pay it homage, as it repre- 
sents the sustainer of all life, and it serves as the cosmic “home” 
of the Phoenix. 


Deific Rank Divine Title & Sphere Of Influence 


Supreme God Warhawk, Supreme God of War 
Greater God  Rynd’R, God of Honor 

Greater God Shy’R, God of Zen 

Greater God Val’a, Goddess of Love, Magick, & the Hunt 
God Mon’L, God of Vigilance 

God Zolt’R, Son of Warhawk 

God Krush’R Blok, God of Destruction 
God Vanth’R, God of the Waters 
Lesser God Silar’a, Goddess of Serenity 

New God Benn’U, the Messenger 

Demigod Shy’R’a, Goddess of Duty 
Godling Tal’a, Goddess of Peace 
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Explanations: As one may plainly see, the “deific rank” of 
the deity has little to do with that deity’s “divine title.” For 
instance, while Silar’a may have the rank of a Lesser God, she is 
indeed known as the Goddess of Serenity. Admittedly, some 
blasphemers may name Silar’a by her rank, instead of her divine 
title, and thus call her “Silar’a, Lesser Goddess of Serenity.” But 
no true worshiper ever would. 


Miscellaneous Non-Human Deities 


The following are listings of deities broken down by race. Not 
all persons of a race may worship the listed deities, of course. 
Some may choose to worship The Dragon, or Chthon, while 
some may choose to worship the deities of another race, or wor- 
ship not at all. The “divine titles” are generic in nature, and 
should not be intended to indicate the “rank” of the deity. 


tll 
Akir: Bor, God of Thunder. Bel, God of Thieves“Morgang 
Goddess of Magick. The Four Winds. Fenrirythé Wesi60d. The 
Frost King. & 


Azaar: The Great Spirit. 


Demonian: Chthon. 
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Goblin: Chthon. Blak, God of B¥god. 
Blogg, God of Strength and Sexual Rrowé 
Ft 
« , s 
Golgothan: Golgoth, God of the Hurit, og 
Kill. Golgotha, Goddess of Skulls. wt 
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K’ryl: The Dragon. Harmony. The Great Spirit. 


Khazak: The Grim Grey Gods. 


Khobold: Chthon. Namo, Supreme God of Magick. C’Saren, 
Supreme God of Magick. Nonak, Supreme God of Magick. 


Mokarr: Chthon. Omm. Chthonius. (While Lord Valthrustra 
and his entire dark brood of Shadar Lords are “worshipped” by 
the Mokarr, they are not Deific Gods, as they have no Sphere to 
call their own. They are, in fact, Material Gods who are merely 
worshipped as gods, yet who neither gain nor grant Primal 
Essence due to their worship.) 


Nazar Ethan: Gabriel. 
Sidhe: The Dragon. The Good Earth. 


Sauran: The Dragon. The Great Spirit. Sluuthgarr, Dragon 
God of the Wastes. 


Cosmology 


Silestion: See “The Phoenix Pantheon.” 
Solarr: See “The Phoenix Pantheon.” 
Starin: The Dragon. The Good Earth. 


T’leel: The Dragon. The Good Earth. Poseidonus, God of the 
Depths. 


Tauran: The Great Spirit. Anu, Lord of Heaven. 
Tygor: The Great Spirit. Myyrrn, Goddess of the Hunt. 
Humans, Monotheism, & Rel 


or, 
The God That Failed 


af Aarins the same deity, or pantheon of 
em do worship Rel, Lord of Light, the 
s theftly “god” who is, or was, Human. 


: é majo 
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et€}ose of th Mori Fourth Age, when the wicked 
ds ruled) the\worldya Human arose to rally the deci- 
avis of Goad agaifigt their dread Shadar masters. 
That Huniaf Was Rel, 4 Mystigiand a Warrior who spoke of the 
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dge dedicated 4 th¢ gobd ofthe common man. Rel and his 
tah a (fot ces Aogether Avithan alliance of Khazak, Starin, and 
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adag’ Words were destegied or banished to the Void, and the 
world was free oftheirgivon grasp. Once things were secured, 
el ascendgg bd yas0 the heavens, leaving his troops and fol- 
gt establigiva new bastion of good. 
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Se*What Happened? The Rellians, filled with new hope, 
immediately established a new city, Arcturus, to act as their reli- 
gious capital. Almost as quickly, the original dogma laid down 
by Rel (by word of mouth) was compiled by his slightly 
overzealous followers into a compendium of holies, called “The 
Good Book.” Rel’s original doctrines of universal harmony, 
peace, and love somehow were “lost in the translation,” and 
replaced with a paranoid, humanocentric view of faith and obe- 
dience. Soon afterwards, the Rellians, turning upon everyone but 
themselves, waged campaign after campaign of cleansing, purg- 
ing, religious fervor; taking it hard to the “impure” (the “‘non- 
Human-looking” races) and “purifying” them in soul-cleansing 
(and body-burning) fire. Fueled by ignorance, prejudice, and 
fear, these “holy wars” soon engrossed the known world, and all 
but a scarce few of its peoples. Eventually, even those Humans 
who could not be converted to Rel (or at least the religion per- 
petuated by his followers) were “blacklisted,” and therefore sub- 
ject to purification. 
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Cosmology 


I’m Confused! So was Rel once he ascended unto the heav- 
ens to become a “‘deific god.” Though his deific patron is 
unknown (some optimistic souls believe that it was The Dragon, 
while some cynics, in light of the horror spread by his followers 
during the Fifth Age and part of the Sixth Age, believe that it 
was Chthon herself!), whoever his patron was did not assist him 
once he became a deific god! There were no “helping hands” as 
there would be in a true pantheon of gods once Rel positioned 
himself in power. He was, in truth, left to his own volition, and 
not even Rel’s legendary wisdom could have prepared him for 
the celestial burdens associated with godhood. 


So What Happened? Once Rel chose to bond to his Sphere 
and assume the mantle of godhood, he was subject to the dic- 
tates of his faith, and his followers. Why? He simply did not 
have the power at hand to do otherwise! He had already laid 
down, at least to the best of his reason, the precepts of faith to be 
held by his followers. He had expected them to stick to them. I 
fact, he had gambled, in a sense, that they would do suelia 
thing. If not, he had reasoned that, as a ane heayould hg 
the power to help them along, guide them gut o 

and back into the Light. But he had neveg be 
dle the task alone; and, as such, the over hy 


became his own in time. Thus, at le i 
faithful made the Faith. 


Beliefs & Goals: The religion of Re at-of fanaticis 

paranoia, and zeal. The ultimate goat! f thegworsitipp 
“ascend” unto the Light, where the rve R¢ 

enly minions for all time. © } 


Secular Structure: The Priest, 
dreaded Inquisitor define the troika of 
Priest will lord it over a temple, while > 
served by a hierarchy of up to 12 Priests and % 
The Great Holy Temple of Rel, which serves a! 
ter of the faith and is located in Arcturus itself, is sti 
college of 144 Priests, 12 High Priests, and the Highfa im- 
self. Dragonslayers are the “questing knights” of Rel, and are 
held in the highest regard by all Rellians. The Inquisitors act as 
the “Thought Police” of Rel, and are feared by all, including the 
Priests, the Dragonslayers, and even other Inquisitors. 


empte will be 
ich Priest. 


Code: Dragonslayers and Priests serve their own twisted ver- 
sion of “The Cause.” This ostensibly has them nobly serving all 
things good, yet they use its sacred ideals only when it suits 
them. In fact, the only precept that they adhere to is that all 
things blasphemous must be persecuted relentlessly (see 
“Blacklist” below). Inquisitors follow a bizarre code of “purifi- 
cation,” whereby all blasphemers must be purified or cleansed 
by consuming fire. Those who are not amenable to conversion to 
the faith must be purified at all costs. 


Blacklist: All things which are blasphemous are on the 
Blacklist of Rel. This includes things of the Pit, undead, crea- 
tures, the forces of other religions, and all creatures, peoples, and 
things who have not sworn by the Great Golden Ankh of Rel to 


on on LO 


uphold the Faith. “Creatures” will be destroyed, and 
“humanoids” will be purified. They tend to cut “Humans” who 
are pagans, blasphemers, or infidels a little “slack,” and only 
“crucify” them on great wooden ankhs. 


Holy Symbol: The holy symbol of Rel is the Great Golden 
Ankh. All faithful must have an ankh on their persons at all 
times. All Priests, Dragonslayers, and Inquisitors must have a 
high quality solid gold one on them at all times. Failure may 
result in purification. 


The Human Race On SenZar 


Diversification: Unlike the majority of the other races on 
SenZar, the Human race has spread to all known climes and 
diversified into various subcultures and city-states. Many schol- 
elieve that this is due to the fact that the “homeworld” of 


is a result of their forme polarization 
% of peir former existence. 


pjudice & Fear: Or, as many scholars tend 
ed hail from a single homeworld, but 
eit forfiet prejudices with them, subsequently 
fi She another intothe current mosaic of subcultures. 
Sinost Humans, despite their widely varying current 
plicty, stil ted |to refér to SenZar as “Nova Eth” 
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Witures: The main Human cultures 
Zara, the Forever City, and her surround- 
ing fands thr¢ outehe Krystallmyst Forest and Mountains; 
tho 4 King ROtath, the City of the Sand Kings, and her sur- 
otind ing des¢fenvirons; those inhabiting Mao-Yen, the Land of 
the Aue ords; and the Free Kingdoms, the intercontinental 
alliance of city-states and nations which are concentrated within 
the tropics and southern hemisphere. There are, of course, many 
Humans spread out throughout the remainder of the known 
world, inhabiting “humanoid” cities, as well as those who are 
“nomads” or “wanderers,” who owe their allegiance to none. 


We have a little fun terrorizing them. (Corad) 
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Surface Cities: The following table will list the major cities 
(those with 100,000 + populations) on the surface of SenZar, 
their approximate early Eighth Age “metro” populations, and the 
racial breakdown of the inhabitants. 


City Population Race 

Zengara 1,000,000 + Human 77%, others 23% 
Petra 1,000,000 + Silestion 95%, others 5% 
Rotath 1,000,000 + Human 95%, others 5% 
Mao Yen 1,000,000 + Human 99%, others 1% 
Arcturus 1,000,000 Human 100% 

Tornharm 500,000 Human 75%, others 25% 
Mordaga 250,000 Human 85%, others 15% 
Thrax 250,000 Human 51%, others 49% 
Morgan’s Port 150,000 Human 33%, others 67% 
Akirak 100,000 Akir 75%, others 25% 


Midnight Realm Cities: The breakdowns are as per above, 
except that only subterranean or subsurface cities are listed (and 
only those of 50,000 or more inhabitants). 


City Population Race 

Kaza Ka 1,000,000 + Khazak 99%, others 1% 
Vash Vala 1,000,000 + Mokarr 75%, others 25% 
Yzztgrash 750,000 Mokarr 75%, others 25% 
Kaza Khandar 250,000 Khazak 95%, others 5% 
Klaandaara 250,000 Khobold 85%, others 15% 
Sslaanathrax 100,000 Mokarr 100% 

Kaza Kro 100,000 Khazak 95%, others 5% 
Atlaan 100,000 T’leel 100% 


“Others”: Who are the “others” in the above listings? Well, 
on the surface, the others may be of any of the remaining races 
who are on friendly or non-inimical terms with the majority 
race. In the Midnight Realm, the others may be any of the 
remaining “subterranean” races, as above, with the possible 
exception of the Mokarr-held cities, wherein the vast majority of 
the “others” are in fact slaves (with either surface or subter- 
ranean origins). 


For Those Not Listed: The majority are quite satisfied in 
maintaining their smaller settlements (such as the Azaar, 
Drakkan, Solar, and Starin just to name a few), and as such are 
not listed because they do not meet the 100,000 minimum for 
population, or they are in fact “nomadic” (like the Sauran) and 
prefer to settle not at all. With the possible exception of the 
100%” exclusive cities (such as Arcturus, where the xenopho- 
bic Rellians make their home, and Sslaanathrax, the Mokarr 
“secret city’), feel free to introduce the other races whenever 
and wherever it is logical. 


Fantus deduces that he is immortal. (Fantus) 
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LANGUAGES 


The world of SenZar abounds with the languages of many differ- 
ent races. Due to its unique “slave-world” origin, SenZar is one of 
the few worlds in known space where so many competing races 
have kept their homeworld’s tongues extant for so long. 


The Persistence Of Language: Language changes over 
time. As a race grows culturally and interacts with other cultures, 
its people tend to pick up new phrases, terminologies, and even 
slang which they then incorporate into their own language. While 
this indeed has occurred on SenZar, the passage of time has not 
seen an overwhelming metamorphosis of the majority of the lan- 
guages. Perhaps this is due to the fact that the majority of the races 
on SenZar were reluctant to give up any shard of identity which 
connected them to their former homeworlds, and thus they kept 
their former languages basically intact down through the long mil- 
lennia. 


“High” & “Common”: There are, of course, some lan- 
guages which have their “High” and “Common” (or, alternately, 
“Low” or “Vulgar’”) varieties. Their basic grammatical structure 
remains essentially the same; progress has not totally altered the 
essence of the language, though it has in some cases changed 
some elements of pronunciation, inflection, and vocabulary. As 
such, it is possible for a speaker of one to understand another, yet 
for full fluency, one must learn the specific “High” or ““Common” 
version. 


Acquiring Languages: There are a lot of different languages 
(as well as some dialects of these languages) used on SenZar. 
Languages are acquired as “Skills” (refer to the “Skills” section 
for more information on this), and are relatively cheap for their 
convenience. So be sure to pick up at least a couple of the major 
ones—especially “Zengaran,” or “Common,” which is the most 
widely spoken language on SenZar. After all, there are times when 
it may be inconvenient, impossible, or downright rude to cheat 
and cast that “Translate” spell. 


SPEAKING IN TONGUES 


Azaar: The Azaar tongue is a most expressive, emotional lan- 
guage. Rhythmic and musical in form, Azaar is traditionally spo- 
ken by “The People of the Trees,” the Azaar, who proudly keep 
the name of their people as the name of their language. 


Typical expressions in Azaar involve the use of causals, or rela- 
tional concepts. For example, words such as “Mojo-Mazumba, ” 
the name of the Azaar great four-handed sword, translates as “The 
great magick of Mazumba”; Mazumba being the legendary Azaar 
warrior who first forged the great four-handed blade. Common 
names of people, places, and things typically are granted in a man- 
ner which directly associates the name with a particularly relevant 
event or desired quality of being; such as the common Azaar name 
“‘Shaqazaar,” which literally translates as “Mighty warrior of the 
People of the Trees”; or “Talashar,” which translates as “The Rite 
of Passage.” Azaar is both spoken and written. 


~<Q ES 


Languages 


Common: “Common” is the generic term for “Common 
Zengaran,” the most commonly used language on SenZar. The 
majority of races who trade with Zengara employ it. Common is 
both spoken and written. 


DarkSpeak: This is the “Common” language of the dwellers 
of the Midnight Realm, much as Zengaran is the Common of the 
surface world. However, unlike Zengaran, DarkSpeak is usually 
spoken only by those who are in league with the Dark Earth. It is 
sibilant and generally unpleasant to hear. There are, however, cer- 
tain aspects of it which lend itself to stunning, surreptitious reve- 
lations, pacts, and dark bargains. DarkSpeak is both spoken and 
written. 


Draciil: The language of the dragons and dragon-kin, Draciil is 
a sibilant, flowing tongue which is difficult for most Humans to 
comprehend. Described by some as sounding “like a snake sizing 
its prey up for dinner,” Draciil ranges from soft, barely audible 
hisses to earthshaking, dinosaur-like roars. Draciil is both spoken 
and written. 


Druus: The forbidden language of the Shadar Lords, Druus is a 
throat-blasting, phoneme-throttling language devoid of subtlety, 
tact, and form. Druus gets right to the point better than any other 
true “language.” There are more ways to say “kill” in Druus than 
in any other known language. While the Mokarr may understand 
this hellish tongue, they are forbidden to speak it. Only those rare 
few who have risen to prominence within the Midnight Realm 
may dare utter Druus. It is rumored that no surface-dwelling mor- 
tal may speak Druus and live. Druus is both spoken and written. 
Due to its relative power (and the fact that most Mokarr cower 
when confronted by those who dare speak it), Druus typically is 
taught only to those who have proven themselves before Chthon 
and the Dark Earth. 


G’rr: The language of the G’rru, G’rr is characterized by vocal 
expression ranging from soft yips to deep, throaty growls. The 
nonverbal portion of G’rr consists of a host of silent body-postur- 
ing movements, eye-to-eye contact, and pheromonal communica- 
tion, which no non-G’rru can truly master save by magickal 
means. G’rr has no written component. 


Galacta: This is the “Common” tongue of Free Space. It is used 
as a common-ground form of verbal and written communication 
by most civilized spacefaring races. Curiously, Galacta resembles 
a variation of Common Zengaran, and as such is readily under- 
stood by speakers of both (though some things may be lost in 
translation). Galacta is both spoken and written. 


Gash: The guttural, fart-noise and grunt-laden tongue of the 
Goblin race, Gash is good only for promoting the most direct vio- 
lent ideas, rapacious thoughts, and unwholesome deeds. Few but 
Goblins ever speak it in public. Gash is both spoken and written 
(but not written very well, mind you). 


Goth: The secret language of the Golgothans, Goth is character- 
ized by serpentine hisses, gnashing chelicerae, and a form of 


clicking not unlike that of an insect, or possibly like that of a ram- 
bunctious dolphin. Goth is never taught to outsiders, on pain of 
death. Goth is both spoken and written. 


Jotun: This is the language of the giants and giant-kin on 
SenZar. It is a harsh, simple, direct tongue; replete with many 
glottal, or throaty, expressions. The written component of this lan- 
guage involves the use of runes, which serve as a fairly efficient 
alphabet. Akir speak and write this tongue. Jotun is both spoken 
and written. 


Kh§Az: The gruff, get-to-the-point tongue of the Khazaks, Khaz 
wastes no time with small-talk. It is gruff, hearty, and as subtle as 
a sledgehammer in delivery. Khaz is both spoken and written. 


Myyrrn: Like G’rr, this form of communication has both ver- 
bal and nonverbal aspects. The verbal aspects may range from soft 
purring sounds to loud roars, while the nonverbal aspects run the 
gamut from body-language to pheromonal communication. The 
nonverbal communication is almost impossible for most other 
races to duplicate without magickal means. Myyrrn has no written 
components. 


Sidhe: This lisping, ethereal tongue is the most ancient language 
on SenZar. Spoken by the “servants of the Good Earth,” Sidhe is 
the “good” equivalent of Druus. Sidhe is both spoken and, rarely, 
written (in silvery, flowing runes). Those who can speak Sidhe 
can communicate, albeit only in the most elemental way, with all 
“normal” creatures of the wild. Due to its relative power, Sidhe is 
typically only taught to those who have proven themselves before 
The Dragon and the Good Earth. 


Silent Speech: Silent Speech is a means of unobtrusive, 
stealthy communication. Surprisingly, both the surface-dwelling 
and Midnight Realm versions resemble one another. As such, 
Silent Speech is one of the few languages that transcends racial 
boundaries. With the exception of a few dialectical variances 
among the different races, it may be fairly well understood by all 
who use it, despite their cultural differences. Silent Speech has no 
true verbal or written components. 


Silesian: This honor-heavy language has two components: 
Common Silesian, or simply “Silesian,” and High Silesian. Both 
are spoken and written. 

Common Silesian: The tongue of the Silestions, 
Common Silesian is rich with battle- and honor-heavy terms. 
Surprisingly, considering the bellicose history of the Silestion 
people, Common Silesian contains an extremely descriptive, 
almost delicate vocabulary. Common Silesian is proudly spoken 
by all Silestions, regardless of personal wealth or station. 

High Silesian: This ancient form of Silesian, spoken 
almost exclusively by the Solarr, is replete with regal, officious 
expressions. Despite that, it is in no way an “effete” tongue, and 
it is spoken with pride by the Solarr. High Silesian has more 
expressions for “snake,” the Solarr’s most hated foe, than any 
other tongue, including Draciil. 
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Sslurr: This slow, ponderous, hissing and grunting language 
resembles a primitive form of Draciil, and one who speaks one 
may understand the other with a fair degree of comprehension. 
This is the language of the Sauran, and it is as constant and 
unchanging as is their proud, but ponderous, wasteland-dwelling 
race. Spoken Sslurr is almost always accompanied by a slow, 
deliberate motion of the speaker’s hands. Sslurr is never written. 


Starin: Starin has two varieties: Common Starin, or simply 
“Starin,” and High Starin. Both are spoken and written. 

Common Starin: This is the common tongue of the 
Starin. It is beautiful, expressive, and almost musical in nature. It 
shares many words with Sidhe, from which it derives a large por- 
tion of its vocabulary. Even the most hateful phrase in Common 
Starin sounds like soft, innocuous music to the uninitiated. 

High Starin: The ancient tongue of the Starin, High 
Starin is spoken only during times of ceremony or lamentation. 
Strangely, it shares a few ancient words with Valayan, though 
these words are rarely understood by those who lack technologi- 
cal experience. 


StreetSpeak: This is the vernacular of the many thieves, goons 
and criminals in Zengara’s Thieves’ Quarters. Expressions such as 
“snife” (to steal; it rhymes with “rife”), “get-acquainted” (a clan- 
destine meeting), and “canvass of black” (a particularly grisly 
assassination) litter this most confusing, jargon-heavy cant. 


T’leel: The musical song-language of the sea-dwelling T’leel, 
this tongue may be used to communicate great distances under- 
water. To the casual listener, T’leel resembles the clicking speech 
of dolphins and the majestic burbles and groans of whales. T’leel 
is spoken, and, surprisingly, has a form of “written” communica- 
tion. This “written” component consists of stylus-impacted 
ideograms, presented very much like musical tablature. 


The Mindtouch: “The Language of the Gods” is the univer- 
sal telepathic speech of the immortals, and as such is normally 
beyond the grasp of most mortals. It is covered in detail in “The 
Immortal Rules.” 


Valayan: Whereas Galacta may rightly be called the “Common 
Speech” of space, Valayan may be called the “High Speech” of the 
spaceways. It is the official tongue of the Valayans, the “Starin” of 
space, and is widely spoken by the upper-crust of the Valayan 
Alliance, as well as by the most elite souls of Free Space. Valayan 
is both spoken and written. 


Zengaran: This is the language of the cosmopolitan metropo- 
lis of Zengara, the Forever City. Zengaran may be broken down 
into two distinct dialects: Common Zengaran, and High Zengaran. 
Both are spoken and written. 

Common Zengaran: A language much like Terran 
English, Zengaran is a constantly growing tongue, evolving new 
phrases, expressions, and idiomatics as the varied cultures and 
subcultures of Zengara incorporate pieces of their own native lan- 
guages into the mainstream. 


Titles & Ranks 


High Zengaran: This lofty, expressive dialect, replete 
with formal-sounding “thees” and “thous,” resembles 
Shakespearean English at its height. It is the preferred means of 
communication among the well educated, the titled, and the rich. 


TITLES & RANKS 


Titles & Ranks in the SenZar System have three common 
progressions: royal, military, and secular. The following are 
examples of but a few of the multitudinous titles and ranks one 
may encounter on the “intergalactic melting pot” world of SenZar. 


Royal Titles: Royal titles either are bestowed upon an individ- 
ual by the ruling body of a country, state, or city-state, or are 
hereditary and passed down from generation to generation. 


Human Silestion Khazak 

Overlord Malakon Ka (The Underking) 
Lord/Lady Prince/Princess Heir to the Throne 
Duke/Duchess Lord/Lady Lord/Lady 
Marquis/Marquise 

Count/Countess 

Viscount/Viscountess 

Baron/Baroness 

Noble (Sir, Madame) 


Royal titles for Humans apply specifically to Zengara and her 
close allies, who when combined represent about one-third to one- 
half of all Humans on SenZar. There are, of course, many varia- 
tions on the theme, and a consultation of any reputable encyclo- 
pedia will provide the interested Creator and Player alike with 
permutations on the royal peerage (such as “emperor,” “sultan,” 
and the like). Royal titles for Humans are not strictly hereditary, 
and may be earned, won, or even bought if the price is right. 


Royal titles for Silestions are almost exclusively hereditary, 
though the title of Malakon may change lineage and bloodlines 
should the old Malakon pass away without an heir, or lose a per- 
sonal combat with a Silestion challenger. Unlike Human titles, 
which may be granted at almost any time to almost any race, 
Silestion titles are rarely granted to non-Silestions. This may be 
due to the fact that the title itself must be “won” through trial of 
combat—and Silestions adhere to extremely high standards so far 
as combat goes. 


The Khazak title of Ka is appointed by a council of the leaders of 
the individual Kazas, or clans, of the Khazak race. After the Ka 
himself (or herself), there is no true “royalty” save that of the lead- 
ers of the Kazas themselves, who are dubbed “Heir to the Throne” 
(if only because, come next Ka-appointment time, they may find 
themselves thrust into his vacant position by their peers). It should 
be noted that the leaders of the individual Kazas are sometimes 
called “Kaza-Ka,” or “leader of the clan.” This is not to be con- 
fused with the term “Khazak-Ka,” or “the leader of the Khazaks,” 
which is the formal appellation for the “Ka.” 
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Titles & Ranks 


Military Ranks: Military ranks are most commonly earned 
through service to a military organization, and are bestowed by a 
stringent system of merit. On SenZar, a modification of the 
Silestion style of military organization has become the most com- 
monly used in the civilized world. This “force unification” came 
about as a result of the confusion from the combining of Human, 
Silestion, and Khazak forces during the Weirding Wars, and has 
since become the common standard for the “good” and “civilized” 
forces. 


Sea Forces Land Forces Special Forces 
Warlord Warlord Warlord 

Lord Lord Lord 

Admiral General Force Commander 
Captain Colonel Team Commander 
Commander Major Strike Commander 
Lieutenant Captain 

Ensign Lieutenant 

Master Chief Sergeant 

Chief Corporal 

Sailor Soldier 


Sea Forces correspond to the Terran version of the Navy, while 
Land Forces correspond to the Terran version of the Army. Special 
Forces encompass the broad spectrum of Sea, Air, and Land 
Forces, somewhat similar to the Terran special forces versions of 
the Marine Force Recon, Army Rangers, and Navy SEALs. The 
Special Forces are the elite of the elite, and their missions may 
range from behind-the-lines reconnaissance, hit-team infiltration 
and termination, to (rarely) front-line shock-troop devastation. 
They normally are recruited from the Sea and Land forces, and 
they retain and progress in their respective Force’s rank until they 
achieve the Commander or Major rank, when they are at last 
“accepted into the fold,” and gain their new Special Forces rank 
(which would be Strike Commander, instead of Commander or 
Major). 


Though the Dark Earth version of the conventional military force 
is anything but conventional (or strictly “military,” either, as 
they’re all practicing religious zealots faithful to Chthon, the Dark 
Earth Mother), it is more appropriate to list them here within the 
military ranks than within the secular ranks—if only because they 
function as the militaristic hand of darkness itself rather than its 
head. 


The Dark Earth Special Forces 
Warlord 


Lord 

First Fang 
Second Fang 
First Talon 
Second Talon 
Third Talon 
Fourth Talon 
Fifth Talon 


The Dark Earth forces base their military organization exclusive- 
ly upon a special forces style of organization. Therefore, what the 
forces of darkness may lack in sheer numbers as opposed to their 


“good” counterparts, they more than compensate for with their 
highly specialized, superior (?) training. 


Military Rank & Level Of Experience: For the Creator 
who wishes to employ a system that plugs a character into a cer- 
tain rank due to his level of experience, feel free to use a “1 rank 
per every 2 levels of experience” guideline for establishing the 
character’s relative military rank (or his relative level if you’re 
doing it backwards, like for some nasty NPC). 

Example: Let’s say that a brand new Shy’R Warrior PC wants to 
stick around Petra (the Silestion capital) and join the Silestion 
Special Forces. Fine, but he must prove himself first in one of the 
“other” services. Let’s say he chooses the Land Forces. If he’s Ist 
level, then he’ll probably be commissioned as a lowly Soldier, and 
he’ll have to work his way up the ranks (at roughly | rank per 
every 2 levels he gains), until he’s ready to join the Big Boys. 
Roughly speaking, he’ll earn his true “Special Forces” rank (as 
“Strike Commander’) when he reaches 10th level or so. 


Secular Titles & Ranks: Secular titles and ranks are 
bestowed by a religious, societal, or magickal organizations. 


Religious Titles & Ranks: 


Church of Rel 


Temple of the Phoenix Temple of the Wyrm 


Highfather Grand Seeker Dark One 
High Priest High Seeker High Priest 
Priest Seeker Priest 
Cardinal Wayfinder Servitor 
Bishop Disciple 
Father Acolyte 
Prelate Initiate 
Brother Chosen 
Societal and Secular Titles & Ranks: 

The Assassins’ Guild The Thieves’ Guild 

The Thin Man The Big Boss 

Master Artist Crime Boss 

Artist Boss 

Producer Master Thief 

Director Thief 


Patron of the Finer Arts Goon (Cutpurse, Burglar, etc.) 


COMBAT!!! 
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Action! When combat is called for by the Creator, the Combat 
Round begins with Phase 1, progresses all the way down to Phase 
10, then loops back over to Phase 1 (if anyone’s still left to fight, 
that is). 


forego the normal route and choose t¢ 


Combat 


Who Goes First? In Phase 1, the character (or bad guy, or 


thing, or whatever) with the highest Speed Attribute goes first— 
followed by everyone else in descending order of Speed. After all 
Action Phases are taken in Phase 1, Phase 2 begins and the 
process is repeated (if the characters have 2 Action Phases, that is; 
otherwise, they have to wait until Phase 1 of t xt Combat 
Round to act). Ties in Speed can be resolved,by rolling*a d20, or 
can indicate simultaneous actions if the Cre 
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The Presence Attack: When your character wants to let 
some Bad Guy know who “The Man” is, he can announce that 
he’s going to spend an Action Phase to launch a Presence Attack. 
The sheer power of the character’s PRE can empower him to tem- 
porarily stun, shock, intimidate, or in rare cases even to break the 
resolve of his opponents. 
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Combat 


Once the character decides to launch the Presence Attack, he usu- 
ally enforces the attack by some display of his fighting prowess; 
by some display of Magick Power; by Ranting & Raving; or sim- 
“announcing” his sheer Presence by simple silence. The 

Hen mustanake a PRE Save. If he fails it, then the vic- 
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mov t of up to xes, while the standard “Human” CMR 
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Note: 1 hex = 2 meters, or just a little over 6 feet (or 10 feet, what- 
ever). We suggest that Movement only be used if the Creator is 
allowing the use of miniatures (and “Hex Paper,” or “Hex 
Diagrams”), and only if the Creator is prepared to deal with the 
frenetics of employing such FRP accouterments. (We must admit 
that we do like to use them ourselves—especially for “mass com- 
bat” scenarios, when it actually helps to “set the scene.”’) 
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Non-Combat Movement: This is the standardized “non- 
combat” movement rate based upon the character’s Combat 
Movement Rate. There are a couple of different factors to consid- 
er when employing the Non-Combat Movement Rate. The first is 
the character’s (or thing’s) CMR for only a single Action Phase 
(no multiple Action Phases, in other words, even if your character 
has them). Once you have this value, simpl tiplyNt by the 
appropriate factors below to determine of rc s Non- 
Combat Movement Rate. 
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CV Note:The CV bonus for high DEX is found on “The Master 
Table.” The character's combat progression (Pro or Semipro) is 
found in the character ’s profession listing. 

Example: A 10th level Dragonslayer who has Pro Combat (+1 
CV per level) and a DEX of 15 (+5 CV Bonus) has a CV, AV, and 
DV of 10 + 5 = 15. Now, if he were armed with a blade which 
added +5 AV and a shield which added +3 DV, he would have a 
CV of 15, an AV of 20, and a DV of 18. Well, let’s explain it a bit 
more: 
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Professional Combat: Characters add + 1 to their CV (both 


AV & DV) every level, beginning at Ist (then at 2nd, 3rd, and so 
on). 
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Combat Modifiers 
ciency ¥, AV, 42 DV; rounded up 


ng Critical Hit#-10 to all CVs until fully healed 
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% AV, rounded up; 0 DV 
DEX Bonus 


Rear DV a Total DV - 
Note: “Fighting Blind” refers to any combat which deprives the 
character of his normal visual capabilities, as well as any involv- 
ing unseen or invisible opponents. 


Combat 


Size, Mass & Combat Values: This is a standardized 
Defensive Value Bonus or Penalty modifier, based upon the some- 
what lazy notion that the majority of creatures in your campaign 
fall within the “Average” range, and that it’s quite a bit easier to 
hit Voom than it is to swat that cute little Nature Spirit. In other 
words, if your Human PC (who’s probably “Average ’) swung at a 
“Large” creature (or PC—some of them can ow t he , then 


that creature would suffer a hefty -2 to its D > “Puny” 
creature just might miss, however, as the cfeatuk ¢ : 
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blow was = titanic, and as auch inflicts 2X Siena damage 
upon the hapless opponent. Also, the victim of a Crit must Save 
vs. Con or the victim will be considered to be “Devastated.” This 
state incurs -10 to all of the victim’s CV Rolls, Skill Rolls, and 
Saves until the damage from that wound is fully healed! 


Critical Hit = 2X normal damage 
Victim of Critical Hit = Save vs. CON or be Devastated 
Devastated Critical Hit = -10 to all CV Rolls, Skill Rolls & 
Saves until damage from wound is fully healed 
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Combat 


The Natural “20”: If the character rolls a natural “20” on the applied as normal, and treated as Stun Damage (the details of 
d20 for his AV roll, then the damage is considered to be the max- which are explained in “Stun Damage ). 
imum possible damage for that type of hit (whether it is a normal 


hit or a Crit Stun Damage = Non-Proficieny penalty to hit; all damage 
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The Dodge: Those attacked may elect to an Action Phase and 
dodge the attack. This is a fully defensive maneuver, and no attack may be 
made while dodging. To succeed, the victim of the attack must state that he 
Sipe ahi penalty to hit; once is dodging before the attack is made on him. (And yes, victims with SPDs 
as much damage as desired lower than their attacker who don’t act until later in the Phase can elect to 
dodge even a much quicker opponent.) Then, the victim must make a Save 
Inflicting Stun Damage: For those times when death is vs. DEX. Success indicates that the attack misses the victim, and that no 
not called for, Stun Damage may be necessary to whip the oppo- _ damage is done. Failure indicates that the victim’s DV should be consid- 
nent into compliance. To cause Stun Damage, the character must red as “0” for that Phase (and this means that the guy swinging at him in 
state his intention to do so before he attacks. Then he must the first place will probably hit him!). 
attack at the standard Non-Proficiency minus. All damage is 


Dodge = Save vs. DEX; failure means DV 0 for that Phase 
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Combat 


Note: Only those with the skill “Acrobatics” can dodge more than The Fumble 
one attack per dodge. (Those with Acrobatics can elect to dodge 
about for an entire Phase. Those without it can dodge only one 
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Damage 


DAMAGE 


THE DAMAGE TABLE 


Total DC Additional Damage 
DC 1 1-6 
DC 2 1-8 
DC 3 1-10 
DC 4 1-12 
DC 5 2-16 
DC 6 2-20 
DC 7 4-40 
DC 8 6-60 
DC 9 8-80 
DC 10 10-100 


To Calculate Damage: First, take the character’s Base 
Damage (found on “The Master Table” across from the appropri- 
ate STR score). Next, apply whatever Damage Class (DC) 
Bonuses there are for the weapon in question (if there are any 
weapons in question). The total of the two amounts is what you 
roll for your damage. 


Damage = Base Damage for STR + Total DC for Weapon 


Example: Mugg, a Warrior with a 15 STR, is using a Great 
Sword in combat. To calculate his damage, take his STR of 15, 
which yields a Base Damage of 2-16. Now add in the Damage 
Class Bonus for the Great Sword, which is a +5 DC, or an addi- 
tional 2-16 points of damage. Add those two values together, and 
you find that Mugg’s 2-16 damage now becomes a mighty 2-16 
+ 2-16 points (or 4-32, or 4d8). 

Great Example: Vash Dokk Deth, a minor Shadar Lord with a 20 
STR, is using a magicked Shadar Steel SoulSword. His STR Base 
Damage is 5-50. He gets a +5 DC for the Great Sword, and anoth- 
er +5 DC for the highly artificed Shadar Steel construction of his 
blade (see “Artificing” and “Exotics” for the specs), for a total of 
+10 DC. Consulting the Damage Table, we find that +10 DC 
yields an additional 10-100 points of damage. Now he’s doing 5- 
50 +10-100, or 15-150! And that’s without considering any 
Criticals he might just land... and without considering the baneful 
effects of the SoulSword itself. 


Rolling The Damage Dice: In the SenZar System, the Base 
Damage of the character based on his STR plus the DC of the 
weapon (as well as any additional DCs for Exotic constructions) 
yields a range of damage. Most of the time, this range is easy to 
roll on the same type of dice (like on all d8s, d10s, or whatever). 
Sometimes, however, this range of damage may involve different 
types of dice (like 2d8 + 2d10), which is just fine, too. Don’t let it 
confuse you—simply roll all the dice that you need to roll in order 
to calculate your damage! 


Damage vs. Armor Protection: Eventually, you will get 
hit for damage. PCs must endure explosive magicks, deceitful 
alchemical devices, raging monsters, and irate foaming-mad 
opponents who want to separate heads from bodies. Once that day 
occurs, simply take the damage, subtract your Armor Protection, 
or AP, from the damage, then subtract the remainder of points 
from your character’s Hit Points. 


Damage - AP = Hit Points of damage taken. 


Stun Damage: This is temporary, non-fatal damage. Simply 
count it as “normal” damage, subtracting it from the Hit Points of 
the victim just like real damage until the victim drops down to 0 
Hit Points or lower. When this occurs from Stun Damage, the vic- 
tim will become unconscious, and will recover from the Stun 
Damage at a special rate. At the end of each minute, the victim 
will regain a number of Hit Points equal to his normal daily Hit 
Point recovery rate (see below). This way, tougher victims (like 
those with higher CONs) will recover faster. If the victim natural- 
ly regenerates quickly, then simply count that rate as the rate of 
recovery. 

Note: At the Creator’ discretion, recovery may take as long or as 
short a time as he wishes. After all, Stun Damage is nothing more 
than a plot device in most cases. Those with the Special Power 
“Toughness” are immune to Stuns. 


Natural Healing: Characters heal naturally at a rate of 1 Hit 
Point per day per point of their Hit Point Bonus (found across 
from the character’s CON Attribute Score on “The Master 
Table”). Even the slowest-healing characters (those with no Hit 
Point Bonus for their CON) will heal 1 Hit Point per day. This will 
occur whether the character is resting or actively questing, pro- 
vided he gets nominal “normal” periods of rest and recuperation. 


Healing Rate = 1 Hit Point per day per point of Hit Point 
Bonus, w/1 Hit Point per day Minimum 


Example: The Hit Point Bonus for a 15 CON is +5 Hit Points per 
level, or simply 5 in this case. Therefore, the character will heal 5 
Hit Points per day. 


Magickal Healing: By magickal means, healing may be 
greatly accelerated. The rate of healing and possible side-effects 
of the magicks employed in healing are dealt with in the individ- 
ual entries for the magicks. There’s really no problem here—as 
long as the character isn’t reduced to “0” Hit Points or below. 
Then, things can get a little interesting. 


On Death’s Door: If your character is unfortunate enough to 
be brought down to 0 or fewer Hit Points, then your character is 
unconscious, dying, and ready to give up the ghost. All CV is 
reduced to “0,” and your character will lose an additional -1 Hit 
Point per Combat Round from shock, trauma, and blood loss until 
someone decides to burn an Action Phase and “bind your 
wounds,” “apply Healing Arts or First Aid,” or “heal” your 
wounds through any number of alchemical, magickal, or mystical 
means. 
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Natural Healing From Below “0”: Natural Healing from 
negative Hit Points is tough. First, the character has to heal natu- 
rally to “0” Hit Points. This takes 1 day per negative Hit Point. 
Only then is the character strong enough to apply his normal rate 
of Natural Healing to his terrible wounds. 


Magickal Healing From Below “0”: No problem, as 
long as the character isn’t “dead.” If he is “dead,” then no amount 
of magickal healing, save for the most powerful spells (like 
Resurrection, or Primal Magicks), will enable him to heal. If he is 
not “dead,” then there’s no problem: Healing magicks will instant- 
ly “bring him around,” and he may proceed as he normally does, 
as long as he has been healed back to | or more Hit Points. 
Note: For game purposes, it can sometimes be interesting to 
impose a “magickal healing hangover” to those who are sudden- 
ly healed up from negative Hit Points back to “normal.” Why? 
Healing is a rush of near-cosmic proportions, especially to those 
who were, a moment before, lingering on Death's Door. Once the 
initial rush has passed, the aches and pains may return, if only in 
“phantom” form. 


Magickal Healing & Lost Limbs: Unless the spell is 
specifically geared to replacing lost limbs, severed appendages, or 
ruined body parts, then magickal healing will not rejuvenate or 
replace the afflicted body part. To replace lost limbs or ruined 
body parts requires Regeneration (see below) or specific magick- 
al healing spells. Although they will restore any and all lost Hit 
Points resulting from the loss of the limb or body part, in effect 
“healing” it to a close but leaving it in its current “ruined” state, 
the “generic” healing spells simply will not replace the lost or 
ruined body parts. 


TOD: The TOD, or “Threshold of Death,” is considered to be 
the number of Hit Points equal to the character’s CON Attribute, 
subtracted from “0.” (That is, a character with a CON of “15” 
would have a TOD of “-15.”) Once this threshold is passed, the 
character is considered to be Dead. 


TOD = number of Hit Points equal to CON, subtracted from 0 


Basal Regeneration: This potent ability allows the character 
to “re-grow” lost limbs, organs, or appendages—provided the 
character’s head is still attached to his body. Basal Regeneration 
does not leave behind scars, though it does leave behind a slight- 
ly discolored or rough-textured area where the healing took place. 
Note: “Basal Regeneration,”’ which some races possess, wont 
help once the TOD is passed. 


True Regeneration: True Regeneration (and its bigger broth- 
ers, Super and Hyper Regeneration) is an ability that allows the 
character to heal any and all physical damage without scars, and 
heal damage much more quickly than Basal Regeneration. True 
Regeneration will even heal the character back from beyond the 
“TOD,” provided that his head is still attached to his neck. There is, 
however, a limit beyond which not even True, Super, and Hyper 
Regeneration will work, and this limit is equal to a negative Hit Point 
number equal to the character’s full, normal Hit Points. 


Surprise 


True Regeneration Limit = number of Hit Points equal to total 
normal Hit Points, subtracted from 0 


Resurrection: This is possible as long as the body has not gone to 
a negative Hit Point value equal to the victim’s normal total Hit Points 
(as per True Regeneration above). The 9th Order Divine Magick 
spell, “Resurrection,” and any Primal Magicks can resurrect a char- 
acter who has died. The one small catch with the spell, 
“Resurrection, however, is that no more than 24 hours must have 
passed since the character passed on (that, and a few more “catches” 
having to do with the repayment for the spell). With Primal Magicks, 
almost anything is possible, and there is no 24 hour limitation. 
(Immortals who die, however, usually are gone forever; see “The 
Immortal Rules” for more information.) 


Beyond TOD: If your character passes the TOD, or has his head 
removed from his neck, then he’ll die. Should this occur, the charac- 
ter has little recourse but to give up the ghost. Unless, of course, the 
character has friends who can provide for his alchemical, magickal, 
or mystical resurrection. 


“Hey! This Guy Stinks!” Should there be no means to instant- 
ly resurrect the character, it is always possible to lug the dearly 
departed about until such means can be found. Normally, the dead 
have a 24 hour window of time before their souls reach the point of 
no return, and must seek out their eternal (or infernal) rewards. This 
barrier is nigh-inviolable, save by means of Primal Magicks. 


Random Damage: For “random damage” resulting from mun- 
dane items or events (such as burning oil and falling), please refer to 
the “Random Damage” section in “The Marketplace,” after the 
“Weapons” section. 


SURPRISE (YOU’RE DEAD...) 


Surprise: This occurs when the victim is caught off-guard by an 
attack. Victims who are Surprised must forfeit their first Action Phase 
of the Combat Round. Their “Action Phase” transforms into a 
“Surprise Phase.” During this time, the victim’s AV and DV are 
considered to be “0.” No action can be taken during this time. Also, 
and most unfortunately, any Save that the victim must make during 
the Surprise Phase is considered to be at a hefty -10. 


Surprise Effects On Victim 
Forfeits Ist Action Phase of Combat Round 
AV/DV = 0 
All Saves during Surprise Phase at -10 


Note: If you're lucky enough to have a “percentile” Save, such as 
you'd get with an attribute of “20” or higher, then you’re only at 
a “-10%” during your surprise. For those with a Power Attribute 
of “100” (those with a “n/a” for their Power Save, in other 
words), there is no penalty to the Power Save during surprise. 
Surprise will not reduce your Power Save—certain magicks such 
as “Piercing,” however, will. This works the same for those with 
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Surprise 


Attributes of “100”—they’re so bad, not even Surprise can affect 
them. 


Conditions: Surprise can be generated at any time prior to 
Phase One of the Combat Round—and sometimes even during the 
Combat Round, if the character is good enough to attempt it. 
Skills such as “Ambush,” “Stealth,” and “Quickdraw” can gener- 
ate Surprise (and so can many other situations, if the Player is 
clever enough to conceive of them, and the Creator is willing to 
bend the rules a bit). The Conditions of Surprise are regulated by 
the “Skill vs.” Rolls specific to the skills in question, and the pro- 
cedures for these are outlined in the “Skills” section—but we’ve 
still provided a handy table for your convenience: 


Ambush 

Camouflage Skill Roll vs. PER 

Detection Skill Roll vs. Skill Roll 

Traps Skill Roll vs. PER 

Quickdraw 

Zen Quickdraw Skill Roll vs. SPD 

Quickdraw as above, at Creator’s discretion 
Stealth 


“Attack” version Skill Roll vs. PER 


“Encounter” Surprise: Surprise also can be generated dur- 
ing an actual “Encounter” with another PC, NPC, or Monster. This 
may be generated at the moment one party meets another. 
Generally speaking, if neither group (or multiple groups, if more 
than two parties are involved) is actually trying to Surprise the 
other (by means of Stealth, Ambush, or whatever), then both 
groups are operating under a “Free Encounter” Surprise situa- 
tion—and this is when the Creator gets to have a little fun. 


The “Free Encounter: The Creator has a few choices here. 
Prior to the actual Free Encounter, the Creator can gauge whether 
or not one party has the chance to detect the other party. For 
instance, if one party (or both) is being loud, obnoxious, or gen- 
erally carefree, then feel free to allow the other party a Save vs. 
PER to detect them. 


If both parties actually stumble into one another (and have not 
attempted Stealth or an Ambush), then feel free to call for a Save 
vs. SPD from each and every PC, NPC, and Monster involved to 
determine who is not operating under a Surprise condition. If 
actual combat begins at this point, then those who have failed this 
Save will forfeit their first Action Phase of that Combat Round. 
Those who have made their Save may act freely. 

Note: These Saves and their consequences only apply to those 
occasions when neither party has attempted to actively Surprise 
the other. 


Surprise During Combat: Surprise can actually occur dur- 
ing the Combat Round if the character is able to pull it off. 
Stealthy characters can attempt to ply their skills during heated 
combat; certain martial arts disciplines (like “Quickdraw” and 


“Spinning Backfist”) also allow a “one-shot” attempt at a Surprise 
attack. 


When and if this occurs, the victim of the Surprise does not lose 
an Action Phase (as he would under other Surprise Conditions). 
The victim also does not lose any CV or Save ability as far as 
everyone else is concerned. However, the victim is considered to 
be at “0” with all of his CV rolls and at -10 to all of his Saves as 
far as the character actually initiating the Surprise is concerned! 
The character who gains this “Combat Surprise” is allowed 1 
Action Phase to attack the surprised victim. After that, the victim 
has “caught on” to the attacker, and will operate at full CV and 
Save capacity until or unless he is Surprised again. 


Surprise During Sleep: All Saves and any applicable Skill 
Rolls are considered to be at -10 when the character is asleep. The 
standard Surprise scenario still applies, even to sleeping charac- 
ters. (They are able to act normally in Phase 2 of the Combat 
Round if surprised, in other words.) 


Phasing-in & Surprise: A standard bonus of +4 is added 
to all Stealth and Surprise-type maneuvers when phasing-in from 
one plane to another. This will only be void if the intended vic- 
tim can see or is somehow aware of the extraplanar sneak. 


Other Modifiers To Surprise: Though it’s generally best 
to let the die rolls themselves determine the outcome of a sur- 
prise encounter, the Creator has free reign to add a few pluses to 
a roll here and there due to “conditional variables.” We suggest 
anywhere from a +4 to a -4. Really. 


Master Teal goes into town and does not return. Find out that he 
has been assassinated with his own index fingers. They’re poked 
all the way into his eyes. I’ve gotta learn how to do that... 


(Sprunge) 
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An Example Of Combat 


The Participants: Esau St. Judas, 10th level Rellian 
Dragonslayer, and Darklens, 10th level Sentinel. 


Other Considerations: For purposes of this example, we 
will refrain from such things as CMR and other such hex-type 
gaming considerations, which would only serve to confuse the 
non-hex gamers out there. Also, neither combatant is surprised. 


Combat Stats: 


Esau St. Judas Darklens 
SPD 12 11 
Action Phases 3 3 
STR 15 15 
DEX 12 12 
CON 12 12 
AP 10 10 
Hit Points 120 120 
AV 12 12 
DV 12 12 
Bonuses +3 to AV +5to DV 


Combat Round 1 


Phase 1: Esau St. Judas, 10th level Rellian Dragonslayer, and 
Darklens, the10th level Sentinel, declare death upon one another. 
The one with the highest SPD goes first, and that’s Esau St. Judas 
(SPD = 12). 

Esau: Esau decides to Quickdraw his mighty 2-handed Great 
Sword and take a head-cut at Darklens. Esau draws and can attack 
with no penalties in this very same Phase. His DEX is 12, his 
blade is artificed to +3 AV, and he’s 10th level; therefore, Esau has 
an AV of 15. Darklens, though evenly matched in level and DEX, 
has a suit of Full Battle Armor, which has been artificed to add +5 
DV. This yields Darklens a total DV of 17. He decides to “take” 
the blow, trusting that his DV of 17 will make it too difficult for 
Esau to properly injure him. We now have an AV of 15 vs. a DV 
of 17, which means that Esau must roll a 12 or higher to land a 
normal hit, and a 22 or higher to land a Crit. Esau rolls a very high 
16 on a d20, and smiles as he lands a “normal” hit on Darklens 
(who maybe should have parried or dodged). Esau has a STR 
Base damage bonus of 2-16 for his 15 STR, and an additional +5 
DC, or 2-16 points, for his blade, which brings us to a total of 2d8 
+ 2d8, or 4d8. Esau rolls 4d8, with a result of 24 points of dam- 
age. Darklens has an AP of 10 due to his Armor, and thus takes 
only 14 Hit Points of damage. 

Darklens: Abandoning the thought of casting a spell now that 
he’d actually have to roll a WILL Save to do so, Darklens reflex- 
ively Zen Quickdraws his own stolen Rellian Great Blade, and 
pits his AV of 12 against Esau’s DV of 12. He rolls a 2 on his d20, 
and is taunted by the gods’ mocking laughter—auntil he decides to 
burn a Fate Point, and instantly and magickally transform his 
pathetic 2 to a perfect 20. It doesn’t take a moment to calculate 
that a perfect 20, at least in this AV of 12 vs. a DV of 12 case is 
concerned, is a Maximum Critical Hit, which inflicts the maxi- 
mum possible damage. An evil reflection of Esau, Darklens 
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inflicts 4d8, or 32 points of damage. And that’s without the 2X 
multiple for the Crit, which brings the damage up to 64 points! 
Yes, Esau’s massive Full Battle Armor absorbs 10 points, but he 
still takes 54 Hit Points of damage, and must roll and make a Save 
vs. CON to see if he resists the debilitating effects of the Critical 
Hit! He fails, and must burn a Fate Point himself to “make” his 
roll, and thus stave off the death-dealing effects of the Crit. 
SitRep: Esau has 66 Hit Points. Darklens has 106. 


Phase 2: Esau decides that a dodge might be in order, if only 
because Darklens keeps burning Fate Points, so he cedes the 
action to Darklens, who predictably swings all-out. Esau is forced 
to make a Save vs, DEX in order to dodge the attack. He makes 
his Save, narrowly dodges the blow, and takes no damage—for 
now. 

SitRep: Hit Points still the same. It should be noted that it does 
not matter what Darklens’ AV roll is, since Esau dodged success- 
fully (and even a Crit can’t hurt if it doesn’t hit). If Darklens 
burned a Fate Point to modify his roll, then the Creator has the 
option of immediately returning it to him, keeping it until (and if) 
Esau offs Darklens and claims his Fate Points as a reward, or sim- 
ply letting him waste a valuable Fate Point for nothing. Your call, 
Creators. 


Phase 3: Esau and Darklens stare hatefully at one another. Esau 
swears a mighty oath by Rel, and Darklens replies to this blas- 
phemy of all things evil by swearing an equally mighty oath to 
Chthon. At SPD 12, Esau swings, misses horribly with a natural 2 
on his d20. Strangely, he decides to burn no Fate Points to modi- 
fy his roll. Darklens, however, is bent upon destroying Esau—no 
matter the cost—and once SPD 11 rolls around, he successfully 
Quickdraws the specially prepared soulgem he’s had made just for 
this occasion (the soulgem emblazoned with Esau’s thrice- 
bartered Truename, of course), and he quickly employs the soul- 
gem to capture Esau’s soul. Truly, Chthon will be pleased... 
SitRep: Cheaters always prosper. Well, almost always... 


Nathrak accompanies Steele and I to the Nameless to retrieve 
my things. Upon our arrival, Chthon calls for four other Demon 
Lords. Nathrak casually uses Chthon's True Name, and we get 
what we want and leave. (Rachel) 


Chthon sentences Steele to the Nameless for 10 years. Ha ha ha. 
That's what he gets for thinking he was better than Vain! (Vain) 


We go back to Nathrak. Steele is dead? Ha ha ha ha ha ha. 
Nathrak has Steele's soulgem. He makes Rachel eat it! I get pro- 
moted. (Vain) 
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The Marketplace 


(see “Ammunition” in “Weapons”) 


Prices may vary somewhat from place to place and from time to Armor 
time (typical “supply and demand”), but the prices listed are the (see “Armor”) 
“fair market values” for the items (the FMV), and typically are 


adhered to throughout the world’s many marketplaces. 


Clothing 
Here’s the “Money” table again: 
Description FMV 
Coin Value Composition Cheap 1 Led per normal outfit 
Led 1/100 Lead, Iron composite Common 1 Kop per normal outfit 
Kop 1/10 Copper, Bronze Well-to-do 1 Star per normal outfit 
Star 1 Silver Noble 10 Stars per normal outfit 
Crown 10 Gold Rich 100 Stars per normal outfit 
Eagle 100 Platinum Filthy, Stinking Rich 1,000 Stars per normal outfit 
Black Pearls 1,000 w/seal of Zengara 
Black Diamonds 10,000 w/seal of Zengara Hoard Containers 
One Standard Ingot = 100 pieces of metal Pies : 
One Standard Bar = fii plas of metal Description Capacity FMV 
Scroll Case 1 scroll 10 Stars 
Map Case 10 maps 10 Stars 
° Cask 1 gallon 1 Star 
Adventuring Gear Barrel, small 20 gallons 10 Stars 
Barrel, medium 40 gallons 25 Stars 
Description FMV Barrel, large 120 gallons 50 Stars 
Standard Lockpicks 100 Stars per set Small Pouch 1 pound 1 Kop 
Lock, standard 10 Stars Medium Pouch 5 pounds 5 Kops 
Disguise Kit 100 Stars Large Pouch 10 pounds 1 Star 
Writing Kit, 100 pages 10 Stars Sack 100 pounds 1 Star 
Smith’s Tools 100 Stars Backpack 100 pounds 10 Stars 
Jeweler’s Tools 100 Stars Quiver, short 20 short arrows 10 Stars 
Candle 1 Led or bolts 
Torch 1 Led Quiver, long 10 long arrows 10 Stars 
Lantern 10 Stars Skin, small 1 gallon 1 Star 
Oil, pint 1 Star Skin, large 2 gallons 2 Stars 
Tinder Box 1 Star Coffer 1 pound 10 Stars 
Rope, 100’ 1 Star Chest, small 10 pounds 25 Stars 
Spikes, iron 1 Kop each Chest, large 100 pounds 50 Stars 
Iron Grapnel 5 Kops Chest, treasure 500 pounds 100 Stars 
Crowbar 5 Stars Bandolier, Alchemical 10 vials 100 Stars 
Pick 10 Stars Grenade, Alch. (empty) 3 doses 100 Stars 
Shovel 10 Stars Vial, Alchemical (empty) 1 dose 10 Stars 
Mallet 5 Stars 
a a =e per foot Magick Items 
irror, meta ar ey er 
Mirror, glass 10 Stars ee eRe a) 
Sleeping Mat 1 Star 
Tent 10 Stars per person capacity 
Spy Glass 100 Stars per 1X Mag 
Rations 1 Star per day 
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Alchemical Goodies 
(see “Alchemy” in “Magicks”) 
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Musical Instruments 


Description FMV 
Pipes 1 Star 
Flute 1 Star 
Chime 1 Star 
Drums 5 Stars 
Horn 10 Stars 
Lute 50 Stars 
Guitar 100 Stars 
Harp 100 Stars 
Harpsichord 500 Stars 
Piano 1,000 Stars 
Azaar Double-Neck 1,000 Stars 
7-String 1,000 Stars 


Room & Board 


Description FMV 


Lowlife 1 Kop per night, per person 
Common 1 Star per night, per person 
Ritzy 10 Stars per night, per person 


Siege Weapons/Ships 
(see “Weapons of Mass Destruction”) 


Transportation 


Description Capacity CMR FMV 
Mule 250 pounds 3 100 Stars 
Draft Horse 250 pounds 3 100 Stars 
Riding Horse 300 pounds 8 250 Stars 
Warhorse 500 pounds 9 500 Stars 
Akir Warhorse 1,000 pounds’ 10 1,000 Stars 
Cart 500 pounds 10 Stars 
Wagon, small 2500 pounds 250 Stars 
Wagon, large 5,000 pounds 500 Stars 
Boat, small 500 pounds 10 Stars 
Boat, small sail 1,000 pounds 50 Stars 
Yacht, small 5,000 pounds 1,000 Stars 
Yacht, large 25,000 pounds 10,000 Stars 


The FMV of the horses and such includes tack and harness. The 
CMR of the boats depends upon the wind and conditions. The 
CMR of the land conveyances is variable, depending on what’s 
pulling it. The CMR for the horses is based upon a “combat” sit- 
uation, typically at a | Action Phase per Combat Round move- 
ment. Feel free to improvise with any non-combat “MPH” rates 
and/or CMRs. 


Venoms & Poisons 
(see “Venoms, Poisons & Radiations”’) 


Weapons 
(see “Weapons”) 


The Marketplace 


Fair Market Values For Exotics 


Following the entry for the particular Exotic, we have provided 
the fair market value for a single Coin’s worth of the Exotic, and 
for a single Ingot of the Exotic. As always, the standard is based 
upon the Zengaran Silver Star. For multiple Coins or Ingots (or 
Bars or Blocks) of the Exotic, simply multiply the 1 Coin Value 
of the Exotic by the appropriate factor. 


Exotic FMV 1Coin FMV 1 Ingot 
Adamant 250 25,000 
Alganor 750 75,000 
Arru 2,500 250,000 
Black Moonlight 500 50,000 
Borazon 500 50,000 
Gravidium 1,000 100,000 
Ironwood 100 10,000 
Krystallor 1,000 100,000 
Mysta 2,500 250,000 
Obsidium 1,000 100,000 
Omnium 1,000 100,000 
Orikalk 750 75,000 
Shadar Steel 5,000 500,000 
Shiril 750 75,000 
Silversteel 2,500 250,000 
Solara 1,000 100,000 
Supremium 5,000 500,000 
Ultima 1,000 100,000 
Urru 2,500 250,000 
V-Steel 1,000 100,000 
Valnog 1,000 100,000 
Vermix 1,000 100,000 
Vibrazyne 2,500 250,000 
Vibrum 2,500 250,000 
Zidrae 1,000 100,000 
Zulzak 1,000 100,000 
Zynsh 5,000 500,000 


Note: The Zynsh values are per color. Multiple colors will yield 
multiple values (any 2 colors together will yield 10,000 per coin, 
while any 3 colors will yield 15,000 per coin, etc.). If all 9 colors 
are combined into the full mega-alloy, then multiply the value 
X10. 


Power Stones FMV 1 Carat 
Sunstone 10 
Moonstone 50 

Starstone 100 
Bloodstone 250., 
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WEAPONS 


Weapons in the SenZar System range from the potent “racial” 
weapons that are found nowhere else to the semi-mundane 
“conventional” weapons that are commonplace in just about every 
FRP game out there. Additionally, due to the SenZar System’s 
unique setting, we’ve included some “high-tech” weapons just to 
round things out. (Yes, it’s possible that one day your PC may just 
stumble onto some alien blaster in some dragon’s treasure hoard. 
There are a lot of “Techno-Toys” circulating around out there, 
thanks to SenZar’s ancient intergalactic origins and current ties.) 


Human & Non-Human Weapons: In truth, the “racial” 
weapons are weapons that are commonly employed by the “non- 
human” races, while the “conventional” ones are specific to semi- 
mundane humans everywhere. This does not mean that the con- 
ventional weapons are inferior. Not in the least. They do their job 
just as well as any of the racial weapons. And this does not mean 
that humans cannot employ any of the racially specific weapons, 
and vice versa. We merely separated them to emphasize the real- 
ly good weaponry from the generic weaponry. 


TOTAL DC 


Total DC Damage Bonus 
DC 1 1-6 
DC 2 1-8 
DC 3 1-10 
DC 4 1-12 
DC5 2-16 
DC 6 2-20 
DC 7 4-40 
DC 8 6-60 
DC 9 8-80 
DC 10 10-100 


DC: This is the standard Damage Class associated with the 
weapon. It typically ranges from 1 to 5, with the higher values 
being relegated to the realm of the artificed weapon. In fact, the 
DC is considered to be for the “standard weapon design,” or the 
damage potential of that particular weapon based upon a compos- 
ite function of its blade, point, or impact design; its mass; and its 
general effectiveness in dealing out death and destruction. 
Artificed weapons will add their DC, if applicable, to the DC of 
the weapon itself. “Standard” weapons are made of steel, iron, 
bone, wood, etc., and/or whatever’s appropriate to the weapon. 


Base Damage (For Bows): Some conventional weapons, 
such as the crossbow and the bows (and the majority of the tech- 
nological weapons) do not receive any DC. Instead, they receive 
a fixed, standard Base Damage. This standard is based upon the 
fact that the conventional weapon is constructed in such a way 
that the character’s own STR has nothing to do with the damage 
potential of the weapon. A character with a STR of 10 and one 
with a STR of 20 will cause the same damage with a “conven- 
tional” crossbow or a bow. The damage they do is “fixed” by the 


construction of the weapon. And while the weaker character may 
just barely be able to pull a conventional long bow and use it 
effectively, the stronger one won’t get any extra damage from it 
simply because he can bend it like taffy. They’ll both do the same 
damage with it, if only because there’s only so much “pull” one 
can get from the conventional long bow before breaking it—and 
the Base Damage is fixed at the optimum “pull” of the conven- 
tional or standard weapon. 


Modifying Base Damage: The “fixed” Base Damage can be 
modified by items of superior construction (such as artificed 
crossbows or bows), or by “customizing” the bow or bow-type 
weapons to one’s STR, which will replace the Base Damage of the 
weapon with the character’s own Base Damage based on his STR. 


Calculating Total DC For Artificed Bows: Since the 
Base Damage is “fixed” at a standard range that already takes into 
account the “standard” ammunition used with that weapon, dam- 
age for artificed bows and crossbows is calculated by adding any 
DCs for the Weapon itself to any DCs for the ammunition used. 
There is no “+1 DC” for the different types of standard ammuni- 
tion, because this is already calculated into the Base Damage of 
the weapon. 

Example: A Mojolo-Mazumba has a Base Damage of 2-24. Any 
standard arrows fired from the bow will cause 2-24 points of dam- 
age. Now, if the bow itself is artificed, simply add in its DC, if 
any, to calculate the new range of damage. Let’s say that the 
Mojolo-Mazumba is made of Zidrae, and has been artificed up to 
a DC of 5. This will add an additional 2-16 points of damage to 
the possible range of damage (for 2d12+2d8 range). If any arti- 
ficed ammunition were used, like a similarly enchanted Zidrae 
arrow, then an additional DC of 5 would be added to the weapon’s 
own Zidrae-enhanced DC of 5, for a total DC of 10. This would 
yield a range of 2-24 for the Mojolo-Mazumba’s natural Base 
Damage range, plus the damage range for DC 10 (5-50), for a total 
range of damage equal to 2-24+5-50 (2d12+5d10)! 


The +10 DC Ceiling: Technically, one could obtain a +10 
DC bow and a +10 DC arrow, or any combination adding up to 
more than +10 DC, and then where would one be? +20DC? Off 
the charts? No. The ceiling is a total bonus of +10 DC, and no 
mortally artificed combination of bow/arrow will shatter this bar- 
rier! If for some reason you get a total of more than 10 between 
the two items, then simply stop it at 10, and add no more damage. 
Before you scream, however, please note that you will receive the 
most beneficial combination of “powers” which have been arti- 
ficed into arrow and bow. An example would be the Zidrae bow 
and arrows from above, enchanted to +6 DC each, with the bow 
being “impact” and the arrows being enchanted with “Death’s 
Hand.” When the arrow strikes its victim, it’ll do its normal X2, 
X3 damage from the “impact,” and then it’ll inflict its Death’s 
Hand upon the victim. Some combinations can be extremely inter- 
esting, and can make up almost entirely for truncating the damage 
at +10! 


Bow/Arrow DC Ceiling = +10 DC 
Can Combine Good Artificing Powers w/ any Bow/Arrow 


~~ 


Customizing Bows: Bows and crossbows can be customized 
such that the character’s own Base Damage (due to his STR) can 
be applied to the bow. Customizing bows or crossbows takes the 
efforts of a “Master” Bowyer, and they charge 10X the normal 
cost of the weapon to work their craft. Once accomplished, this 
mastercraft gears the weapon to the character’s STR, granting him 
the full measure of his own Base Damage to the weapon, but mak- 
ing the use of the weapon impossible for someone of a lesser STR. 
This is beneficial only if the character’s own Base Damage is 
superior to the Base Damage of the weapon. 

Example: A long bow has a Base Damage of 1-12 points. This is 
equivalent to the Base Damage of a character with a 14 STR. Let’s 
imagine that a PC with a 15 STR wants to get a long bow fash- 
ioned to accommodate his superior strength. He’ll have to find a 
Master Bowyer (refer to the “Skills” section for more info), and 
he’ll have to pay him 10X the normal cost of the weapon in order 
to have his custom bow fashioned. Once the deal is done, and the 
Bowyer is successful (yes, he may still have to make his Skill Roll 
in order to craft the new weapon), the PC can now enjoy a cus- 
tomized long bow that will do his own STR Base Damage, or 2- 
16 points, rather than 1-12. 


What’s The Catch? Customizing bows or crossbows only 
works up to a STR of 20—at least as long as “normal” materials 
are used. With Exotics, however, there are no limits to customiza- 
tion (except for the STR of the character using the bow, of 
course). 


Cost: On the Weapons Table, this stands for the standard 
exchange value, in Zengaran Silver Stars, for the weapon. Cost is 
not based upon the DC of the weapon. Instead, it is based upon 
supply and demand, as well as the relative quality of the weapon. 
Some weapons, such as the Azaar Mojo-Mazumba and the 
Silestion Honor Blade are not normally bought and sold. The 
Mojo-Mazumba is won after a difficult rite of passage, while the 
Silestion Honor Blade is the symbol of honor for a particular 
Silestion family or person. However, there is a market for any- 
thing, if one can find it. That’s why we’ve included some sug- 
gested prices for the “rare” weapons; just in case your PC likes to 
prowl around and hunt for good deals on the black market, or 
fence his own ill-gotten booty. 


Cost Of Exotic Weapons: There are 2 methods for deter- 
mining this. The first, or “the correct way,” is as follows: This 
equals the base cost of the Exotic materials needed to manufacture 
the weapon, plus the base cost of the weapon itself. 

Example: A Borazon Akir Grim Sword would cost 51,000 Stars. 
The base cost of the 1 Ingot of Borazon needed to manufacture the 
blade equals 50,000. The base cost of the weapon itself is 1,000. 
Add the two together to get 51,000. 

Great Example: A Supremium Mojo-Mazumba would cost 
505,000. The base cost of the 1 Ingot of Supremium needed to 
manufacture the blade equals 500,000. The base cost of the 
weapon itself is 5,000. Add the two up and you get 505,000. 
Note: The FMV, or cost, of Exotics is dealt with in “The 
Marketplace.” Also, these values are without considering any 
artificing costs. 


Weapons 


Method two, or “the quick and lazy way,” simply uses the base 
cost of the Exotics in the weapons themselves. We suggest that the 
first, or the correct, method be employed when the character is 
actually having a weapon constructed, or made; that the second, 
or lazy, method be employed when you’re dealing with Loot that 
the PC has found, and is selling off. 


The Racial Weapons 


Weapon DC FMV 
Akir Great Axe 4 750 
Akir Grim Sword 5 1,000 
Akir Warhammer 5 1,000 
Azaar Double Daggers 2 250 
Azaar 4-Handed Bow 

(Mojolo-Mazumba) Base 2-24 1,000 
Azaar 4-Handed Sword 

(Mojo-Mazumba) 5 5,000+ 
Demonian Hate Fang 5 5,000+ 
Demonian CruciCesti 2 1,000 
Demonian Death Spiker Base 2-16 1,000 
Drakkan Flying Claws 1 50 
Drakkan Fyst 5 750 
Drakkan Razor Wings 2 500 
Goblin Skullcracker 4 250 
Golgothan Blood Disk 3 5,000 
Golgothan CruciNet 3 5,000 
Golgothan Punisher 5 5,000+ 
Golgothan Power Lance 4 5,000+ 
K’ryl Stun Sphere 3-30 Stun Dmg. 250 
Khazak Great Axe 5 10,000+ 
Khazak Silverblade 5 1,000 
Khazak Spiked Shield 2 100 
Khazak Trollhammer 5 1,000 
Mokarr Blackblade 4 1,000 
Mokarr Blackstar 1 100 
Mokarr Handbow Base 2-16 1,000 
Mokarr Heartseeker 1 2,500 
Mokarr Submission Snare 5-50 Stun Dmg. 2,500 
Nazar Ethan Grimfang 5 5,000+ 
Sauran War Whip 3 1,000 
Sauran War Club 4 500 
Sauran War Rasp 5 1,000 
Silestion Double-Sun Staff 3 500 
Silestion Honor Blade 5 10,000+ 
Silestion Phoenix Claws 2 500 
Silestion Punch Daggers 2 500 
Silestion Sun Bow Base 2-16 500 
Silestion Sun Sword 4 1,000 
Silestion War Fists Z 500 
Silestion War Harness 1 1,000 
Solarr Star Javelin 3 500 
Solarr Snake Skinner 4 750 
Starin Shining Sword 5 10,000+ 
Starin Sylvan Bow Base 2-20 2,500 
T’leel Trident 4 1,000 
Tygor Chukra 2 250 
Tygor Klaw 5 1,000 
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Weapons 
Explanations Of The Racial Weapons 


Stun Damage: see “Damage” for more info. 


Weapon Range: Short, Medium, and Long ranges are not 
used for the weapons. There are more relevant factors to consider 
in your typical combat, and these are explained in the “Combat” 
section. However, we do suggest that an effective upper range 
limit for the hurled weapons be set at 10 feet (or 1 hex) per point 
of the character’s STR, and we suggest that a liberal dose of com- 
mon sense be used when setting the ranges for any of the bow or 
crossbow type weapons. 


Hurled Weapon Range = 10 feet per point of STR 
Bow/Crossbow Range = Liberal dose of common sense 


Body Weaponry & Weapon DC: The weapon’s DC will 
supersede the character’s own natural Body Weaponry when 
weapons such as Demonian CruciCesti or Drakkan Razor Wings, 
etc., are used. Simply count the weapon’s own DC, and not the 
character’s own DC for Body Weaponry in these cases. 


Racial Weapons Breakdown (By Race) 


Akir: The Akir weapons are a little larger than “man-sized” 
weapons, and may prove a bit awkward for all but the strongest 
Humans to use. The 2-Handed Grim Sword is the Akir’s pride, for 
inscribed in runes upon its length is normally found the history of 
that Akir’s particular tribe. 


Azaar: Designed primarily for use by four-armed warriors, the 
Azaar weapons will prove all but impossible to use save by the 
most formidable warriors of other races. We suggest that a 
MinSTR of 15 be enforced for use by other races, as well as a 
minimum height of well over 6 feet. The Mojo-Mazumba is a 
sacred weapon to the Azaar, and should be treated as such. 


Demonian: Perhaps the most “pointy” weapons on SenZar, the 
Demonian weapons—particularly the massive Hate Fang—faith- 
fully express the wicked Anti-Life attitude of the Demonian race. 
The Hate Fang is a massive 2-Hander, while the CruciCesti each 
sport a single wicked nine inch spike. The Death Spiker is worn 
on the forearm, where it can more easily launch its Death Spikes 
at the Demonian’s chosen victims. While the normal ammunition 
capacity is but three, there are rumors of a backpack-housed and 
conduit-fed ammunition bin with a much larger storage capacity. 


Drakkan: The Drakkan Flying Claws are talon shaped throw- 
ing blades. The Drakkan Fyst is simply a massive 2-Handed 
brain-smashing weapon, while the Razor Wings are worn over the 
wings of the Drakkan and used for slashing attacks. 


Goblin: This rather shoddy but effective 2-Handed blade gets 
the job done, though, due to a faulty blade design, it is subject to 
breaking in twain when crossing with the “better” weapons and 
armor. 


Golgothan: The same MinSTR and height rules of the Azaar 
apply here for these wicked weapons. These may need some 
explanations: 

Blood Disk: This ultra-sharp over-sized “CD” can be hurled at a 
victim, yet it does not have to travel to its victim in a straight line! 
Excellent tool for an “around the corner” Silent Strike. Victims 
must be organic and living in order for the Blood Disk to “lock” 
onto them. The “lock” requires 1 Phase of observation, and then 
the Blood Disk can be hurled. 

CruciNet: Once it strikes, it can pin any single victim with a STR 
of less than 15 to the ground, or wall, or whatever—and continue 
to do its initial damage at the end of each Combat Round for three 
Combat Rounds. Victims with a 16 or higher STR have to make a 
Save vs. STR to escape. 

Punisher: This is the largest, most massive “common” blade 
design found on SenZar. These are usually found inscribed with 
the sign of the Golgothan’s clan. This 2-Hander is for use only by 
those with a STR of 16 or higher. 

Power Lance: This can telescope from a mere two foot length to 
a full eight feet. This usually requires a Phase. 


K’ryl: The palm-sized, smooth silver stun sphere generates Stun 
Damage through a discharge of stored bioelectrical energy. This 
one-shot item will affect all non-immortal sentients, though AP 
will still apply. 


Khazak: For sheer smithing perfection, the Khazak weapons 
are tops. The Spiked Shield may be used as an offensive weapon. 


Mokarr: All of these weapons are jet black, and deadly effi- 
cient in design. The Blackblade is a katana-like weapon, while the 
Blackstar resembles an eight-legged “‘spider-shuriken.” 
Handbow: This modified crossbow resembles an anodized futur- 
istic Terran pistol. It may fire up to ten Darkfangs (see 
“Ammunition’) before reloading. 

Heartseeker: Virtually identical to the Blackstar, the Heartseeker 
actually continues to inflict its initial damage upon its victim until 
it burrows into the victim’s heart and the victim dies. Victim must 
be organic and alive, and the initial damage must get through the 
victim’s AP in order for it to burrow to the heart (the victim must 
have a heart in order for the burrowing, and thus the Continuous 
Damage, to take place). Any magickal healing will instantly ter- 
minate this effect. The Continuous Damage will occur at the 
beginning of each and every subsequent Combat Round, until 
either the victim dies, or the Heartseeker is removed or destroyed. 
Submission Snare: This will cause magickal electrical Stun 
Damage to a single victim. It will shock but once per victim, 
though it may be used again and again (it needs to be “recharged” 
for a 24 hour period in order to be used again). All normal AP 
applies. 


Nazar Ethan: The Grimfang is a rather compact 2-Hander that 
may be used 1-Handed by those with a 16 or higher STR. It 
receives its damage bonuses due to its improved blade design. 


Sauran: These clumsy, heavy weapons get the job done. Due to 
their unique designs, they suffer from the same restrictions as do 
the Azaar weapons. 
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Silestion: The Double-Sun Staff sports blades at both ends, 
while the Phoenix Claws, the Punch Daggers, and the War Fists 
are strapped over the forearms and sport triple claws, single foot- 
long daggers, and massive spiked cesti respectively. The Sun Bow 
is a true compound bow, while the Sun Sword resembles an over- 
sized tulwar. 

Honor Blade: This mighty 2-Handed katana-styled blade is held 
in the utmost regard by the Silestions. It is passed down from gen- 
eration to generation as a sign of the stability, honor, and status of 
the family. Possession of an Honor Blade by one unworthy of it 
may cause no small amount of death, reprisal, and retribution 
from any Silestion nearby. 

War Harness: This spiked piecemeal-plate armor normally cov- 
ers the arms, shoulders, and lower legs of the bearer, leaving the 
chest exposed in order for the Shy’R Honor Crest to shine. In 
close-quarter combat, it may be used as an offensive weapon. It 
also provides AP (see “Armor” for more information). 


Solarr: The Star Javelin is an oversized javelin employed to 
pierce giant snakes, and the Snake Skinner is a 2-Handed blade 
used to skin the hated serpents once they’ve been pierced. Both 
are of advanced design, and are light yet durable. 


Starin: The Sylvan Bow, over seven feet of simple recurve, 
requires a six foot-plus archer to use. The Shining Sword is a 
longsword-style and longsword-sized blade that receives its 
supreme damage bonuses from its ancient Soulforged blade 
design. 


T’leel: The Trident stands over seven feet tall, and its triple- 
pointed terminus typically is encrusted with precious—but 
viciously sharp—corals. 


Tygor: The Chukra is a fan-shaped, foot-long bladed “brass- 
knuckle,” while the Tygor Klaw is a wicked five-foot arc of 
blades, points, and more blades that typically is wielded 2- 
Handed. 


Racial Ammunition 


Description/#/Weapon FMV 
Arrow, 1, Azaar Mojolo-Mazumba 10 Stars 


Death Spike, 1, Demonian Death Spiker 10 Stars 
Darkfangs, 1, Mokarr Handbow 10 Stars 


Description/#/Weapon: This is the type of ammunition, the 
number of the standard allotment for sale, and the weapon the 
ammunition is suited for. 

Note: Both the Silestion Sun Bow and the Starin Long Bow will 
accept standard longbow arrows. 


Conventional Swords 


Sword 
Bastard 
Broad 
Cutlass 

Epee 
Flamberge 
Great Katana 
Great Sword 
Katana 
Long 
Ninjato 
Rapier 

Rasp 

Sabre 
Scimitar 
Short 

Slim 

Tulwar 
Wakizashi 


i) 
io) 
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FMV 
500 
250 
250 
250 
750 
1,000 
1,000 
750 
250 
500 
250 
500 
250 
250 
100 
250 
500 
500 


Conventional Weapons 


Weapon 

Axe, Hand 

Axe, 2-Handed Battle 
Blowgun 
Boomerang 

Bow, Long 

Bow, Short 
Butterfly Knife 
Cestus 

Club 

Club, 2-Handed War 
Crossbow, Light 
Crossbow, Heavy 
Dagger 

Flail 

Flail, 2-Handed 
Garrote 

Javelin 

Kama 

Knife 
Kusari-gama 
Kyoketsu-shogi 
Lance, Common 
Lance, Great 
Mace 

Mace, 2-Handed 
Mongwanga 
Nunchaku 

Pole Arm, Common 
Pole Arm, Greater 
Sai 

Scythe 

Shuriken 

Sling 

Spear 

Staff 

Stiletto 

Trident 
Warhammer 

War Net 


Base 1-10 
Base 1-12 
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Weapons 


Standard Ammunition 


Description/#/Weapon FMV 
Arrows, 10, short bow 5 Stars 
Arrows, 10, long bow 10 Stars 
Bolts, 10, light crossbow 5 Stars 
Bolts, 10, heavy crossbow 10 Stars 
Dart, 1, blowgun 1 Star 
Sling Bullets, 10, sling 1 Kop 


Miscellaneous For Weapons & 
Ammunition 


The Gimmick Arrow: This potentially devastating effect 
allows an arrow or bolt (or a Darkfang or Death Spike) to be 
“capped” with a container that will store 1 dose within it which 
will “go off” on the victim when the ammunition strikes him. 
Only a “Master” Fletcher may construct these. And he’Il have to 
be supplied with the proper Alchemical materials (the dose 
chemicals as well as the container “materials,” if any Exotics are 
called for) in order to work his craft. These are “1-shot” items, 
as they will shatter upon impact, loosing their charms upon the 
victim. FMV: 10X the normal cost for ammunition type, plus 
any other costs for Exotics or dose material. 


The Silencer: This extremely sneaky effect may be “layered” 
over any existing ammunition by a “Master” Fletcher, or over 
any existing weapon by a “Master” Smith. With this, there is no 
longer a need to worry about drawing that weapon or letting that 
arrow fly for fear of being “overheard” while in the act. FMV: 
10X normal cost for ammunition or weapon type. 


The Whistler: This loud, haunting effect may startle the 
uninitiated (Save vs. PRE at Creator’s discretion). This effect 
may be “layered” over any existing ammunition. FMV: 2X nor- 
mal cost for ammunition type. 


Random Damage 


Random Damage is the result of “mundane” items or events, such 
as getting hit by burning oil, or falling into a pit. AP will absorb 
this damage, as normal. Creators should feel free to modify or 
ignore this at their discretion. 


Item/Event Damage 

Oil 1d6 per Pint, per Combat Round, 
until extinguished or burnt out 

Falling 1d10 per 10 feet (max dmg. at 


Creator’s discretion) 
1d6 damage per CMR, to both flyer 
hard, head-on and target 


Flying into something 


Starvation 1 Hit Point per day, cumulative 
Dehydration 2 Hit Points per day, cumulative 
Exposure to harsh From 1 to 10 Hit Points per day, 
elements cumulative, or Creator’s discretion 


Weapons Of Mass Destruction 


Weapons of Mass Destruction (sometimes referred to as “Siege 
Weapons” or “Siege Engines”) are those machines of war that take 
multiple persons to operate and multiple Action Phases to ready, set, 
and fire. The skill “Siege Weapons’ is required to operate, or to crew, 
the War Machines. Fortunately, they do a great deal of damage to 
many victims, and quite often are worth the pain and hassles when 
destruction is called for. Impact AOE is the terminus of the lobbed or 
launched missile’s trajectory. All within it are subject to the damage, 
DV notwithstanding (though it is possible to dodge away if prepared, 
or to absorb the damage with lots of AP). Damage is for a full con- 
ventional load. The rate of fire for the War Machines is based upon 
the total number of Action Phases that it would take for 1 Person to 
ready and fire the thing. Multiple persons, or persons with multiple 
Action Phases, will reduce this time accordingly. As for AP and Hits, 
the AP is the relative Armor Protection of the device, and the Hits are 
the amount of Hit Points of damage the device can take before break- 
ing down completely. FMV stands for the expense of both materials 
and man-hours required in construction. 


Warships 


For brevity’s sake, we’ve included only the most powerful vessels of 
the most powerful seafaring races and peoples. One should be aware 
that most of these vessels can be outfitted with any of the various 
Weapons of Mass Destruction. Ramming, which typically may only 
be done at a resultant velocity equivalent to the vessel’s Cruising 
Speed (the resultant vector of both target and rammer), will cause the 
target to take the current Hits of the ramming vessel, while the ram- 
ming vessel will take half of the damage done. 


Akir Longship: Similar to the Terran Viking longship, the Akir 
Long ship is a swift and dependable vessel typically constructed of 
durable Akir oak. It may be both sailed and rowed. FMV: 50,000 
Stars. Length: up to 150 feet. Capacity: up to 90 passengers and 
crew. Cruising Speed: 15 Knots. AP: 10. Hits: 250. 


Rotathian Trireme: Similar to the ancient Terran Phoenician 
and Roman triple-rowed warships, the Rotathian Trireme is a pon- 
derous but devastating platform for ship-to-ship combat. Typically 
constructed of hard cedar and outfitted with strategic iron shielding, 
this vessel may be both sailed and rowed. FMV: 100,000 Stars. 
Length: up to 330 feet. Capacity: up to 250 passengers and crew 
(with up to 100 places reserved for rowers). Cruising Speed: 10 
Knots. AP: 15. Hits: 500. 


Rellian Frigate: These interceptors are deadly swift, and capable 
of operating as efficient weapons platforms. Similar to the 17th 
Century English royal warships, the Rellian Frigate goes one better 
by supplementing a hard oak hull with interleaves of Ironwood and 
steel. FMV: 250,000 Stars. Length: up to 300 feet. Capacity: up to 
200 passengers and crew. Cruising Speed: 18 Knots. AP: 20. Hits: 
500. 


Zengaran Man’O’War: The pride of the most powerful 
Human Navy in the world, the Man’O’War is a massive 5-masted 
Ironwood vessel combining features of a typical Terran Battleship 
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and Carrier. With two separate launch pads for aerial combatants 
(such as Wyvern riders, and the like) and enough placements for 
weapons to start (and end) a small war, the Man’O’ War is a devas- 
tating force to reckon with on the high seas. FMV: 500,000 Stars. 
Length: 450 feet. Capacity: up to 500 passengers and crew; up to a 
squadron (16) of Wyverns or light air cavalry. Cruising Speed: 15 
Knots. AP: 25. Hits: 1,000. 


Shy’R Raptor: Resembling a titanic golden 5-masted bird of 
prey, this Ironwood-hulled (and Solara-augmented) vessel is the 
swiftest, most deadly conventional warship to sail the seas. Its mam- 
moth Solara-reinforced ramming prow is specifically designed to 
wreck and ruin even the toughest Ironwood vessels, while its deck 
(and even its masts!) bristle with Ballistae and other such engines. 
Ramming will cause the target vessel to take the current number of 
the Shy’R Raptor Hits, yet will cause no damage to the Raptor itself. 
FMV: 750,000 Stars. Length: 400 feet. Capacity: up to 330 passen- 
gers and crew. Cruising Speed: 20 Knots. AP: 40. Hits: 1,000. 


War Machines 


The Catapult: This conventional engine is capable of hurling 
rocks or shrapnel into the enemy’s ranks, causing damage to all with- 
in its Impact AOE. FMV: 10,000 Stars. Crew: 4. Rate of Fire: 1 
every 8 Action Phases. Range: 50 hexes. Impact AOE: | hex. 
Damage: 5-50 per victim. AP: 10. Hits: 50. 


The Ballista: This engine, resembling a giant crossbow, can fire a 
single projectile, causing massive damage. FMV: 15,000 Stars. 
Crew: 4. Rate of Fire: 1 every 8 Action Phases. Range: 100 hexes. 
Impact AOE: | hex. Damage: 6-60 points per victim. AP: 10. Hits: 
50. 


The Rippler: This engine fires an array of spears at tremendous 
velocity, raining down horrible damage upon all within its Impact 
AOE. FMV: 25,000 Stars. Crew: 4. Rate of Fire: 1 every 40 Action 
Phases. Range: 100 hexes. Impact AOE: 3 hexes. Damage: 6-60 
points per victim. AP: 10. Hits: 100. 


The Crusher: This Khazak-designed horror launches a wicked 
star-pointed ball of lead into the enemy’s ranks—and the ball can be 
filled with up to 10 doses of an Alchemical if necessary, or simply 
filled with burning oil to explode on impact. FMV: 50,000 Stars. 
Crew: 8. Rate of Fire: | every 80 Action Phases. Range: 100 hexes. 
Impact AOE: 1 hex impact/S hexes w/ oil. Damage: 10-100 per vic- 
tim from lead/8-80 from explosion w/oil. AP: 50. Hits: 250. 


The Multiple Missile Launcher (MML): This Khazak- 
designed launcher can launch multiple Ballistae, raining down dev- 
astation upon all comers. FMV: 75,000 Stars. Crew: 8. Rate of Fire: 
1 every 80 Action Phases. Range: 100 hexes. Impact AOE: 5 hexes. 
Damage: 6-60 per victim. AP: 30. Hits: 200. 


The Devastator: This mobile Khazak war machine is alloyed of 
Silversteel and Zidrae, can move on its mangling treads over rough 
terrain, and can employ its compact Ballistae with both speed and 
precision. The Devastator runs on a primitive form of nuclear propul- 
sion (powered by Zulzak, of course). It has a top combat speed of 1 
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hex CMR (every Phase), or a 1|OMPH non-combat speed. Its refuel- 
ing range is considered to be about 1,000,000 miles. Normal ammu- 
nition carried is 24, and many Ballistae are ““gimmicked” for maxi- 
mum damage and other neat special effects. FMV: 1,000,000 Stars. 
Crew: 5. Rate of Fire: | every 5 Action Phases. Range: 50 hexes. 
Impact AOE: | hex. Damage: 5-50 per victim. AP: 100. Hits: 500. 


The Nightcrawler: This Mokarr creation resembles a Terran Ar- 
mored Personnel Carrier, save that it is jet black, enchanted to total si- 
lence, and alloyed with Adamant and Obsidium. In lieu of a “primi- 
tive” missile, the Nightcrawler has a single “cannon” capable of fir- 
ing a magickal gout of lightning. The Nightcrawler has a top combat 
speed of 3 hexes CMR (every Phase), or about 30-35 MPH non-com- 
bat speed. The Nightcrawler uses a form of propulsion similar to the 
Devastator. The cannon is powered by a 1,000 point Power Battery 
which regenerates at the rate of 100 per hour, and each shot drains 
100 points. FMV: 1,000,000 Stars. Crew: 2, 7 Passengers. Rate of 
Fire: 1 every 4 Action Phases. Range: 100 hexes. Impact AOE: | 
hex. Damage: 100 points magickal lightning damage per victim. AP: 
80. Hits: 250. 


The Black Manta: This horrible—and thankfully uncom- 
mon—Mokarr creation is powered by a sophisticated Alchemical- 
Sorcerous anti-grav propulsion system, and is capable of both sub- 
mersible and aviatic action. The main power is generated by a Zulzak 
“nuclear reactor,” while the Black Manta’s awesome array of fire- 
power is powered by a massive bank of Power Batteries. Hex move- 
ment is irrelevant for a craft of this size (300 foot Wingspan; 220 foot 
from bow to stern). It can both hover and travels in sea or air (under- 
water max is 77 Knots; air is just under subsonic). This craft is 
employed to crucify the morale of the enemy. Considering that it can 
employ its attacks simultaneously, and all day long, there’s little won- 
der why... FMV: 10,000,000 Stars. Crew: 7, w/capacity to transport 
up to 100 persons. Rate of Fire: Stinger Cannon, | every 10 Action 
Phases; Wing Arrays (2), 1 every 10 Action Phases, may be fired 
simultaneously. Range: Cannon, 500 hexes; Wing Arrays, 100 hexes. 
Impact AOE: Cannon, 10 hexes; Wing Arrays, | hex. Damage: 
Cannon, Ultraviolet Prismatic (refer to “Prismatic Bolt,” Sorcery); 
Wing Arrays, 10-100 Rad-Damage. AP: 100. Hits: 1,000. 


TECHNO-TOYS 


Techno-Toys, or weapons and items from a technologically inclined 
culture, can sometimes be found on SenZar. Due to SenZar’s rather 
bizarre cultural origins (the majority of the races were imported to 
SenZar from their interstellar homeworlds to serve as the Death 
Horde’s slaves), due to the fact that SenZar is occasionally visited by 
spacefaring races, and due to the fact that some of the SenZar 
immortals have concourse with Terra, some fairly interesting techno- 
toys can be found by, stolen by, or even used against PCs. 
Sometimes these most bizarre items can even be purchased by PCs, 
if only at the most outrageous prices possible (they are, after all, 
“divine magicks” as far as most of the rest of the world is con- 
cerned). 
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The following tables are by no means a complete list, so feel free to | 
improvise if the need arises. 


Techno-Toy ry 4 
Baseball Bat 420C = 
Beer Bottle 
Bowling Ball 


Weapon Training: Each type requires Weapon Training. 
Chainsaw Note: Feel free to use a range of damage instead of the DC. 
Final Note: Yes, some of the DCs are high, perhaps even illogical (like 
the chainsaw), and a couple of the so-called “Techno-Toys”’ arent 
really “techno” at all. 


GUNS 


Weapon Single Burst Auto Ammo 
Pistol, 9mm/10mm 1-12 up to 15 
Pistol, .44/.45 2-16 up to 13 
Pistol, .50 2-20 up to 9 
Sustzate 


2-24 


M2000 A/R 


Vlad Submachinegun: S50" 7-70 100 
MegaDeath A/R_ | 44 6-60 880 100 
Gauss Rifle 5-50 6-60 9-90 100 
Gravity Gun 6-60 8-80 10-100 100 


Single: This is the damage for a single shot. 

Burst: This is the damage for a three-shot burst. 

Auto: This is the damage for what is effectively a 10-shot blast. 
Ammo: This is the standard ammunition capacity for the weapon, per 
clip when applicable. 

Burning A Clip: Doesn’t necessarily do any more damage than a 
burst. It does, however, make a good PRE Attack, and, if the Creator 
is amenable, it may make a good “Sweep Attack” (see “Combat”). 
FMV: Again, these aren’t typically bought or sold. However, we sug- 
gest a minimum market value of 1,000 Stars X the “tens” value in the 
“Single Shot” column. (For instance, a Gravity Gun, at 6-60 for a 


Single Shot, would have an FMV of about 60,000 Stars.) Ammunition 


\._ is optional (Creator’s choice). 
» Weapon Training: Each different type requires a separate Weapon 
' Training skill to become proficient. 


BLASTERS 


Again, these are not typically bought or sold on the open market on 
SenZar. However, we have provided a fair market value for both 
weapon and, when applicable, ammunition. The FMV is listed in GCs, 
or “Galactic Credits,” as these are TechnoToys that can be bought and 


sold on the nie pile. GCs far outrank mere Stars 


hile it doesn’t quite live up to its 

a loes provide quite a pyrotechnic 
show for any who witness it in action. This assault rifle-sized package 
has a smooth, contoured V-Steel body that weighs in (with all 4 plas- 
ma-clips fully loaded) at a fairly light 10 Ibs. The Master Blaster 
shoots gouts of superheated plasma that ionize, crackle, and generally 
fry anything that gets in the way. There is no computer-aided sighting 
on the Master Blaster, though it can hit anything within its | mile range 
with ease. Each plasma-clip holds 10 shots, and up to 4 clips can be 
loaded at once in the over-and-under ammunition slots. The Master 
Blaster is, unfortunately, a single-shot only weapon. Each shot, how- 
ever, does 10-100 points of damage. FMV: 100,000 GCs. Ammo: 
10,000 per plasma-clip. 


aster: For an alleged “Mod-1” weapon, 

oR, packs quite a wallop. The Mod-1 
a aap array to leach gravi- 
tons from the vicinity and hari { i i 
fusion processor, which in turn ‘ focuses a rather 
nasty directed quanta of cohesive pla Che 5 d death. In sim- 
pler terms, this little 3 Ib. pees De auty 


as there is “gravity” around from whickKk leech it), The Mod-1 
has 10 different “damage settings” which arteasily accessed from 
either the off-hand or by the thumb of fie, pita hand. 


Damage Charges 
1-10 1 

2-20 
3-30 
4-40 
5-50 
6-60 
7-70 
8-80 
9-90 
10-100 


Setting 
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The “catch” to this “free ammo” blaster is that the Mod-1 can 
leech only | charge per Phase (or 10 charges per entire Combat 
Round). The Mod-1 can hold 10 charges total. FMV: 250,000 
GCs. 


ARMOR 


ARMOR TYPE BASE AP FMV 
Type 1 Soft Leather 10 Stars 
Heavy Cloth 10 Stars 
Furs or Skins 1 10 Stars 
Type 2 Hard Leather 30 Stars 
Heavy Furs or Skins 2 25 Stars 
Type 3 Ring on Soft Leather 75 Stars 
Studs on Soft Leather a 50 Stars 
Type 4 Ring on Hard Leather 150 Stars 
Studs on Hard Leather 4 100 Stars 
Type 5 Scale Mail 200 Stars 
Chain Mail 5 250 Stars 
Type 6 Banded Mail 300 Stars 
Splint Armor 6 400 Stars 
Type 7 Lamellar Armor 500 Stars 
War Harness 7 1,000 Stars 
Type 8 Plate Mail 8 600 Stars 
Type 9 Plate Armor 9 750 Stars 
Type 10 Battle Armor 10 1,000 Stars 
Full-body type armors/suits 10,000 Stars 


Armor Type: The higher the Armor Type rating, the more effective that 
particular type of armor is at protecting the wearer from damage. Light 
forms of armor, such as Type 1, afford the character little in the way of pro- 
tection from damage, whereas the more impressive higher Armor Types 
grant additional protection due to their heavier construction and body-cov- 
ering/protection factors. 

Note: Armor Types are not cumulative. That is, someone wearing Type 10 
Battle Armor cannot don another suit of Type 9 Plate Armor over it and 
claim Type 19 protection. If for some bizarre reason someone is wearing 
more than one Armor Type on his person, simply count only the higher 
Armor Type. (And yes, plate armor sometimes had layers of quilted or 
padded armor, as well as a layer of chain mail beneath the tough metal 
shell. Thats why the values are higher for plate—we’ve already taken the 
liberty of figuring the “extra” values in for you.) 


Armor 


Full-Body Armors: These are merely armored ensembles which 
completely cover the wearer from head to toe. These are typically reserved 
for the Exotics, such as Full-Body Suits of Black Moonlight, Valnog, etc. 
Picture the typical superhero-type costumes/armor, and you’ ve got the idea. 
(Creator’s option: it’s okay to fudge a bit and keep the face “open,” if 
desired, and still to keep the full Type 10 protection. Why? Because it adds 
a bit of flavor to see the PC’s face before that dragon burns it off.) Note: 
These require the talents of a Master Smith to create. 


Base AP (Armor Protection): This is the number of Hit Points of 
damage that the armor will absorb (or deflect, or blunt, or reduce, etc.) per 
hit or per exposure to harm. It is also the numerical base for determining the 
Armor Protection modifiers that Exotic construction materials may pro- 
vide. 

Example: Drog, a Khazak Warrior, has a suit of Battle Armor. His Base 
Armor Protection will be 10. Every time Drog is hit, he will automatically 
subtract 10 points from the amount of damage he received. This is fairly 
adequate protection. However, should Drog be fortunate enough to land a 
Silversteel suit of Battle Armor that has been artificed up to an Armor X of 
10, then his new AP, or Armor Protection, would be 100. 


Damage Done: Armor will absorb physical damage from weapons; 
magickal damage from damage-type spells and alchemical effects; energy 
damage from the elements, such as fire; from technological blasters; and 
damage from radiation. Armor will not absorb damage from venom that 
has already begun to work on the victim, nor will it protect in any way from 
the “‘non-damaging”’ spells and magicks (such as Charms, Suggestions, or 
what have you) unless the armor is made of an Exotic that wards against 
such effects, or unless it is specifically enchanted to do so. 


Armor Cost: Due to the premium placed on the manufacture of armor 
by the many guilds on SenZar (and also by the many adventurers, who 
can’t seem to live without it), armor is rather expensive. When compared 
to the cost of Exotic Armors, however, the normal armor costs pale in com- 
parison. You get what you pay for, though. 


Exotic Armor Cost: This works the same as does the “Exotic Weap- 
ons Cost.” 


Barding: Considering the size of some of the races and the prices they 
pay for their armor, simply charge the normal price for any barding for 
horses. 


Natural Armor Protection: Natural AP, as defined in the “Races” sec- 
tion, is innate, natural protection. It is added to any “armor” AP to yield the Total 
AP of the character. Unlike most armor, it does not normally come off 
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SHIELDS 


We will acknowledge that some races, such as the Khazak, and some pro- 
fessions, such as the Sentinel and the Dragonslayer, employ their shields for 
good reason—though for the latter two the function is more for displaying 
their religious devices than for the true purposes of combat. 


Shields & Weapon Training: To become proficient in the use of a 
shield, the character must take a Weapons Training with that particular type of 
shield. If the character is not trained in the shield, then he will receive no DV 
Bonuses for using it! Once the character has become proficient with the shield, 
he will no longer suffer from the penalties associated with being nonproficient 
with the shield, and he will be able to attack with the shield (see below). 


The Bash: In addition to the DV Bonuses, the character who has a Weapon 
Training with his shield may also attack with his shield with no penalties to 
his Combat Value. This will require an Action Phase, of course. Those with- 
out this skill may still attempt to attack with their shield; however, they are 
considered to be nonproficient with their attack, and will suffer the appropri- 
ate AV minuses. “The Bash’= Base Strength Damage +1DC 

Note: The Khazak Spiked Shield has an innate DC of + 2. As this super- 
sedes the DC value for the Bash, simply ignore the “bash bonus,” and 
use the higher +2 value instead. 


Shields & The DV Bonus: In the SenZar System, Shields do not pro- 
vide additional AP Value. They do, however, grant the character who 
actively employs them during combat a Defense Value Bonus, which is 
added to the character’s own DV. (“‘Actively employs” means that the char- 
acter is using a hand/arm to bear the shield, and not just walking around 
with it stuck on his back.) 


Shield Type DV Bonus FMV 

Small Shield +H 10 Stars 
Standard Shield +2 25 Stars 
Large Shield +3 50 Stars 
Khazak Spiked Shield +4 100 Stars 
Great Shield 45 250 Stars 


Note: The DV Bonus for shields does not apply to attacks from the rear, nor does 
it apply to attacks by surprise. 
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MAGICKS, SPELLCASTING & SPELLS 


Once a spell initially is learned by the spellcaster, then that spell can 
be cast as many times as the spellcaster desires without the cumber- 
some burden of having to memorize the spell time and time again. 


Once they are learned, spells become a part of the spellcaster’s arse- 
nal. No further “memorization” or “study” is necessary for the spell- 
caster in order for him to cast the same spell multiple times. Once the 
spell is learned, it’s there for good. 


The only limitation on the number of spells that the spellcaster can cast 
in one outing is that he must expend Power Points from his Power 
Point Pool in order to cast his chosen spell. As outlined later, the Power 
Point costs for the Ist - 7th Order spells ranges from a mere | Point at 
Ist Order to 100 points for the 7th Order spells—and even more for 
the Master Spells! However, since the spellcaster is not “locked” into 
a set number of spells that he can cast “per level” of the spell, it is pos- 
sible to cast any possible combination of Ist - 7th Order spells and 
Master Spells—provided the spellcaster has the Power Points to do so, 
of course. (If not, well, there are always “Power Batteries” to draw 
even more Power Points from...) 


Therefore, this “fluid” system of magick allows the spellcaster to tai- 
lor his spells to the occasion. 


MinPower To Cast, Not Min-Levels: Another benefit of the 
“fluid” system is that your character can cast spells of any Order pro- 
vided that he has the “MinPower’ necessary to do so! No longer will 
your Wizard have to wait until he makes a certain level of experience 
before he can cast a spell that he likes. No, in the SenZar System, the 
only governing factor as to what “level your character has to be before 
he can cast a certain Order of spell” is based upon the character’s very 
own Power Attribute. If you so choose, then your Wizard can “invest” 
his Fate Points and build up his own Power Attribute to the point that 
he can cast “mighty” spells long before he possibly could in other 
“fixed-level” gaming systems. 

Note: Sure, your spellcaster is going to get a ‘‘free”’ amount of bonus 
points to his Power Attribute in any event, and he’ going to be able to 
cast a certain Order of spell at a certain level anyway. But it’s good to 
know that he can “boost” his own Power Attribute with Fate Points 
to achieve “casting proficiency” with higher Order spells long before 
he’d normally be able to cast them! 


Multiple Action Phases: No longer will your spellcaster be 
forced to endure a full Combat Round of the embarrassing “‘one spell” 
syndrome. In the SenZar System, spellcasters—at least those who 
have more than | Action Phase to their credit—have the ability to cast 
more than one spell per Combat Round! At 10th level, all spellcasters 
become skilled enough to fire off not one but two spells per Combat 
Round—and once (and if) they reach 20th level, they gain enough 
skill to cast up to three! And some of the Semipro Magick users who 
just happen to have Pro Combat, such as the Mystic Assassin, can let 
loose with up to five magick spells at 20th level! 


Casting Time: You’re probably wondering about the “catch” 
involved in this ability. Well, there is a “limiting factor,” of course— 
but it’s based upon the actual time necessary to cast the spell—and 
nothing else. With few exceptions, Casting Time is based upon a sim- 
ple progression: 


Casting Time = a number of Phases equal to the Order of the 
spell 


Thus, the way that the Combat Round is broken down (see the section 
on “Combat” for the particulars), a 10th level spellcaster who has 2 
Action Phases can elect to cast, say, a 1st Order spell on his first Action 
Phase (which will “go off’ at the spellcaster’s SPD in that particular 
Action Phase), then begin to cast a 4th Order spell on his next Action 
Phase—and expect his second spell to “go off” in the same Combat 
Round! 

Example: It’s Phase One of the Combat Round. Zan, a 10th level Sor- 
cerer with a SPD of 14, elects to cast a Ist Order spell in his first 
Action Phase. After the Creator calls for actions at SPD 15, we move 
down to SPD 14, and Zan gets his turn. He pops off his quick 1st Order 
spell and fries a Bad Guy. The Creator calls for the rest of the actions, 
and finally we move on to Phase Two of the Combat Round. Zan still 
has an Action Phase left here in Phase Two, and he decides to scorch 
the rest of the Bad Guys with a hefty 4th Order spell. Therefore, once 
we reach SPD 14 of Phase Two, Zan begins casting his spell. Since it’s 
a 4th Order spell, it’1l take 4 Phases to cast it. Phase Two counts as the 
first Phase; Phase Three counts as the second; Phase Four counts as the 
third; and Phase Five counts as the fourth and final Phase. Thus, Zan’s 
spell will “go off” at his SPD on Phase Five. 


Fumbles: Ifa spellcaster is damaged while actually casting his spell 
(as Zan himself could be if he were damaged between SPD 14 of 
Phase Two and SPD 14 of Phase Five in the above example), then 
there’s a chance that the spellcaster could Fumble his spell and blow 
both his enemies and himself sky-high. (The specs on the “Fumble” 
are in the “Combat” section. Please feel free to interpret the “fumble” 
affects with a liberal dose of humor mixed with a small helping of 
sadism. ) 


No “Carry Over”: A spellcaster with multiple Action Phases can 
cast any assortment of spells that he wishes within a single Combat 
Round, provided that he does not “carry over” any casting time into 
the next Combat Round. Thus, with few exceptions, the spellcaster has 
10 Orders of spells to cast within a 10 Phase Combat Round. It’s up to 
the spellcaster himself how to break down or divvy up his spells in 
order to get off the best possible combinations within a single Combat 
Round. 

Example: Let’s say that Zan, from the above example, is now 20th 
level. This means that he has 3 Action Phases per Combat Round. In 
a single Combat Round, he has many different spellcasting options 
available to him. He can cast three Ist Order spells. He can even cast 
three 3rd Order spells. Or he can cast two Sth Order spells. But Zan 
can’t get away with trying to cast any combination of spells which 
combine for more than 10 Phases of Casting Time within a single 
Combat Round. 


Why Not? It’s the same as a Warrior trying to “carry over” an 
Action Phase into the next Combat Round. On the surface it may 
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appear to be logical to allow a Warrior to carry over an Action Phase 
until the next Combat Round, or to allow a spellcaster to carry over the 
Casting Time of a spell until the next Combat Round. After all, that 
sounds pretty much like what “fluid” combat and spellcasting are all 
about. However, the seemingly innocuous “carry over” can lead to an 
insidious process known as “stacking.” Through this process, the 
Spellcaster or Warrior essentially adds an extra Action Phase to a 
Combat Round! 


When Can I Break This Rule? When your character finally 
does the “Break On Through” routine after 20th level and becomes 
immortal. Then your spellcasting character can “abbreviate” his spells 
and cast them just as rapidly as a Warrior taking hacks with his sword. 
Check out “The Immortal Rules” for more info on this. 


The Spellcasting/Combat Paradigm: Some professions, like 
the Mystic Assassin, include both spellcasting and pure combat skills. 
The SenZar System allows the character to employ both spellcasting 
and pure combat skills within a single Combat Round—provided that 
there is no “carry over” either of spells or of physical attacks into the 
next Combat Round. 

Example: Wulfhaus is a 20th level Witch Hunter. He normally has 5 
Action Phases per Combat Round, which normally would occur on 
Phases One, Two, Three, Four and Five of the Combat Round. Let’s 
say that on Phase One Wulfhaus decides to focus his Ki and blast a 
Bad Guy with a 3rd Order spell. This will go off on Phase Three at 
Wulfhaus’ own SPD. Now it’s Phase Four of the Combat Round, and 
Wulfhaus has taken only 1 of his 5 possible Action Phases. He still has 
4 Action Phases left in the Combat Round, but only Phases Four 
through Ten to take them in. He can choose to take nothing more than 
physical attacks for the remainder of his Action Phases (which now 
would occur on Phases Four, Five, Six and Seven of the Combat 
Round), or he can divvy up his remaining Action Phases between 
spellcasting and combat provided that he fits them all into the remain- 
ing Phases of the Combat Round. 

Note: Some professions (like the Witch Hunter from the example 
above) have more Action Phases than do “pure” spellcasters (like the 
Mystic, for example) of comparable levels of experience. True: The 
Witch Hunter can cast more spells per Combat Round than the 
“Combat Slob” Mystic can. However, they're both still limited by the 
“Carry Over” rule. And while the Witch Hunter can cast more spells 
in a single Combat Round than the Mystic can, the Mystic can cast 
more and better spells in the long run thanks to his “Pro Magick” pro- 
gression. So while the Mystics “combat reflexes’’ may be slower than 
those of the Witch Hunter, the Mystic, with his superior Power Point 
Pool, can still blast away with his spells long after the Witch Hunter 
has exhausted his own Power Point Pool. 


The “Wizard/Warrior” Paradigm: This is for those charac- 
ters who choose to progress in multiple professions—specifically in 
professions that receive different spellcasting/combat Action Phase 
progressions. Obviously, a 20th level Wizard/Warrior would receive 3 
Action Phases for his Wizard profession, and 5 Action Phases for his 
Warrior profession. Does this mean that he can cast up to 5 spells in a 
single Combat Round? Surely does. Action Phases are, well, actions, 
and the character will be able to bend the rules here a bit by “grafting” 
the Action Phases of his best combat profession, the Warrior, onto that 
of his not-so-best, the Wizard. 
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Multiple Profession Action Phase Note: Theres no “addition” of Ac- 
tion Phases for having two or more professions. The 20th level Wiz- 
ard/Warrior in the above example, who gets 3 Action Phases for his 
Wizard profession and 5 Action Phases for his Warrior profession, will 
have only 5 Action Phases total. 


The “Head Start”: If a 20th level Wizard suddenly decides to 
take up the Warrior profession, then he’ ll still have his 3 Action Phases 
as a Wizard with which to cast his spells, and do his physical attacks. 
However, while this “Head Start” does sound extremely neat, the 
“Combat Slob” Wizard won’t be chewing much gum and taking too 
many names until his “pure” combat skills mature and supersede those 
of his Wizard self. This should occur once he’s made about 10 levels 
or so in his new profession. (Yes, the formerly “unskilled” get to keep 
their Action Phases once they begin a “skilled” profession. They’ve 
earned those Action Phases, and they deserve to keep them. At least 
the CVs aren’t cumulative when you take on a new profession...) 


POWER 


MAGICK POWER PROGRESSIONS 


Power & Power Points: As explained earlier, all professions gain 
a bonus to their Power Attribute as they increase their level. This bonus 
is based upon their relative profession-based spellcasting skills, and is 
called a Magick Power Progression. 


All Professions have a Magick Power Progression 
All Professions have a Power Point Pool 


Note: Though all spellcasters receive free bonus points to their Power 
Attribute, they can always spend their hard-earned Fate Points to 
increase their Power Attributes even more! (And we suggest they do so, 
too. For only by burning their own Fate Points can spellcasters ever 
hope to achieve the elusive “Perfect 100” in the Power Attribute.) 


Professional Magick: This progression is for those “pure” spell- 
casters who are extremely proficient in their art. The Pro Magick pro- 
gression adds a +4 bonus to the spellcaster’s Power Attribute per 
level. This takes effect at 1st level, and continues on at 2nd, 3rd, etc. 


Professional Magick = +4 to Power Attribute per level. 


Semiprofessional Magick: This progression is for those spell- 
casters who are not quite so skilled as the “pure” practitioners of their 
arts, and for everyone else. The Semipro Magick progression adds a 
+3 bonus to the character’s Power Attribute per level. This begins at 
Ist level, and continues on at 2nd, 3rd, etc. 


Semipro Magick = +3 to Power Attribute per level. 
WHAT? So why, you ask, do the non-spellcasters even need a silly 


thing like “power” if they can’t use it in the first place? Why should a 
simple Warrior or Rogue have to bother with keeping up with some- 


thing like “power” when he doesn’t have to use it? Well, before you 
start foaming at the mouth and falling over backwards, here are a few 
explanations... 


1. Wicked Explanation: Power is a measure of the soul. Even charac- 
ters who don’t normally delve into the mystic realms and expand their 
souls by virtue of casting spells, working charms, summoning and 
binding magical beings, experiencing new realities or planes of exis- 
tence, and doing whatever else it is that spellcasters normally do, still 
have a soul. And that soul, expressed numerically as power, needs to be 
readily calculable—just in case some extremely rude spellcaster or 
entity steals that soul... 

2. Good Explanation: Though some professions will never use power 
for casting spells, some, like the Martial Artist, will be able to use their 
power (which they call “Ki Power’) for performing certain martial arts 
maneuvers. 

3. Great Explanation: Even characters who cannot cast spells may 
“link up” with spellcasting characters and “lend” them power from 
their own Power Pool. Ever wondered how the non-spellcasting types 
in those fantasy novels “linked up and loaned” their friendly neighbor- 
hood spellcasting types a portion of their soul to cast some mind-bog- 
gling spell? 

Note: Check out the “Linking & Loaning” in the next section for more 
information on how this miracle is explained. 

4. Radical Explanation: For those Creators who wish to employ 
“Mutations” in their campaigns, then the Semiprofessional Magick 
progression will fit right in with your plans. Sure, it’s easy to calculate 
how much power a “spellcaster” expends with each mutant expendi- 
ture because they have a “Power Pool” to spend their points from. But 
what about those without a Power Pool? Limit them to a mere 1X or 
3X per day? No way. And those non-spellcasting types who luck out 
and pick up some sort of “Power Progression” multiplier, well then, 
they might just be able to use their powers with as much gusto as your 
typical power-full, “spellcasting” mutant. 

Note: This “Mutant” stuffis optional, of course. For those who must 
hoard everything, however, check out our Campaign Builder #2 for 
more information on mutants and their many possibilities. 

5. Awesome Explanation: Though many characters will never even 
get close to attaining 20th level, at that point, even non-spellcasting 
character classes will have the opportunity to put their power to use. 
Note: Check out the section on “The Immortal Rules” for more infor- 
mation. 
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POWER POINTS & POWER FACTOR 


Power Points: This is the relative expression of the amount of 
Magick Power that the spellcaster can control. The method for deter- 
mining the character’s Power Points is: 


Power Factor X Power Attribute = Power Points. 
Power Factor: This is the number which the character multiplies 
his Power Attribute score by to determine his Power Points. The Power 


Factor begins at “1” at 1st level, and increases after the character makes 
his next level, and so on. 


POWER FACTOR 


Level Power Factor Level Power Factor 


1 1 11 is 
2 2 12 20 
3 3 13 30 
4 4 14 40 
5 5 | he, 50 
6 6 16 60 
7 7 17 70 
8 8 18 80 
9 9 19 90 
10 10 20 100 


“Level” = Level of experience of character 

“Power Factor”= Factor to multiply character’s Power Attribute 
by to determine total number of Power Points in character’s 
Power Point Pool 


Power Point Pool: This is the current amount of Power Points in 
the character’s control. After casting a spell, the character subtracts the 
Power Point Cost of the spell from this pool to arrive at his current 
Power Point total. The Power Point Pool will diminish as more spells 
are cast. This reflects the mental, physical, and spiritual exhaustion 
associated with the casting of magicks. 


Power Point Regeneration: Like Hit Points, Power Points 
regenerate naturally over time. Characters can regenerate a number of 
Power Points equal to their Power Attribute score every hour. 


Power Point Regeneration Rate = # of Power Points equal to 
character’s Power Attribute score, per hour 


When “0” Looms: Once the character exhausts his Power Points, 
he has the option of attempting to cast additional spells by expending 
his own life force for the necessary power. To do so, however, is quite 
costly and perhaps fatal, for it drains the caster of his own Hit Points. 
For those desperate enough to attempt such heroics, we’ve provided the 
following heroic formula for converting Hit Points to Power Points: 


1 Power Point = 1 Hit Point. 
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Power Batteries: For the spellcaster who plans ahead, however, 
there will very rarely be a need to sacrifice his own precious Hit Points 
for Power Points. This is where the Power Battery comes in quite 
handy. These potent little items, which come in all shapes and sizes, 
store excess power very much like a battery stores electrical current. 
The calculating spellcaster will strive to have as many of these little 
lifesavers on his person as possible, for they boost his own Power Pool 
by the same number of Power Points as they contain. 


Linking & Loaning: Your spellcaster can actually “link” with 
other spellcasters, or even other non-spellcasters, and use their Power 
Points to cast his magicks! How does this work? Two or more charac- 
ters “link” with the character who’s about to cast the spell and “loan” 
him the power in their Power Point Pools so that he can use their Power 
Points instead of his to cast his magicks! First, the “link” requires the 
spellcaster who’s borrowing the Power Points to make a successful 
Save vs. Power. This allows him to “open” his own Power Point Pool 
to the link. This requires 1 Action Phase. Next, any who wish to “loan” 
their power to the “open” spellcaster must somehow contact the spell- 
caster (a simple touch will do), then make a successful Save vs. Power 
to “open” their Power Point Pools such that they can “loan” their Power 
Points to the spellcaster. This requires 1 Action Phase. (Both the caster 
and his “lenders” can coordinate these two steps with practice, to pro- 
duce them within a single Action Phase.) Failure of any of the Power 
Saves will result in the temporary “pulse” of that character’s Power 
Point Pool (see the section later on about the “Pulse.”’) 


Linking & Loaning Procedure 
Borrower must make Power Save to “open” his Power Point Pool 


All Lenders must make Power Save to “open” their Power Point 
Pools 


Success indicates that the spellcaster is “linked” with the “lenders,” and 
that he may draw forth as much power from their Power Point Pools as 
he needs or desires. The spellcaster may only cast spells during this crit- 
ical time, and no other actions may be taken by the “lenders” while they 
are linked, or they will automatically break the link, and will be unable 
to lend the spellcaster any more power (unless they “‘re-link”’). The link 
may be broken at any time, with no ill-effects (though most “non-spell- 
casters” may feel quite a migraine after doing something they’re not at 
all used to doing). 


SAVES VS. MAGICKS 


Saves vs. Magicks: Saves vs. magicks, or spells, typically involve 
making the appropriate Attribute Save for the spell effect in question. 
For instance, spells or spell effects which involve illusions or illusory 
effects may call for the victim to make a PER or INT Attribute Save (in 
order to perceive the illusion for what it is, and/or to know it for what 
it is); spells or spell effects which involve the powers of the mind often 
call for a WILL Attribute Save (in order for the victim to fight off the 
mental influence), and so forth. 
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Typically, if the appropriate Save is made, then the spell or spell effect is 
shaken off or overcome, often with no ill effects for the victim. There are, 
of course, some situations when a Save—even if successful—only reduces 
the effects of the spell. Fortunately, these are typically reserved for the 
Master Spells. 


The “Power Save”: Normally, the Power Save is only invoked when 
the character is hit by a spell or spell-effect that gets no normal Save (like 
spells involving the use of the Void, most Master Spells, and your garden 
variety “ e’ type magicks). This Save, if successful, will “ward” the 
character from the brunt of the spell, sometimes to the point that no dam- 
age is taken. For most damage-type magicks, a successful Save will reduce 
the damage done by one-half: Effects of the Power Save will vary from 
magickal realm to magickal realm, even from spell to spell, so refer to the 
particular realm or spell in question to get the full picture. Unlike the other 
Saves, the Power Save is determined by subtracting the character’s Power 
Attribute from 100. To make the Save, the character must roll percentile 
dice (d100) and match or beat this number. 


Power Save = 100 - Power Attribute 


Master Spells (Master Magicks): These are the magicks above the 
“normal” Ist through 7th Order progressions—the 8th, 9th, and 10th Order 
spells. They range from the ancient “lost” spells to the unique “‘character- 
named” spells that are attributed to a specific individual spellcaster of great 
power (unlike many of the lower Order spells, whose origins have been 
obscured by time). They are a definite step above the 1st-7th Order mag- 
icks, and are deemed as uncommon, scarce, and even rare to the vast major- 
ity of spellcasters. As such, they often command premiums—both in FMV 
and in Power Cost To Cast—which may appear to seem nonlinear when 
compared to the lower-Order magicks. The terms “Master Spells” and 
“Master Magicks”’ are interchangeable, both of them representing the same 
concept. 


MINPOWER TO CAST 


MinPower To Cast 
10 
20 


“Spell Order” = The Order of the spell. 

“MinPower To Cast”= The minimum amount of Power Attribute 
that it takes for the spellcaster to cast a spell of that Order. 

Note: This is not the actual Cost of the spell. It only represents how 
much power the caster must personally command in order to cast a 
spell of that Order. 


SPELL COST 


Power Points To Cast 


1,000 
10 10,000 


“Spell Order” = The Order of the spell. 

“Power Points To Cast” = The number of Power Points that the spell- 
caster must subtract from his Power Point Pool in order to cast the 
spell. 

“Master Spells” = For the 8th, 9th, and 10th Order magicks, the cost 
may be variable. If so, then the Cost will be listed within the Master 
spell’s write-up. 


Spells & Power Points: In order to cast a spell, the character must 
expend the number of Power Points listed on the above “Spell Cost Table” 
that match the Order of the spell being cast. For example, a 1st Order spell 
would cost but 1 Power Point, while a Sth Order spell would cost 50 Power 
Points. This number is subtracted from his Power Point Pool. (Unless he’s 
using a Power Battery to cast it, in which case it’s subtracted from the 
Power Battery’s Power Point Pool.) 

Note: The vast majority of “Damage” spells do not follow this progression 
(see below). 


Learning Spells 


Learning New Spells: There are 2 minimum requirements for spell- 
casters to learn a new spell: The spellcaster must have the MinPower to cast 
a spell of that Order, and he must have enough time to learn it (see below). 


TTL Magicks (Time To Learn Magicks): This is the minimum 
amount of time required for a spellcaster to learn a new spell. This applies 
equally to all the realms, including Alchemy, which works the same as any 
other realm when it comes to TTL. 


Spell Order Time To Learn 

Ist 10 days - 1 day per level 
2nd 20 days - 1 day per level 
3rd 30 days - 1 day per level 
4th 40 days - 1 day per level 
5th 50 days - 1 day per level 
6th 60 days - 1 day per level 
7th 70 days - 1 day per level 
8th 80 days - 1 day per level 
9th 90 days - 1 day per level 
10th 100 days - 1 day per level 
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This time does not have to be continuous, and may in fact be interrupt- 
ed with no loss of result. Thus, a spell may be learned over a single 
continuous period of time, like a long DT, or learned bit by bit over a 
series of DTs. For those lucky few whose levels are high enough to 
make the TTL equation ridiculous, we suggest a minimum TTL rang- 
ing anywhere from just less than 1 day to “instantaneous.” 


I have no quarrel with Lord Valthrustra. (Connorre Mor, 
Archimage of Krystallmyst) 


SPELL DAMAGE 


Damage Potential 
Power Attribute X1 


1 

2 Power Attribute X2 
3 Power Attribute X3 
4 Power Attribute X4 
5 Power Attribute X5 
6 Power Attribute X6 
7 Power Attribute X7 
8 Power Attribute X8 
9 Power Attribute X9 
10 Power Attribute X10 


“Damage Potential” = The Hit Points of damage taken by the 
Victim of the spell. This Damage Potential is equal to the Power 
Attribute of the caster multiplied by the Order of the spell. (See 
explanation below.) 

“Master Spells” = Some of the 8th, 9th, and 10th Order magicks 
may have different ranges of damage, as will most Alchemical 
Operations. 


Damage Potential: This is the maximum amount of damage that 
a spellcaster can choose to cause with a single “Damage” spell. For 
every | Power Point burned in the casting of the spell, the spellcaster 
may inflict 1 Hit Point of damage, up to the maximum amount possi- 
ble as defined by the Damage Potential. The amount of damage that the 
spellcaster chooses to cause is entirely up to him. 

Example: Shathrak, a Ist level Sorcerer, has a Power Attribute of 14. 
He chooses to blast a foe with the Ist Order Sorcery spell, Plasma Bolt. 
Since this is a 1st Order spell, Shathrak’s Damage Potential is equal to 
14 X 1, or 14. Shathrak has the option of inflicting from 1 to 14 Hit 
Points of damage on his foe. He may choose any amount from | to 14, 
with the only limitation being how many Power Points he wishes to 
burn (on a 1:1 basis). 

Great Example: Let’s say that Shathrak is now a mighty 20th level 
Sorcerer with a Power Attribute of 100. If he casts the same Ist Order 
spell as above, he now can inflict from 1 to 100 Hit Points of damage 
with it (Power Attribute of 100 X 1 = 100). 


Fluid Damage Potential: This “fluid” spellcasting Damage 
Potential works the same for all Power Attributes, and all the Orders of 
magicks (though some Master Magicks may bend or break this rule of 
thumb; refer to the specific spell in question for more info). 


Magicks 


Which Spells Are Damage Spells? Bolts, Bursts, Blasts & 
Storms, as well as a handful of “greater” spells (like “Immolation” and 
its ilk). The spell’s write up will tell you if it’s a damage spell or not. 


Which Spells Are Non-Damage Spells? All the rest. 


Magickal Damage & AP: Unless it is specifically noted other- 
wise in the spell write-up, Armor Protection is applied vs. magickal 
damage. This includes all forms of AP, even “normal, non-magickal” 
AP, such as Natural AP and the 10 basic types of Armor. 


SPELL AOE & RANGE 


Spell Area Of Effect & Range: The following tables are meant 
as guidelines for the distribution of a spell’s Area of Effect, or AOE, and 
a spell’s range. With few exceptions (and they are clearly noted in the 
appropriate descriptions), these are the AOE and range standards for all 
spells of Ist through 10th Order. 


Hex Option: Should your Creator be using hex paper and/or minia- 
tures, then feel free to substitute hexes for feet with all of the “Area of 
Effect” and “Range” charts. For simplicity’s sake, we suggest that 10’ 
= | hex so far as these tables are concerned (instead of the usual “‘1 hex 
= 2 meters” equation used for combat). We use the “10’ = 1 hex” 
conversion in our campaigns, and we have found that it works both 
simply and swiftly. 


AREA OF EFFECT 


Base AOE 
1 Personal 
2 5’ radius 
3 10’ radius 
4 25’ radius 
5 50’ radius 
6 

7 

8 

9 


Spell Order 


75’ radius 
100’ radius 
250’ radius 
1,000’ radius 
10 10,000’ radius 


“AOE” = The Area of Effect. 

“Base AOE” = The Base Area of Effect, or the baseline AOE for a 
spell of that particular Order. Damage-type spells can be Boosted 
(see “The Boost”) for extra AOE. 

“Master Spells” = Some 8th, 9th, and 10th Order magicks may 
have different AOEs from those listed. 


~CS[vyes 


Magicks 
SPELL RANGE 


Range 
10’ X Power Attribute 


1 

2 20’ X Power Attribute 
3 30’ X Power Attribute 
4 40’ X Power Attribute 
5 50’ X Power Attribute 
6 
7 
8 
9 


Spell Order 


60’ X Power Attribute 
70’ X Power Attribute 
80’ X Power Attribute 
90’ X Power Attribute 
10 100’ X Power Attribute 


“Range” = The standard distance that the caster can “sling” the 
spell for effect. This distance may be modified up or down at the 
spellcaster’s option. 

“Power Attribute” = the caster’s own Power Attribute. 

“Master Spells” = As always, some 8th, 9th, and 10th Order mag- 
icks may defy this range. 


Increasing The Range Of A Spell: The range of the spell may 
be increased should the caster wish to do so, provided that the spell- 
caster state his desire to do so before he casts his spell. This increase is 
achieved by a simple burning of additional Power Points from the cast- 
er’s Power Point Pool. The equation is a simple one, too: 


+10’ per Point of Power spent. 


Note: The ability to increase the range of a spell is really handy in com- 
bat applications—especially once the caster starts casting high Order 
spells that may have more Area of Effect than he has normal range for 
casting the spell! 


THE BOOST 


The Boost: Quite simply, the Boost is the way to increase the 
Damage AOE of any given spell. With a simple multiplication of the 
Power Points involved in the casting of the spell, the spellcaster may 
Boost the Damage AOE of the spell from a lowly “Personal” Damage 
AOE to a more substantial “5’ radius” Damage AOE, even up to a 
mighty “10,000’ radius” Damage AOE if he’s willing to pay the price! 


Damage Area Of Effect 


Order 1 2 3 
Bl 2 sa 
Ash 1:1 2:1 
Ri i bil 
1:1 1:1 1:1 1:1 
el tl idl i fi 


435 678 9 10 
6:1 10:1 100:1 1,000:1 
=f | 10:1 100:1 1,000:1 
4:1 10:1 100:1 1,000:1 
31 10:1 100:1 1,000:1 
2:1 10:1 100:1 1,000:1 
lL Usd Ut 2:1 1 2s 10:1 100:1 1,000:1 
1:1 1:1 1:1 1:1 1:1 1:1 1:1 10:1 100:1 1,000:1 
1:1 1:1 1:1 1:1 1:1 1:1 1:1 1:1) = =10:1 = 100:1 
Bel. dst il bel isl Eel bel fi i | 10:1 
0 it Tl ist 2 1k 2 isl is 1:1 1:1 
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The Ratio = Power Points spent : points of damage inflicted. As this 
is increased, the AOE is increased, yet the Power Point expenditure 
becomes much more costly. 

Order = reading down the 1st column, Order of spell. 

AOE = reading across the top, the AOE of the Boosted spell. The 
underlined numbers are the Orders relating to the AOE. 

Note: This table appears in greater detail (with all AOEs listed on the 
top line) on the “Magicks” Character Sheet. 


Example: Shathrak the Sorcerer wishes to increase the AOE of his mea- 
sly 1st Order Plasma Bolt spell to that of a fairly decent 2nd Order spell. 
Consulting the table, we find that the ratio to increase a Ist Order spell 
AOE to that of a 2nd Order AOE is 2:1. This means that Shathrak must 
burn 2 Power Points instead of | for each and every Hit Point of damage 
that he wishes to inflict. Thus, if he wishes to cause 5 Hit Points of dam- 
age, then he must spend 2 X 5, or 10 Power Points. 

Note: The Damage Potential will still come into play here. For instance, 
if Shathrak has a Damage Potential of from 1 to 14 points when casting 
a Ist Order spell, he will still have the option of inflicting from I to 14 
points with his Ist Order spell—even if he boosts it up to 7th Order AOE! 
His damage is fixed, though in order to increase his AOE hes going to 
have to pay a multiple of Power Points in order to inflict the same I to 
14 range. 


The Base: You’ll see this in some of the spell write ups. A Base of 2nd 
Order is the point on the table where the Order is 2 and the Damage AOE 
is 2. All 2nd Order spells will have a Base of 2nd Order, all 3rd Order 
spells will have a Base of 3rd Order, etc. Another way to remember it is 
to consider the Base as the “right-hand threshold” of the 1:1 ratios on the 
table. Thus, the Base occurs just before the ratios jump up to 2:1. 


Boosting, Shrinking & Damage: Boosting the AOE from the 
original Order of the spell to a higher Order of spell will not increase the 
Damage Potential. Conversely, “Shrinking” the normal AOE down to 
that of a lower Order AOE will not alter the original Damage Potential, 


nor will it cost any fewer Power Points to cast. Why not? Loss of effi- 
ciency, for one. Conservation of damage, for another. Simply 
“Shrinking” the AOE does not concentrate the damage. It simply shrinks 
the AOE. And it keeps the wise spellcaster from frying his friends when 
he casts that 7th Order damage-inflicter, opting instead to concentrate its 
normal 100’ radius AOE down to a Personal AOE. 


Master Magick Cost: Why does it cost so much to Boost some 
thing up to Master Magick AOE? The jumps in AOE from 7th Order to 
8th Order are mighty indeed, and they just keep getting mightier. The 
heavy multiples are the only way to justify such an overwhelming in- 
crease in AOE. 


The high cost of Boosting the lower-Order magicks to the Master 
Magicks’ AOEs tends to prohibit a low-level sap from getting too much 
bang for his buck; conversely, it allows the super-powerful spellcaster to 
affect a humongous AOE, even with a mere | st Order spell, provided that 
he has the Power Points to pay for it. 

Note: Can t think of an example where the latter could come in handy? 
We can: You're a 20th level Sorcerer with a Power Attribute of 100 and 
a Power Point Pool of 10,000. You’re confronted by a 10,000 foot radius 
cloud of deadly, stinging (but otherwise normal) insects. You’ve got no 
AP, your Creator decides that, stinging en masse, the deadly cloud of 
insects will virtually skeletonize you, and you've got 1 Phase before they 
do it (and having but I Phase limits you to Ist Order spells, Mr. 
Sorcerer!). You realize that a normal insect will have I Hit Point, tops 
(probably even less), so you just smile, release a I Phase, Ist Order 
Plasma Bolt, electing to cause but a mere I Hit Points worth of dam- 
age—but you Boost it up to 10th Order AOE in order to get that 10,000 
foot radius AOE, and you wipe out all the bugs in one fell swoop. Sure, 
it costs you a whopping I X 1,000= 1,000 Power Points to do it, but your 
life was worth it. 


POWER FOCI & THE PULSE 


Power Foci: There are 7 different Power Foci within the mortal soul, 
and 9 within the immortal soul, which is “fully activated.” The Power 
Foci represent the essence of the character’s soul, and the most impor- 
tant ones lie within the head/brain region. 


Power Foci & Power Linking: Each one of the 7 Power Foci of 
the mortal and each one of the 9 of the immortal is capable of linking 
with a single source of power, such as a Power Battery, Node, or Pact, 
and empowering the character so linked with the extra Power of the item 
or thing which is attached. (The processes of each type of linking is dealt 
with in its particular section.) When each of the slots is filled, the soul is 
considered to be “full,” and it can no longer provide the “space” needed 
to link more sources of the Power Magick to the character. 

Note: There is a character sheet provided in the “‘Appendix” so that you 
can keep track of your PC's Power Foci, and of what things fill them. 


If Your Head Comes Away From Your Neck: Then it’s over. 
Once the main Power Foci in the head are separated from the body, then 
a psychic circuit breaker kicks in, and all essence flees the ruined phys- 
ical form. No regeneration is possible at this point (see “The Immortal 
Rules” for more information), and nothing short of the most powerful 
magicks will insure the character’s resurrection. 
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“The Pulse”: The Pulse is produced by contact with the Void, or 
through the effects of such spells as the Prismatics, or certain Exotics, 
Monsters, etc. The Pulse will result in a mandatory period of time dur- 
ing which no magicks will function upon the person, and no magicks 
may be cast by that person; the person pulsed is, in essence, “cut off” 
from the Power Magick for a brief period of time. This time is equal to 
10 Phases from the time the Pulse first appears. At the beginning of the 
11th Phase from the onset of the Pulse, magick items will flare back to 
magickal life, though all prior spells and spell-effects must again be cast 
or activated before reactivating. 

Note: One will still receive a normal Power Save during the Pulse, if 
such is called for. While “cut off” from all magick, ones Power Attrib- 
ute—and hence ones Power Save—is unaffected by the Pulse. 


Pulse FX 


Permanent Magicks: Permanent spells/spell-effects, including those 
which are artificed, will flare back to life after the pulse with no prob- 
lem. They won’t have to be cast again in order to function. 

Powers & The Pulse: Any Special Power, ability, skill, martial art, or 
whatever else that draws upon one’s Power Point Pool to function is 
considered to be pulsed when the character, person, or thing is pulsed. 
This includes certain Monster’s special abilities, as well as all Power 
Batteries. 

Technology & The Pulse: Technology, such as phasers, blasters, star- 
ship shields, etc., cannot be pulsed—at least by the “magickal” version 
of the Pulse. 

Primal Power & The Pulse: Since they have a primal-powered soul 
with 9 fully active Power Foci, at once in balance with both the Source 
and the Void, immortals are quite immune to the baneful effects of the 
Pulse. So are all artifacts. 

Note: Even if you have a Power Attribute of 100, you can still be pulsed, 
unless you're a true, fully realized immortal. 


SPELL RESEARCH 


Spell Research may be attempted at any point in the character’s career, 
provided that he has the “Inventor” Special Power, provided that he has 
the MinPower necessary to cast a spell of that particular Order, provided 
that the spell is compatible with his own field of magickal study, and 
provided that he has free time and money to finance his research. 
(Although this is called “Spell Research,” it also applies to any 
Alchemical Research as well.) 


What Does The Spell Do? The first thing to determine is precisely 
what the character wants his spell to do. Factors such as damage, AOE, 
Saves, and special effects must be considered. Next, by comparing the 
desired effects of the new spell with spells that are already “known,” the 
Creator decides if the new spell will be possible or not. If the spell is pos- 
sible, the Creator and the Player will get together and determine the pos- 
sible Order of the new spell. If the spell is impossible, the Creator may 
feel free to inform the Player of this fact, and thus save them both some 
time and effort. Some editing, and possibly some boosting of effects or 
reduction of desired effects, is more than likely at this point of the 
process. Once the possible Order of the new spell has been determined, 
and both sides are satisfied, it’s time for the research to begin. 


~CS2 eS 


Magicks 


Research Time: The time required for research is outlined below: 


Spell Order Research Time 

1st 10 weeks - 1 week per level 
2nd 20 weeks - 1 week per level 
3rd 30 weeks - 1 week per level 
4th 40 weeks - 1 week per level 
Sth 50 weeks - 1 week per level 
6th 60 weeks - 1 week per level 
7th 70 weeks - 1 week per level 
8th 80 weeks - 1 week per level 
9th 90 weeks - 1 week per level 
10th 100 weeks - 1 week per level 


This time does not have to be continuous, and may in fact be inter- 
rupted with no loss of result. Thus, a spell may be researched over a 
single continuous period of time, like a long DT, or researched bit by 
bit over a series of DTs. For those lucky few whose levels are high 
enough to make the Research Time equation ridiculous, we 
suggest a minimum Research Time of | week. 


Research Cost: Unlike any other kind of research, Spell 
Research requires lots of time, a workspace, and a great deal of 
money. The time, while steep to many mortals, can be dealt 
with. The workspace should be large enough—and sturdy 
enough—to allow the full effects of the spell to rage forth. The 
choice, location, and protections of the workspace are up to the 
caster. The relative safety of the surrounding countryside and 
its folk are, too. (Spell Research is probably responsible for 
more deaths than most plagues and wars are.) The actual sup- 
plies necessary for testing the effects of his new spell are up to 
the caster, as well. Logic will dictate these. Some “charm” or 
“suggestion” type spells will require living subjects to experi- 
ment upon, while some “disintegrate” or “blow up” spells will 
require raw materials (and possibly more living subjects). 
Suggested expenses—and these are only suggested, barring 
catastrophic side-effects and the like—should be equal to 
10,000 Stars per week for the duration of the research. Failure 
to meet this cost will “freeze” the research at that point, and 
will not allow it to proceed until the proper expenses are once 
more paid. 


Research Cost = 10,000 Stars per week 


Success! At the end of the research period, the spell is added 
to the character’s arsenal. It is considered to be “learned” by 
the character, and may be assumed to be in his “Spellbook,” if 
desired. If the new spell is really good, if it significantly con- 
tributes to the campaign, or if it’s a Master Spell, then the 
Creator should feel free to reward the character with a Fate 
Point. 


PRIMAL POWER, THE SOURCE, & 
THE VOID 


Primal Power: All power—alchemical, magickal, mystical, 
and whatever else there possibly is—ultimately derives from 
primal power. Primal power is, in essence, the ultimate force 
behind all reality, all existence, and all non-existence. Only the 
immortals may dare attempt to employ pure primal power for 
the casting of their spells—and even the immortals themselves 
dare do so only with the utmost caution. (Primal power is cov- 
ered at length in “The Immortal Rules.”) 


The Source: The Source, sometimes known as “The Source 
of All Magicks,” is the philosophical abstraction of power from 
which all magick users draw their magick power—or so the 
majority of magick users believe. 


In truth, the Source is nothing more than the totality of all “pos- 
itive,” or “living,” power. While it is somewhat correct to state 
that some power is derived from the Source, it is more correct 
to state that the Source acts as a “filter” for primal power—the 
ultimate “source” of all power. 


The Source is the philosophical “diametric opposite” of the 
Void, a “polar opposite” so to speak. As such, energies from the 
two have a tendency to cancel each other—often with explo- 
sive, temporally disruptive results when manifested in the mate- 
rial world. 


The Void: The Void is the realm of all that is lifeless, cold, 
and “negative” in magick power. It is the opposing philosophi- 
cal abstraction of the Source, and all magick power derived 
from its hellish throes are totally inimical to all things living. 


Contrary to popular belief, the Void is not the source of a prac- 
titioner of Mysticism’s power. This misconception stems from 
the Mystic’s belief in and pursuit of a state of being known as 
the “void,” wherein the truly adept may find a blissful state of 
purely focused “non-being.” 


ARTIFICING 


Artificing: Artificing may be used to permanently empower 
items with the Power Magick, transforming them from mundane 
items into truly potent magickal items. Virtually any inorganic 
item in existence can be artificed to contain magickal powers. 
Items may range from a simple pebble or stick to the most intri- 
cate suits of armor. Though virtually anything can be artificed, 
there will be a tendency for most artificed items to be of the 
Exotic variety (alloyed, composed, or impregnated with any of 
the Exotics), since the Exotics by nature are more innately suit- 
able for the artificing process. For more info on the artificing 
bonuses of the Exotics, please refer to “Exotics.” 


Who Can Artifice? All Pro Magick spellcasting professions 
who possess the Special Power “Artificer.” Semipro Magick 
spellcasters may buy this at the Creator’s discretion. The only 
“restriction” we suggest is that it be highly unusual for a non- 
spellcaster to pick up “Artificer,” for reasons painfully obvious, 
we hope. 


All The Neat Stuff! The Special Power of the artificer 
empowers him with the knowledge of how to “tweak” the 
desired magickal effects into being in the formerly magickless 
item. With the notable exception of the various spells which may 
be permanently enchanted into the item—spells which are, by 
necessity, restricted to casters of those spells, and to casters of 
those spells only—each and every artificer can choose from 
among the many different Artificing Templates. The artificer’s 
own profession, spellcasting abilities, and other magickal abili- 
ties do not—repeat: do not!—limit or restrict the artificer in his 
choice of Templates (with the exception of the realm-specific 
spellcasting stuff mentioned above). 


What Can I Artifice? Almost anything you can imagine, 
subject to the Creator’s approval. The most common items are, 
of course, those which grant the typical FRP Characters the most 
benefits, like magickal weapons, armors, and other such trinkets. 
Are there any limits to how much you can cram into a single 
item? Of course there are... 


Slots: “Slots” refers to the number of individual spaces which 
store an artificed effect. For instance, if an artificed sword con- 
tained a +1 DC, this bonus would fit in Slot #1. If it contained 
an additional +1 AV Bonus, then that would take up Slot #2. 
What does all this mean? Well, when it comes down to the actu- 
al enchantment process, there are a limited number of Slots 
available (based upon the artificer’s relative Power Attribute, 
and his resultant Power Save), and each additional Slot becomes 
more difficult to artifice. Thus, even if you’ve got all the power 
in the world to spend on your Atomic-Mega-Death-Blade, you’d 
best be prepared to roll well as you fill up those Slots, or you’ll 
regret it (see below for the gory details of failure). 


Artificing 


Note: Just in case you’re wondering, the most “expensive” Slot 
(the one which costs the most power to artifice) occupies the 
highest Slot (Slot #1), and so on down the line. 


1 Ingot Of Exotic : 1 Item: This is the standard rate 
required to imbue an artificed item with the special properties of 
an Exotic. Any less simply will not do the trick. (Consider it a 
“critical threshold limit.”) 


1 Exotic : 1 Item: This is the standard for 99% of all arti- 
ficed items that contain Exotics. Any single item with more than 
| type of Exotic within it is quite rare, and is considered to be 
“hyperalloyed” (see “Exotics”). 


2 Or More Exotics : 1 Item: This is Hyperalloying, and 
it is most difficult; obtainable only by those with “Master’-level 
Smithing ability (those with percentile-level Skill Rolls in their 
Smithing skill; refer to “Skills” and “Exotics” for more info). 


The Procedure 
To artifice an item, the caster must follow these steps: 


1) The caster must “open” his own soul, or Power Point Pool, to 
the item. This requires a successful Power Save. From this point 
until the final closure of the process, the caster is completely 
incapable of any action other than pouring out his power to the 
item. All CVs are “0,” and the totally focused caster is com- 
pletely helpless to attack, defend, perceive, or otherwise interact 
with his environment. 

2) The caster must infuse his power unto the item. The first Slot 
requires no Save (it’s more or less a freebie, at least so far as 
Saves are concerned). However, after the first Slot, the Power 
Save becomes increasingly difficult to make. 


Za) 


lot Power Save 
Free 

-10% 

-20% 

-30% 

-40% 

-50% 

-60% 

-70% 

-80% 

0 -90% 

1 -100% (impossible???) 
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Note: Please recall that the character's Power Save is rolled on a 
d100, and must be equal to or higher than the number indicated. 


3) Finally, the caster must “close” his soul to the item. This requires 
a final Power Save, which is at the artificer’s normal numbers. This 
final Save seals and makes the item’s magick permanent, which 
finally renders the artificed item complete. 
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Note: Failure to artifice in a continuous, uninterrupted manner will 
result in the total failure of the process (see below for the effects of 
a “failure”’). 


The Price Of Failure: Failure to make any one of the Power 
Saves (or failure to perform a continuous enchantment process) will 
result in a display of sheer soul-damage. Damage will be equal to | 
Hit Point per 1 Power Point expended for the sum total of all Power 
Point Costs of the artificing! Due to the nature of this process, there 
is no way possible to avoid or diminish the damage once the Power 
Save has been failed (but Fate Points may be used to “make” the 
initial Save, of course). 

Note: Failure to make the Power Save at any point will result in the 
immediate disintegration of the item itself, in addition to the other 
fireworks. 


A Word About Power Batteries: Since the artificer must 
pay for each and every Power Point required in the Power Point 
Cost of the item, and since the costs can be steep, Power Batteries 
may be used, if desired. However, there is a price to pay for bend- 
ing the normal bounds of Artificing in this case: Any Power Battery 
employed in the artificing of an item will be permanently drained 
and destroyed in the process—unless it has the ability of Power 
Regeneration! This applies even if only 1 Power Point is drained 
from the Power Battery! Why? Because a simple, non-regenerating 
power source will be totally leached by the artificing process, while 
a regenerating power source (a living being, a Power Battery with 
Power Regeneration, etc.) has an “internal powerhouse” which will 
keep the thing going, despite the drain. Sure, you can cheat, but it 
costs... 


Power Batteries are permanently drained and destroyed if 
employed for Artificing, unless they are imbued with Power 
Regeneration 


Triggering The Item: This requires but 1 Action Phase, no 
matter the casting time of the spell artificed within the item. 
Triggering may be done by speaking a command word (see 
below), or by performing a simple physical action with the item 
(rubbing the old lamp, stroking the staff, etc.) 


Command Words: Either word (or words) or the physical act 
is set by the caster at the time of the artificing. Commands may be 
in any mortal tongue, or in any magickal tongue, yet anyone who 
knows the proper command may speak it and trigger the item 
(spellcasting ability is of no consequence for this; anyone can.do 
it, as long as he knows the command and can replicate it even 
somewhat passably). 

Creator’s Note: Optionally, you can implement a “spellcaster- 
only” policy for the command words, with commands being set to 
specific realms of magick or even to certain languages. 


Artificing Boosted Spells: The mechanics are a bit differ- 
ent for artificing Boosted, or damage-type, spells into items. First, 
the damage and the AOE are set into the item at the time of the 
artificing, and are not variable after that point. Why is it fixed? 
Because there is no living caster governing the magickal energies, 
shaping them and actively boosting them, once the spell has been 


artificed into the item. Second—and here’s where things can get 
tricky—the Power Cost vs. Effect ratio can become quite unfair, 
especially when one compares a relatively low-level caster with a 
relatively high-level one. Here’s an example of what we mean: 
Example: Bill and Ted are Wizards. Bill is 10th level, with a 
Power Attribute of 50, while Ted is 20th level, with a Power 
Attribute of 100. Let’s imagine that both are separately artificing 
a lowly Ist Order “Gesture of Power” into a nice little wooden 
backscratcher. Let’s say they’re both sticking with a “Charged” 
item, and let’s restrict them to a mere | charge per day. Consulting 
the “Magicks, Charged” Template, we find that the cost for a 1 
charge per day item, casting a Ist Order spell, is 1,000 Power 
Points. (Bill, who has a personal Power Point Pool of merely 500, 
may have to cheat a bit with Power Batteries to pay for his item, 
but we’ ll ignore that for now.) They both have the points, and they 
pay them. Now, however, we come to the stickler: so far as 
“boosting” is concerned, Bill, with his Power of 50, can invest up 
to 50 points of damage into the frame of a Ist Order spell, while 
Ted, with his Power of 100, can invest up to 100—but the base 
Cost is still the same for both of them! 


But That’s Not Fair! Of course it is. If you have more power, 
then you should be rewarded for it. However, if you insist upon a 
proper explanation... 


Why It’s Fair: Rather than get a headache with all the potential extra 
math (like, Costs for Boosted Spells adding an additional such-and-such 
number of points to the formula), we’ve found that it’s simply a whole lot 
easier to let the artificer pay for the spell as if it were merely a simple spell 
of a particular Order (instead of making him pay for all the extra damage 
involved in the boosting), then boost away within the frame of the artific- 
ing procedure itself (basically for “free,” too). Why does this work? 
Because, we rationalize, the artificer is already spending an arm and a leg 
for Power Cost during the artificing process, he’s putting his soul on the line 
already, and the extra nagging little cost of “boosting” a spell is so slight 
when compared to the true cost involved that it’s basically negligible. Thus, 
to summarize, Boosting is basically “‘free” provided you pay for the normal 
magicks artificing cost, you get more effect with higher personal Power 
Attributes, and it’s a lot easier. 

Final Note: There are many possible combinations of damage, 
AOE, and so forth when dealing with artificing damage-type 
spells into items, and the Creator should consider himself duly 
warned before opening this can of wyrms. 


Time Requirements: As mentioned above, all artificing 
must be done in one pass, with no breaks in the procedure. One 
may artifice an item in relatively brief time, however, with more 
powerful spellcasters being capable of quicker artificing. The time 
required to set up and artifice the template is as follows: The spell- 
caster can artifice 1 Power Point of the item’s total Power Point 
Cost per point of his own Power Attribute, per minute. The time 
requirements are summarized as follows: 


Artificing time = 1 Power Point of item’s total Power Point 
Cost per point of artificer’s Power Attribute, per minute 
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Erasing The Template: If you aren’t satisfied with your arti- 
ficed item, or you discover one that doesn’t quite suit your needs, 
then it is possible to “erase” the artificed template simply by 
reversing the original artificing process. Of course this means that 
you must know and cast the same spell, reversing the entire arti- 
ficing procedure in the process (with all power prerequisites to be 
met). The time to do this—provided you can do it at all—is the 
exact same as with the original artificing process. Finally, once the 
original template is erased, you have to start from scratch and arti- 
fice the item again, meeting all the requirements mandated by 
your artificing along the way. 


The Artificing Templates 


The following tables contain the most commonly employed 
Artificing Templates. A word or two of explanation first: The 
“Cost” refers to the Power Point Cost necessary to artifice that 
particular entry into an item, while the “FMV” refers to the Fair 
Market Value of an item with that particular entry enchanted into 
it. 


AV: This grants the wielder of the artificed item an additional AV 
Bonus. Although typically reserved for weapons, other items have 
occasionally been employed for this. 


AV Power Cost FMV 

+] 1,000 + 5,000 
+2 2,500 + 12,500 
+3 5,000 + 25,000 
+4 7,500 + 37,500 
+5 10,000 + 50,000 
+6 15,000 + 75,000 
+7 20,000 + 100,000 
+8 25,000 + 125,000 
+9 50,000 + 250,000 
+10 100,000 + 500,000 


DV: This grants the wielder of the artificed item an additional 
DV Bonus. As per above, there are exceptions to the typical 
“shield, armor, and sword” matrix for this. 


DV Power Cost FMV 

+] 1,000 + 5,000 
+2 2,500 + 12,500 
43 5,000 + 25,000 
+4 7,500 + 37,500 
+5 10,000 + 50,000 
+6 15,000 + 75,000 
+7 20,000 + 100,000 
+8 25,000 + 125,000 
+9 50,000 + 250,000 
+10 100,000 + 500,000 


AV & DV Note: While no single item will normally confer more 
than a+10 bonus either to AV or DV, there may be a few instances 
where a cumulative bonus, either AV or DV, supersedes the nor- 
mal limit of +10. The Creator should consider himself warned to 
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beware of “bonus hoarding” (along with just about every other 
kind of hoarding), especially when the character already has cer- 
tain special abilities, such as Focus. 


Armor X: This grants the wielder of the Armor (yes, specifi- 
cally “Armor”) a multiple to his Base Armor Type in order to cal- 
culate his new Armor Protection value. For instance, if the Base 
Armor Protection Value of a suit of Khazak Battle Armor is 10 
(this is Type 10 Armor), then the new value for a suit artificed up 
to Armor X 10 would be 100! 


(Armor Type) X (Armor X) = New Armor Protection Value 


Common Sense Note: Certain Armor Types and Exotics will clash, 
and may not particularly suit your campaigns (such as Silversteel 
and Type 1 Armor, or the infamous “Silversteel furs”). Feel free to 
invoke common sense whenever it suits your campaign. 
Cumulative Armor X Note: As with normal armors, if someone 
happens to be wearing two or more different types of Exotic 
Armors, then he’ll get only the best protective value of the most 
powerful Exotic—not the summation of the types. It is possible, 
however, to gain additional special powers and/or wardings by 
wearing multiple types of Exotic Armors (such as when wearing 
that Ultima Full Body Suit beneath your Shadar Steel Full Body 
Armor). Some types will clash, some will not. 


Armor X Power Cost FMV 
Ge 1,000 + 5,000 
bo) 2,500 + 12,500 
X3 5,000 + 25,000 
x4 7,500 + 37,500 
a 10,000 + 50,000 
X6 15,000 + 75,000 
X7 20,000 + 100,000 
X8 25,000 + 125,000 
X9 50,000 + 250,000 
X10 100,000 + 500,000 


Note: The final value of the Armor Protection resulting from an 
Armor X of 1.5 should be rounded up. 
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DC Bonus: This grants the wielder of the weapon an addition- 
al Damage Class Bonus when employing the weapon. It is added 
to the DC for the weapon. For instance, if a Great Sword, which 
has a DC of 5, is artificed with a DC Bonus of + 5, then the new 
total DC for the Great Sword will be a hefty 10. 


DC for Weapon Type + DC Bonus for Artificing = Total DC 


of Weapon 
DC Bonus Power Cost FMV 
+] 5,000 + 25,000 
+2 10,000 + 50,000 
+3 25,000 + 125,000 
+4 50,000 + 250,000 
+5 100,000 + 500,000 


Mods: This grants the wielder of the item a bonus to a particu- 
lar Skill Roll (such as “Acrobatics,” or whatever skill is named 
during the artificing) or Special Power (such as “Keen Hearing”). 
These act as Mods, yet they are not bound by the “limit of 5” rule 
for acquiring additional Mods. For instance, if you already have 2 
Mods in Acrobatics, and you hoard an artificed item which grants 
an additional +5 Mods to Acrobatics, then you’ll have a total of 7 
Mods (and not the physical limit of 5). 


Skill Roll Power Cost FMV 

+1 1,000 + 5,000 
+2 2,500 + 12,500 
+3 5,000 + 25,000 
+4 7,500 + 37,500 
+5 10,000 + 50,000 


Movement: Items with the Movement bonus will grant addi- 
tional CMR to the wielder’s normal CMR. 


Movement Power Cost FMV 

+1 CMR 1,000 + 5,000 
+2 CMR 2,000 + 10,000 
+3 CMR 3,000 + 15,000 
+4 CMR 4,000 + 20,000 
+5 CMR 5,000 + 25,000 
+6 CMR 6,000 + 30,000 
+7 CMR 7,000 + 35,000 
+8 CMR 8,000 + 40,000 
+9 CMR 9,000 + 45,000 
+10 CMR 10,000 + 50,000 


Magicks: Yes, if one has the ability to cast the spell, then one 
can artifice that spell into an item—provided one has the neces- 
sary Power Points required for the enchantment, that is! All mag- 
icks require but 1 Action Phase to activate. The exception to this 
tule is the “permanent” magicks, which may be set to be activat- 
ed in but 1 Action Phase, or set in an “always on” mode (see 
explanations following). 


Power Cost FMV 

1,000 per Order + 5,000 per Order 
2,500 per Order + 12,500 per Order 
5,000 per Order + 25,000 per Order 


Magicks, Charged 
1 charge per day 


2 charges per day 
3 charges per day 


Magicks, Permanent Power Cost FMV 

lst Order 10,000 + 50,000 
2nd Order 20,000 + 100,000 
3rd Order 30,000 + 150,000 
Ath Order 40,000 + 200,000 
5th Order 50,000 + 250,000 
6th Order 60,000 + 300,000 
7th Order 70,000 + 350,000 
8th Order 80,000 + 400,000 
9th Order 90,000 + 450,000 
10th Order 100,000 + 500,000 


The Charge: This is equal to 1 casting of the spell, as it was 
originally cast (or artificed) into the item. All damage, AOE, 
range, etc. of the original spell is replicated each and every time 
the charge is used, with all applicable Saves and effects each and 
every time. The charge may be set at the time of enchantment to 
“go off’ at a certain time (like “when I smack him with it” or 
“when I caress it lovingly”) and/or with the aid of a command 
word, which may be of any language desired (it doesn’t have to be 
“magick,” in other words; anyone can use it if you set it up that 
way). 


The Permanent Charge: Unlike the feeble charge, the per- 
manent charge can be set to be “always on,” or “up to | activation 
per Action Phase,’ or it can be set up like a conventionally 
charged item (under those “go off” conditions above), only with 
no limitation to the number of times per day it can go off. 


Why So Expensive? This is the mortal version of Artificing, 
and as such it is only as expensive as it is inefficient (at least when 
compared with the immortal version of Artificing; see “The 
Immortal Rules”). 


What’s The Limit On Slots? Ten slots would appear to be 
the limit—the mortal limit, that is—but, as with all apparent 
“rules,” there may be ways to supersede this apparent limit. 
However, despite the number of slots in an item, these items 
remain, despite their apparent power, nothing more than mortal 
trinkets when compared with the true artifacts. 


True Artifacts! No matter how much power you cram into 
these lesser items, no matter how dangerous you can possibly 
make them, they’re still nothing when compared to true arti- 
facts—and you cannot even attempt to make a true artifact until 
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you’re an immortal, when you can at last artifice by means of a 
“Primal Inscription.” 


If it’s not a true artifact, then it can still be “Pulsed,” and it can still 
be destroyed (if hit with enough force, subjected to Ultimates, or 
ravaged with primal energies or artifacts). See “The Immortal 
Rules” for more information on how the immortals can artifice 
truly great items... 


Common Sense: Certain items go with certain categories of 
artificing, and certain items do not. When there is doubt, simply 
use some common sense. For example: Can a Sword or Weapon 
grant an Armor X? Typically not. Can a suit of Armor grant a DC? 
Again, typically not. Can a Staff get Sharpness? There are, how- 
ever, certain exceptions even to these “rules,” so be sure that both 
parties (Player & Creator) agree before bending or breaking these 
rules. 


POWER BATTERIES 


Power Battery: This allows the artificer to invest additional 
Power Magick into the item, in effect creating a Power Battery 
within the item. This reserve will act as a normal Power Point 
Pool, yet it will need to be recharged once used unless Power 
Regeneration is added. Power Batteries are handy for spellcasters 
because they provide an additional Power Point Pool for their 
spellcasting purposes. 


Linking: To employ a Power Battery, one must “link” oneself 
with the battery. This requires a successful Power Save. Failure to 
make the Save will result in the character’s being “Pulsed” (see 
“The Pulse”). Once successfully established, however, the link 
will last until the battery is pulsed, removed from the character’s 
person, or completely drained (if non-recharging). While the link 
is maintained, the character can draw forth as much power from 
the battery as he sees fit, to aid and augment his own personal 
spellcasting. A separate link must be established for each and 
every battery. 


The Linking Limit? One may establish and maintain only 7 
links simultaneously. Why? Recall that mortals have 7 Power Foci 
(see “Power Foci’). These 7 Power Foci act as the character’s own 
“Slots,” and, once they’re filled, the character cannot hold any 
more, unless he’s an immortal (see “The Immortal Rules”). Please 
note that it is not normally possible to augment the natural carat 
value of Power Stones (see “Exotics”) to cheat the 7 link limita- 
tion (i.e., putting three 10-carat stones in the same ring will not 
make | single 30-carat stone). 


So, What If I Link With 8? The Creator gets to set your 
Character Sheet on fire, because you just blew up, your very own 
Power Point Pool explosively disrupting for 1 Power Point : 1 Hit 
Point of damage, along with each and every one of your 8 batter- 
ies popping off similarly. Hard to survive that (but it is possible). 
Oh, and your atoms are Pulsed, too. Don’t do it, unless you’re an 
immortal. 
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What About Power Recharge? Unless you are lucky 
enough to find a tome which describes how to artifice Power 
Regeneration into a battery (see “Things Magick’’), the battery’s 
Power will not recharge. Once it reaches “0,” your character will 
have to recharge it himself. The item may be recharged at any time 
prior to “0,” however, if the caster is so inclined. The process of 
recharging a Power Battery is as follows: Simply grasp the arti- 
ficed item, make a successful Save vs. Power, which will “open” 
your Power Point Pool to the item, then transfer as much of your 
Own power as you wish into the item, up to the item’s containment 
limit. Recharge requires | Action Phase per 100 Power Points 
recharged. Failure to make the Save will result in a temporary 
“pulse” of the caster’s Power Point Pool (see “The Pulse”). 
Note: Normal “running out of power” (or being drained down to 
“0” points) will not cause the battery to break, ruin, or somehow 
otherwise destroy itself. Using a normal, non-regenerating Power 
Battery during the process of Artificing, however, will destroy it! 


Power Battery Use: The power stored within the Power 
Battery may be used by the caster as if it were from his own 
Power Point Pool. Power is spent on a | point to 1 point basis. 
There are no special Saves required to tap into a Power Battery (as 
opposed to “linking” with one). The only limitation is that the 
item or object must be held, or worn on the caster’s person, to be 
used. (Stuffing it into that X-Bag won’t work; the battery must be 
“out” to be used.) Casting time will still be the same for any spells 
cast in this manner. 

Note: If the character is clever enough, there may be a way to 
“remotely link” himself with Power Batteries. Consider that 
deeply... 


How Many Can I Hoard? As many as you want, provided 
you don’t try to link yourself with more than 7 of them at once. 
You may begin to glow like a small star after a certain point, 
though, at least to those with Magick Sense. 


Power Battery Power Cost FMV 
100 Power Points 1,000 + 5,000 
200 2,000 + 10,000 
300 3,000 + 15,000 
400 4,000 + 20,000 
500 5,000 + 25,000 
600 6,000 + 30,000 
700 7,000 + 35,000 
800 8,000 + 40,000 
900 9,000 + 45,000 
1,000 10,000 + 50,000 
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EXOTICS 


Exotics cover the full spectrum of metals, elements, compounds, 


minerals, substances, etc., found within the SenZar Rules. Exotics are 
materials that are generally a cut or two above the “norm” in the stan- 
dard FRP game setting. Many of them have unusual properties, both 
for offensive and defensive purposes. 


Exotic Explanations 


Ingots & Bars: These are the standard measures for Exotics. 


1 Ingot = 100 Coins 
1 Bar = 1,000 Coins 
1 Block = 10,000 Coins 


The “coin” is a relative measure, at best, for some of the Exotics that 
aren’t bartered as legal tender. It is, however, an extremely convenient 
way to standardize the Exotics as far as Enchantment purposes are 
concerned. 


Artificing With Exotics 


1 Ingot Minimum: This is the standard rule of thumb for 
Exotics used in artificed items. There is a minimum requirement of 
1 Ingot of an Exotic in order to gain its potent special bonuses and 
powers. Any less, even 1 Coin less, simply will not do (there aren’t 
any fractions of bonuses, in other words; it’s all or nothing). Armor 
and Weapons will require a minimum of at least 1 Ingot in order to 
gain the special properties of the Exotic. Golems generally will 
require | Ingot of Exotic per Kill Factor (see “Creeping Death”) of 
the Golem being constructed. Trinkets, or miscellaneous items such 
as rings, brooches, and other such “small” things, generally will 
require no more than | Ingot. 


Armor = Minimum of 1 Ingot 
Weapons = Minimum of 1 Ingot 
Golems = Minimum of 1 Ingot per Kill Factor 
Trinkets = Minimum of 1 Ingot 


The Exotic Advantage: Why use an expensive Exotic to arti- 
fice an item when the same item can be made from ordinary materi- 
als? Reason Number One: Ordinary materials can be destroyed by 
ordinary means, whereas Exotics may be destroyed only by another 
Exotic (or by certain other “Immortal” means explained below). 
Reason Number Two: Exotics allow more powers and enchant- 
ments to be crammed into the item, at a greatly reduced Power 
Cost. So why even bother with using “normal” materials in the con- 
struction of magick items? The wise Creator can take advantage of 
the lower resale value of non-Exotics in “Things Magick” (handy 
for keeping those coin collections down to reasonable levels in 
some campaigns). Also, if Exotics are a rarity in your campaign, 
then you have an alternative to Exotic-only artificed items, and your 
spellcasters can still create magick items. 


Creation Requirements 


There are a few simple requirements when it comes to the cre- 
ation and manufacture of Exotic items: 


The Master Rule: Quite simply, to work an Exotic, the 
character must be a “Master” in the appropriate skill. Anything 
less will result in total failure. The legendary “Master” rating 
may be achieved either through superior GovAttributes in that 
skill, or by having enough Mods to qualify. Remember: The 
“Master” must have a Skill Roll of “0.05” or better! 


Creating Exotic Armors & Weapons: Obviously, the 
character doing the actual work upon the object or item must 
have the appropriate skill with which to create it. For instance, if 
a suit of armor, shield, or a “hack & slash” weapon such as a 
sword or axe is being crafted, then that character must have the 
“Smithing” skill. If a bow is being crafted, then the character 
needs the “Bowyer” skill. Also, the character must be familiar 
with the item being created, or must have access to an item of 
the same type being created in order to create it. The only excep- 
tion to this is when the character has the “Inventor” Special 
Power, which will allow him to “invent” new types of items, 
which he can then create with the appropriate skill. 


Exotics On Exotics: To work the Exotic, one must employ 
an Exotic of equal or higher relative strength. This can be deter- 
mined through simple inspection of the Exotics, and a dose of 
common sense. In certain cases, such as with Zynsh, the manu- 
facturing process is explained in its listing. 


The Vulcan Forge: The character must have a suitable forge 
or workshop where he can work the material. Volcanic heat will 
serve to work most of the Exotics. Certain technomagickal envi- 
rons may be used as well, such as any of the “fusion” or “anti- 
grav’ ones. While the latter may only be employed in the more 
advanced campaigns, the former, the volcanic forge, may be 
employed by any who manage to wrest the secrets of the ancient 
“Vulcan Forge” from the Khazak race who so jealously guard 
them. Any Khazak character with the “Smithing” skill will know 
of them, and may recreate them with a suitable heat source, such 
as a volcano; with a minimum of 1,000,000 Stars of investment 
in creating the necessary constructions to house the forge; and 
about 1,000,000 man-hours of skilled labor to do the actual con- 
struction work. The Vulcan Forge is mammoth, and extremely 
hazardous to the health of those not familiar with its use. It is, 
after all, hot. (Small wonder why most characters try to “steal” a 
super-tech forge from more advanced cultures instead of haying 
to build one themselves.) 


Where & How Can I Do This? Typically, Exotics may 
be worked wherever they will not destroy the workspace, or 
destabilize the work environment. Obviously, as their listings 
will explain, there are simply some places and situations wherein 
some Exotics cannot be worked (like trying to work with Shadar 
Steel in a place consecrated to some “good” deity). If there’s still 
any doubt as to what can be forged where and how it can be 
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done, there’s always “Soulforging,” the ancient Prime Power 
which some Material Gods (or other immortals) may possess, 
which can work any of the listed Exotics; and the use of “Wish’- 
type enchantments, which, again, can work any of the listed 
Exotics. Too bad the character has to be an immortal to employ 
those two methods (unless he’s lucky enough to stumble upon a 
free “Wish” while he’s still mortal). 


Exotic Alloys & Hyperalloys: A few of the Exotics are in 
fact composites, or hyperalloys, of two or more other Exotics. 
Valnog, for instance, is a hyperalloy of Black Moonlight and 
Obsidium. It combines some of the better defensive qualities of 
the two Exotics to yield a much more potent defensive quality, 
though it does this at the expense of sacrificing its potential 
offensive qualities. If Players wish to experiment with hyperal- 
loys, all that is required is the Inventor Special Power, the appro- 
priate smithing set-up (if any is applicable), and the Creator’s 
approval. Feel free to experiment. Just recall that one must be a 
Master to work with them, and that in order to gain something 
better in the alloy, quite often one must be willing to sacrifice in 
order to achieve it. 


Modifiers To Artificing Cost: Following the entry, there 
will be listing(s) which include a percentage, or other information. 
This refers to the corresponding listing in “‘Artificing Templates” 
and is the modifier to the Artificing Cost while artificing an item 
which includes that particular Exotic. This merely means that cer- 
tain Exotics are better than others for granting modifiers to the 
extremely high power cost (and not FMV, or monetary cost) of 
artificing items. 

Example: Adamant lists the Artificing Template of Armor X at 
50% Cost. This means that all “Armor X” artificing while using 
Adamant costs but one-half (50%) of the normal Artificing Cost 
listed under “Armor X.” 


Exotics Defined 


Adamant: An achievement of Mokarr Alchemy, this glossy 
black metal is steeped in the blood of the unborn. Contrary to 
myth, Adamant does not lose its efficacy when exposed to sun- 
light. Armor X: 50% Cost. DC: 50% Cost. AV: 90% Cost. DV: 
90% Cost. Magicks: 90% Cost. 


Alganor: This dull grey metal inhibits psionic, telepathic, and 
mystical abilities and effects. Alganor will provide a free duplica- 
tion of the Special Power of Mind Mastery, provided a minimum 
of 1 Ingot of Alganor is used. It is not necessary to sacrifice a crea- 
ture to provide the Special Power, as Alganor takes care of this 
itself. Armor X: 90% Cost. DC: 90% Cost. Special Power: 
Special Power of Mind Mastery (free). Warding: vs. Mysticism 
10% Cost. 


Arru: This jet black crystalline compound has the uncanny abil- 
ity to ward magick, as well as to “pulse” anyone struck for dam- 
age by a weapon (or whatever else) composed of Arru. The 
“pulse” is automatic, with no Save, and will endure for the normal 
duration of the Pulse (see “Magicks” for more info on “The 
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Pulse”). The bad news is that anyone with artificed Arru armor (or 
any other protective device of Arru which has been specifically 
Warded vs. Magicks) upon his person is also warded versus the 
beneficial effects of his own and others’ magicks (of the same 
Order which is warded, and below), unless the Arru item incorpo- 
rates the mysterious property of “Polarization” into it (see “Things 
Magick” for the specs). Arru has no warding powers vs. Primal 
Magicks or artifacts. Arru has no effect upon pure technology, 
either. Warding, Magicks: 10% Cost. Special: Inflicts “The 
Pulse” upon any who are struck for damage by an Arru weapon or 
item. 

Note: There would appear to be a non sequitur concerning the 
artificing of a material that wards the magick with which it comes 
into contact. Rationalize it as you will. 


Black Moonlight: This Mokarr Exotic resembles Terran 
materials such as Dacron and Spandex. “Hard” weapons such as 
swords, hammers, axes, and “pointed” weapons such as arrows 
and bolts cannot be made from Black Moonlight; garrotes, whips, 
and the gamut of the “soft” weapons, however, can. Armor X: 
25% Cost. DC: 50% Cost (“soft” weapons only). AV: 75% Cost. 
DV: 75% Cost. Magicks: 50% Cost. 


Borazon: This analog of an actual Terran crystalline compound 
(boron nitride) has been enhanced to provide even more durabili- 
ty than the original compound. Borazon appears as a “white dia- 
mond” type of crystal. While it is admitted to be only a “bit” supe- 
rior to diamond in hardness, Borazon’s already amazing heat 
resistance has been amplified to an extreme degree. Armor X: 
75% Cost. DC: 75% Cost. Warding, Elemental (Fire): 50% 
Cost. Sharpness: 90% Cost. AV: 90% Cost. DV: 90% Cost. 
Magicks: 90% Cost. Special: Borazon provides a free AP of 5 per 
Armor Type vs. all fire and heat damage. 


Gravidium: This pulsing, crystal blue metal’s atomic matrix is 
specifically engineered to concentrate and focus demolishing g- 
forces in the same vector, or force-direction, of the alloyed 
weapon. Armor X: 25% Cost. DC: 25% Cost. AV: 75% Cost. 
DV: 50% Cost. Magicks: 90% Cost. Vector Impact: 50% Cost. 


Ironwood: This “organic” Exotic is in fact the heart of the 
greatest tree on the face of SenZar: the majestic ironwood tree. 
Found only in the Paleozoic-style Great Rift, Ironwood is har- 
vested by the Azaar only from trees that have succumbed to age, 
or have been felled by natural disaster. Once harvested, the 
Ironwood is “heat-tempered” through an interesting “volcanic 
tempering” process by the Azaar, and during this process the 
Ironwood acquires its dull black anodized finish. The process 
itself is a closely held secret of the Azaar, and surprisingly 
enough, only the Azaar seem to be able to produce “pure” 
Ironwood. It is suspected that the unique mineral content of the 
volcanoes found within the Great Rift (where most things are 
unique to begin with) catalyzes the Ironwood in some fashion, 
causing it to transform from its “ordinary” mahogany-like state 
into an organic material that is more durable than steel. Armor X: 
90% Cost. DC: 90% Cost. AV: 90% Cost. DV: 90% Cost. 
Magicks: 90% Cost. Power Batteries: 50% Cost. Special 
Powers: 50% Cost. 
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Krystallor: Armor constructed from this ice-blue crystalline 
material provides superior resistance versus all forms of cold— 
even down to the threshold of absolute zero. Armor X: 50% Cost. 
DC: 50% Cost. AV: 25% Cost. DV: 75% Cost. Magicks: all 
“cold” magicks at 10% Cost. Power Batteries: 90% Cost. 
Warding, Elemental (Cold): 10% Cost. Special: Krystallor pro- 
vides an AP of 10 per Armor Type vs. all cold attacks. 


Mysta: Sometimes referred to as “the spirit metal” due to its 
Astral origin, Mysta appears in the Prime as a sight-dizzying 
metal that changes its colors like oil glistening on water. Mysta is 
so light as to be considered “gossamer,” or nearly immaterial. 
Weapons forged from Mysta, however, are so “immaterial” that 
they slice through the hardest armors as if they weren’t there— 
unless, of course, the armor is made of Mysta, which will defend 
as normal. No Slot is necessary for this effect. AV: 50% Cost. 
Armor X: 75% Cost. DC: 50% Cost. AV: 50% Cost. Magicks: 
75% Cost. Power Batteries: 50%. Special: There is no Armor 
Protection versus weapons made of at least 1 Ingot of Mysta. 


Obsidium: The black blood of Chthon herself, Obsidium is 
issued forth from her heated wounds and refined by the Bane of 
the Three Moons by the Mokarr. Obsidium resembles anodized 
steel, flecked with crystals of obsidian. Obsidium is devastating 
when employed for blades, as it causes a “Sharpness” effect. 
Armor X: 50% Cost. DC: 50% Cost. AV: 75% Cost. Sharpness: 
25% Cost. Bifurcation: 50% Cost. 


Omnium: The so-called “ultimate techno-metal,” Omnium is 
employed for the superstructures of the finest spacefaring vessels. 
As light as aluminum yet tougher than the purest diamond, 
Omnium commands a premium in all known sectors of space. 
Pure Omnium gleams like extra-shiny aluminum foil. Armor X: 
25% Cost. DC: 25 Cost. DV: 50%. Sharpness: 75% Cost. 


Orikalk: Shining with a deeply hued reddish-golden luster, 
Orikalk, like its relative Solara, is held as a sacred metal by sun- 
worshipers everywhere. Armor X: 50% Cost. DC: 75% Cost. 
AV: 90% Cost. DV: 50% Cost. Magicks: 50% Cost. Warding, 
Elemental (Fire): 50% Cost. 


Shadar Steel: Sometimes erroneously referred to as Druus 
Steel, this void-black, soul-blasting metal is truly wicked; com- 
pounded by the Shadar Lords themselves to harvest, store, and 
sometimes even to obliterate souls. Its very existence owes to the 
eternal enslavement of souls who empower it with their very 
Essence. Once forged by the light of the Void Moon, Shadar Steel 
is eternal, and may not be destroyed, save by Primal Magicks, 
artifacts, Alkahest and other Ultimates, or by other objects of 
Shadar Steel. Shadar Steel gives off an evil “aura,” even to those 
who cannot normally see or sense such things. Actual physical 
contact with Shadar Steel can cause most sentients to “hear” the 
“psychic screams” of the souls trapped within the hellish metal. 
Armor X: 10% Cost. DC: 10% Cost. Special: Shadar Steel will 
cause any mortal sentient struck for damage by it (even if only 1 
Hit Point of damage is done; “sentients” being all living creatures 
with souls, but not golems, constructs, or simulacra) to Save vs. 
Power or die instantly. Any sentient slain by Shadar Steel will 


instantly have his soul doomed to the Void. Those with a Power of 
100 need only fear should they be “killed” by Shadar Steel— 
because then itll doom them to the Void just like anyone else. 
Special 2: a// other Artificing Cost is at 10%! 


Shiril: This dull grey metal, which strongly resembles Alganor, 
is in fact its polar opposite: Shiril augments the effects of magicks. 
Spellcasters who focus their powers through a Shiril weapon, 
item, or even a suit of armor can cause Piercing type effects with 
their spells. Armor X: 90% Cost. DC: 90% Cost. AV: 75% Cost. 
Magicks: 25% Cost. Piercing: 10% Cost. 


Silversteel: This Khazak holy metal exhibits a chrome-bright 
sheen unmatched by any other Exotic. Silversteel is Soulforged, 
and is considered to be “inappropriate” for any save for the 
Khazaks themselves. The exact Soulforging method is, of course, 
nothing less than a sacred secret to the clannish-minded Khazaks. 
Armor X: 10% Cost. DC: 10% Cost. AV: 75% Cost. DV: 90% 
Cost. Magicks: 90% Cost. Sharpness: 50% Cost. Bifurcation: 
90% Cost. 


Solara: The sacred metal of both Silestions and Solarr, Solara is 
rumored to be the golden metallic remnants of the former Silesian 
homeworld’s sun. Solara is totally immune to the ravages of heat 
and fire, up to and including the searing fusion-generated plasma 
conditions at the heart of a star. It cannot be forged in a typical 
smithy. Armor X: 50% Cost. DC: 50% Cost. AV: 25% Cost. DV: 
75% Cost. Magicks: all “fire” magicks at 10% Cost. Power 
Batteries: 90% Cost. Warding, Elemental (Fire): 10% Cost. 
Special: Solara provides an AP of 10 per Armor Type vs. all fire 
or heat attacks. 


Supremium: The product of Death Horde technomagick, 
Supremium is as great as Shadar Steel—and moreso, once one 
considers the fact that Supremium does not rely upon souls to 
empower it, though it very nearly matches Shadar Steel strength- 
for-strength. Though it lacks Shadar Steel’s formidable “Void” 
special powers, Supremium makes up for this tiny shortcoming by 
being “clean” and “noble” enough for even the most wholesome 
and pure PC to use. Ironic, considering its true origins. 
Supremium is the only Exotic with a special inclination to make 
loud, obnoxious noises when it cleaves something during the 
process of Bifurcation. Golden lights shine in concert with the 
loud noises, as the molecular structure of Supremium vibrates and 
reverberates sympathetically with the cleaving effect. 
Supremium’s lustrous color has been described as being “more 
golden than gold itself.” Armor X: 10% Cost. Bifurcation: 10% 
Cost. DC: 10% Cost. Special: A// other Artificing Costs at a mere 
10%. 


Ultima: The product of untold Ages of Alchemical research, 
Ultima is proof vs. any and all 1st-10th Order Alchemy, including 
the legendary Alchemical Ultimates. However, since Ultima pro- 
vides no form of “auric” protection field, one must be totally 
enclosed by Ultima in order to be warded by it. As such, the “full 
body” types of armor (Type 10 Armors, especially those of the 
“full body suit” variety) are the most sought after, at least so far 
as Ultima is concerned. For example, if one is wearing a Type 10 
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Full Body Suit of Ultima, then, should one be hit by Alkahest, no 
harm is done either to his person or his Ultima armor. However, 
all items still on the person being struck yet “outside” the protec- 
tive confines of the Ultima armor will be subject to the full effects 
of the Alkahest. Please note that no venoms, poisons, gasses, or 
other such “alchemically delivered” mischief will harm the char- 
acter unless they actually breach the Ultima which encloses him, 
in which event they will affect him as normal. 


Conversely, Ultima will ward the character vs. the beneficial 
effects of Alchemy. Thus, while one might be safe from alchemi- 
cal effects while wearing Ultima, one will suffer when it comes to 
healing and the like, unless one takes the Ultima off! 


Ultima is, in effect, “materialized,” or “fixed” Quintessence. It is 
a translucent, crystalline purple color when fixed for Armor 
(although a skilled Alchemist may fix it in any color, shape, or 
form desired). Alternately, it may be fixed to store Ultimates or 
other Alchemical substances, in which case it becomes virtually 
clear, effusing the “ideal color” of the substance stored within it. 
(Alkahest, the ultimate acid, will radiate a deep crimson or reddish 
hue when stored; Cryonax, the ultimate cold, will radiate an eerie 
white or pale blue hue, etc.) Alchemists must use Ultima vessels 
to store many of their Ultimates, which cannot be held in check by 
many other conventional means. Please note that there is no 
Artificing normally possible with Ultima, as it is, by its unique 
nature of manufacture, already “artificed.” 


Urru: This gleaming, silvery metal has an uncanny affinity for 
storing the Power Magick, and it reacts like a supreme magickal 
catalyst. Magicks: 10% Cost. Power Battery: 10% Cost. Power 
Regeneration: 10% Cost. Piercing: 10% Cost. 


V-Steel: The so-called “penultimate techno-metal,” V-Steel, like 
Omnium, is highly prized by the spacefaring community for use 
in the construction of lightweight, extremely durable spacecraft, 
superstructures, and in certain planet-bound mega-engineering 
projects. Unlike Omnium, however, V-Steel also is an excellent 
conductor of magick power, and as such is prized by spellcasters 
everywhere. Armor X: 25% Cost. DC: 25% Cost. AV: 90% Cost. 
DV: 90% Cost. Magicks: 50% Cost. Power Battery: 25% Cost. 
Power Regeneration: 75% Cost. Sharpness: 50% Cost. 
Bifurcation: 90% Cost. 


Valnog: This jet-black Mokarran hyperalloy of Black 
Moonlight and Obsidium is employed in the armor of the elite 
Mokarr Death Squads. Only the Mokarr elite dare possess it. 
While it lacks true offensive capability (limited as is its close rel- 
ative, Black Moonlight), it is extremely durable, flexible, com- 
fortable, and form-fitting. Armor X: 10% Cost. DC: 50% Cost 
(“soft” weapons only). DV: 75% Cost. Magicks: 25% Cost. 
Physical Warding: 90% Cost. 


Vermix: Fatal to the touch, Vermix is indeed a most baneful hy- 
per-alkaloid “metallic venom.” Vermix is a repulsive black hue, 
interspersed with pulsing granules of puke green and blood-bruise 
purple. Armor X: 75% Cost. DC: 50% Cost. AV: 90% Cost. DV: 
90% Cost. Magicks: 90% Cost. Special: If a character is struck 
for even a single point of damage by a Vermix weapon (if only 1 
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point gets through his AP), he will suffer an additional 10-100 
points of cruel, spastic, flopping and foaming damage from the 
effects of the venom, instantly and automatically suffering from 
the baneful effects of a Devastating Critical Hit. Those with the 
Special Power of Toughness will ignore the Crit, yet will still take 
the additional damage. This will occur after each and every dam- 
aging hit. (Creator’s Warning: Wearing Vermix armor may be haz- 
ardous to your health!) 


Vibrazyne: Resembling Vibrum physically, Vibrazyne is use- 
ful defensively, for it has the unusual property of nullifying a por- 
tion of the incoming damage vector, specifically that resulting 
from purely “physical” damage. Please note that most Vibrazyne 
weapons would be totally pointless, if somewhat amusing. Armor 
X: 10% Cost. Warding, Physical: 10% Cost. 


Vibrum: This scintillating, pulsating silver-grey metal has the 
most unusual—and most dangerous—property of explosively 
multiplying all forms of energy—magick or otherwise—that con- 
tact it. As such, it is generally considered to be an exercise in sheer 
idiocy to manufacture armor and weapons from Vibrum. 
However, for the enterprising soul, there is always the possibility 
of manufacturing a magickal focus with which to amplify one’s 
own spellcasting effects. The problem, however, lies in actually 
manufacturing the Vibrum focus, because it explosively multi- 
plies any and all energy that encounters it on a 2:1 basis. One 
“conventional” method proven to somewhat safely manufacture 
Vibrum is by means of a properly stated Wish. Failure, however, 
will ensure a very damaging crater in your spellcaster’s neighbor- 
hood. Another is by the ancient art of Soulforging (which the 
Khazak and Starin jealously guard for themselves, and for good 
reason!). In any event, any focus constructed of Vibrum will 
amplify the power of any “damage-type” spell cast through it, 
effectively multiplying the damage from the spell by a factor of 
2X. Special: 2X all magickal damage cast through Vibrum item 
focus. 


Zidrae: When applied to any weapon or armor, this void-black, 
ultra-dense, light-absorbing metal can invoke devastating damage 
and prohibit the same. (Materials composed of Zidrae will regis- 
ter up to 10X their normal mass. As such, we suggest that it be 
employed only by those characters with a STR of 20 or higher.) 
Armor X: 10% Cost. DC: 10% Cost. AV: 90% Cost. DV: 90% 
Cost. Warding: vs. Hardcore radiation 10% Cost. Special: Zidrae 
provides an AP of 10 per Armor Type vs. all hardcore radiation 
damage. 


Zulzak: This baleful greenish-purple metal emits doses of hard 
radiation to all those unfortunate enough to bask in its presence or 
get hit by it. Armor X: 75% Cost. DC: 50% Cost. AV: 90% Cost. 
DV: 90% Cost. Magicks: 90% Cost. Special: Those who are hit 
for damage will take an additional 10-100 points of damage from 
radiation, and may possibly mutate if they do not keel over and 
croak. (Refer to Campaign Builder #2 for more information on 
mutants and mutations.) 

Note: Folks who wear Zulzak armor will take 1 Hit Point of radi- 
ation damage per Armor Type of the armor, per hour. Those who 
bear weapons of Zulzak will take 1 Hit Point of rad-damage per 
Base DC of the weapon, per hour. Those who wear trinkets such 
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as rings, amulets, etc., will take 1 Hit Point per hour. Natural 
Armor Protection will absorb this damage. 


Zynsh: This thrumming, pulsing “rainbow metal” is the embod- 
iment of the nine-band SenZar spectrum. The individual alloys of 
each of the nine bands affect weapons and armor as per the corre- 
sponding “Prismatics” spells, while the full mega-alloy does the 
full nine-band effect. (Note: Zynsh occurs as a single-color-only 
material. To meld more than a single color into a single item 
requires that one Hyperalloy the individual Zynsh colors. Thus, it 
will become increasingly difficult to achieve the higher “multiple- 
color” effects within a single item.) These effects will occur per 
strike, for both offensive and defensive purposes. Zynsh does 
have a true physical form; however, once the Zynsh is applied to 
the actual weapon, armor, or item during the smithing process, it 
destroys the item itself, and effectively takes its form as a “‘stabi- 
lized” energy pattern. Needless to say, this most eclectic manu- 
facturing process is limited to Wish-type magicks, Soulforging, 
and to those highly skilled Master Smiths working with Zynsh 
tools. Special: Weapons made of Zynsh will strike for the damage 
of the corresponding band of color—not for the damage of the 
weapon type, as there is no true physical weapon—while armor 
will both nullify totally all damage and effects from its corre- 
sponding band of color and retributively strike back anyone 
directly, physically attacking the wearer. Remember: these effects, 
both offensive and defensive, occur per strike; the Zynsh item 
does not have to pause or abate for any length of time to recharge. 
Please note that a Critical Hit by a Zynsh weapon (or with any of 
the Prismatic effects) will not cause double damage. 

Note: Please refer to the Sorcery “Prismatic” spells for the vari- 
ous effects of the various colors of Zynsh. 


Silverstuff 


Silverstuff: This scintillating silver liquid is the actual 
“essence of creation,” the “essence of the gods themselves,” or 
simply “Primal Power with physical form.” In any event, 
Silverstuff is the ultimate of the Exotics. It doesn’t grant any 
Armor X or DC, but it does grant primal power on a 1 dose to 1 
point basis! 


The Dose: As far as immortals are concerned (or at least those 
characters with primal power), a single dose of Silverstuff will 
grant the character a single point of primal power. The Silverstuff 
will filter into the character’s own essence, or soul, and will 
impart its own essence upon the character’s. 


1 Dose Silverstuff = 1 point of Primal Power 


Note: A “single dose” may range in size from a single dram to an 
ounce or even a gallon or more. It all depends upon the whim of 
the Creator, and upon the relative “power” of the entity that 
“donated” the dose. For game purposes, we prefer to use the 
standardized Alchemical term, which is explained in the 
“Alchemy” section in “Magicks.” 


The Permanent Pulse: Silverstuff has the very interesting 
side-effect of nullifying all magicks that come into contact with it. 


This effect is similar in nature to “The Pulse” (refer to the “Spells” 
section for more info). The only difference in the effect is that any 
magicks “pulsed” by Silverstuff permanently pulse. The 
Silverstuff, in effect, “devours” the magicks with which it comes 
into contact. 


The Anshadar Effect: Silverstuff has the ability to “trigger” 
the so-called “Anshadar Effect,” or the transformation of mortals 
into immortals. Unless the character is actually ready to become 
immortal, however (has reached 20th level, in other words), the 
Silverstuff will “pulse” the soul of the foolish mortal—perma- 
nently. And those who actually are ready to transform will find 
that they’re “pulsed” on a temporary basis while their mortal body 
“dies” and their new immortal form is born. The newborn immor- 
tal is totally helpless while this metamorphosis occurs—and the 
“Silverstuff chrysalis state” can last for a few seconds, to a few 
hours, even to a few days or longer (Creator’s discretion). 


FMV Silverstuff: Silverstuff is an artifact, and shouldn’t even 
be considered to be marketable. Also, it does not occur in the 
“Things Magick” listing for Loot with the rest of the Exotics. In 
fact, it occurs in “Artifacts.” 


Power Stones 


Power Stones: These are jewels which have the potential to 
store magick power. They do not, however, have the ability to pro- 
vide Armor X or DCS. They are, quite simply, the “common” 
Exotics that can (and should be) used for the more mundane 
Things Magick, specifically Power Batteries. 


The 7 Power Stones: In order to have a Power Potential, the 
stone must be of a specific cut, quality, and carat value. To stan- 
dardize this (and make it a bit easier to use), we’ve set the stan- 
dard carat value at | carat (the cut is Creator’s choice, if any, and 
the quality is obvious: “jewel”). 


Power StoneType Power Potential per Carat 


Sunstone 1 
Moonstone 5 
Starstone 10 
Bloodstone 25 
Black Quartz 50 
Rainbow Quartz 75 
Purple Krystall 100 


Max Power Potential: There’s no practical upper limit as to 
how many carats of a particular type of Power Stone can be 
employed together. The only limit is the Creator’s discretion—and 
a simple word of advice: we suggest that you employ the 7 Power 
Stones for Power Batteries, specifically within a 1 carat to 1 mag- 
ick item frame. 
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But We Like Power! In the long run, the use of the 7 Power 
Stones for the majority of “mundane” Things Magick will really 
provide a sharp contrast with the Exotics when they show up in 
the game. 


The “Master”: It takes a Master Jeweler to cut, set, and fash- 
ion these beauties, and he must have instruments of superior qual- 
ity (Exotic or Power Stone-type equipment) in order to perform 
his work. 


Value Of Exotics & Power Stones: Refer to “The 
Marketplace.” 


VENOMS, POISONS & RADIA- 
TIONS 


Quite simply, venoms, poisons, and radiations in the SenZar 
System are very nasty. Read on, and discover why... 


Venoms: Venoms are toxic substances extracted from living 
creatures. Venoms normally do damage once insinuated, or when 
introduced by trauma into the victim’s body. As such, venoms 
are the preferred method of assassination for most evil characters 
(not to mention some good ones as well!). Venoms may also be 
ingested, of course. Venoms do not often cause damage by sim- 
ple contact or inhalation, though the resourceful Mokarr have 
pioneered many different delivery media for venoms that were 
once relegated to poisons (like aerosol-delivered venom Bombs). 


Poisons: Poisons are toxins extracted from plants, herbs, or 
any number of naturally occurring substances. Poisons normally 
are ingested, inhaled, or insinuated. They can be quite effec- 
tive—even as effective as venoms—although their method of 
delivery may cause some to balk. Poisons, unlike venoms, are 
not normally “combat” weapons; usually they are placed or put 
into something that someone will ingest at some future time. 
They rarely do damage by simple contact. 


Radiations: Since sunlight, visible and invisible light, heat, 
and just about everything else in existence emits radiation of 
some form, we’re only dealing with “hardcore” radiations here. 
There are very few ways to shield yourself from hardcore rad- 
damage. If you are fortunate, you may actually mutate after 
exposure to radiation. This, however, is extremely rare. Most 
who are exposed to hardcore rads simply get sick, wither up, and 


die. 


1 Dose, 1 Weapon: For ease of game play, one dose of 
venom or poison may coat any one weapon. One dose is used 
for every successful hit. Therefore, after the first successful hit, 
one dose is considered to be gone. 


Damage Per Dose: Unless otherwise noted, all damage is 
per one dose or one exposure. 


Venoms, Poisons & Radiations 


FMV: This is the Fair Market Value for the “black market” 


(available in most civilized cities) value of the substance. Costs 
are per dose. 


Saves: If they aren’t listed, then you don’t get one. 


A Word On Natural AP: Unless otherwise noted, this will 
not reduce the effects or damage from these toxins (most of 


which must get through the AP in the first place before they can 
inflict trauma). 


Extractions, Creatures & Doses: The 1st Order 
Alchemy spell “Extraction” and the skill VP&R both allow the 
character to extract a single dose of venom, poison, or toxin 
from any single creature. As for the max number of doses a sin- 
gle creature will provide, simply use a guideline of 1 dose per 
Kill Factor of the creature. 


VENOMS 


Black Scorp Venom: This motor-inhibitor will temporarily 
cause the victim to lose 4%of his CMR, and % of his SPD, round- 


ed down. Duration: 100 minutes - 1 minute per point of CON. 
FMV: 1,000 Stars. 


Snake Venom: This “generic” snake venom will cause 3-30 
points of damage. FMV: 300 Stars. 


Spider Venom: This “generic” spider venom will cause 2-20 
points of damage. FMV: 200 Stars. 


Toad Venom: This minor toxin causes 1-10 points of dam- 
age. FMV: 100 Stars. 


Vaga Venom: Vaga venom, a horrid neurotoxin extracted 
from a sinister creature found only in the eternal darkness of the 
Midnight Realm, has two distinct effects: it may either paralyze, 
or punish. 

Paralysis: This effect will paralyze the victim. The victim may 
neither move his limbs, nor speak. Victim may think, breathe, 
and excrete, but that’s it. No true damage is done by this 
method. Those with any sort of Regeneration, including Basal, 
are totally immune to this. Duration: Permanent, or until cured 
by magick. FMV: 5,000 Stars. 

Punish: This will cause 5-50 points of damage. Victims of this 
excruciating effect will contort and twist, suffering the effects of 
a “Devastating Critical Hit” until the damage is totally cured, or 
unless a Save vs. CON is made (which will cease the contortion, 
yet will not reduce the initial damage). FMV: 5,000 Stars. 


Vermix: This venomous metal, dealt with in “Exotics” at 
length, will cause 10-100 per hit. Vermix may be used multiple 
times; with multiple hits causing multiple damage. Since Vermix 
can be used to forge weapons, it does not simply “go away” 
once it hits. FMV: as Exotic. 
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Venoms, Poisons & Radiations 


Wyvern Venom: Extracted from the flighty, pernicious 
Wyvern, this hemotoxin has but one use: death. Save vs. CON or 
die. Successful Save equals a “Devastating Critical Hit” for 20 
hours - 1 hour per point of CON, or until damage is totally 
cured. Those with a CON above 20 are immune to Wyvern 
venom. FMV: 10,000 Stars. 


POISONS 


Absinthe: This green liqueur robs victims of their memories. 
Save: vs. INT or lose the last 24 hours of memory. FMV: 500 
Stars. 


Aqua Mortis: The “Waters of Death.” This Alchemical 
Ultimate poison causes instant death to mortals, and may cause 
some serious damage even to immortal characters. See the 
Alchemical Master Magick “Aqua Mortis” for more info. 


Black Shroom: This potent fungus will produce horrifying 
hallucinations once ingested. Any “Fear” or “Hatred” will be 
triggered in the victim (Creator’s discretion), and the victim will 
react appropriately. The victim must be healed to be “convinced” 
that they are fantasies, or he will act accordingly to his fears and 
hatreds for the entire duration. Duration: 100 minutes - 1 
minute per point of CON. FMV: 500 Stars. 


Dust of Death: Derived from the spores of the Black Angel 
mushroom, which grows exclusively in the deepest regions of 
the Midnight Realm, the Dust of Death will cause any single 
victim who inhales or otherwise ingests the nearly invisible 
spores to Save vs. CON or immediately die. Those who make 
the Save will still suffer from the effects of a Devastating 
Critical Hit for 20 Combat Rounds - 1 Combat Round per point 
of CON. Those with a 20+ CON or any sort of regeneration are 
completely immune. Those who die from this appear to have 
suffered a massive heart attack. Immediately upon ingestion, the 
spores themselves begin to dissolve, becoming virtually untrace- 
able. Duration: as per above. FMV: 5,000 Stars. 


Foaming Death: This unique concoction, served as the ulti- 
mate “Party On!” beverage, is actually a potent narcotic. Victims 
who consume a “dose” (which is approximately a Pint of 
Foaming Death) will temporarily take a special type of “intoxi- 
cation damage.” 1 dose causes 100 “points” of damage. (This is 
not subtracted from the victim’s Hit Points. It’s just a convenient 
gauge of his toughness.) If the victim takes more “points” than 
he has Hit Points, then he’ll instantly keel over and fall into a 
deep, snoring sleep for a full normal sleep cycle. If he “survives” 
the Foaming Death, he will enjoy the greatest Buzz he’s ever 
had. However, during this Buzz, he will be considered to be suf- 
fering from the effects of a “Devastating Critical Hit”—not that 
he’ ll feel it, of course. Each “point” taken will cause 1 full 
minute of intoxication. This embarrassing loss of motor skills 
will pass once each and every minute of the Buzz has passed. 
There is no hangover—only some deserved embarrassment for 
those who couldn’t hold their liquor. 


Regeneration and magickal healing will act upon the “intoxica- 
tion damage” just as they would normal damage. Save: None. 
FMV: 100 Stars. 


Dragon’s Blood: This concoction will instantly cause the 
victim’s own blood to combust, dealing horrible damage. 
Damage: 10-100. FMV: 1,000 Stars. 


Lotus: This resinous herb, found in almost all known climes, 
produces a pleasant, peaceful Buzz once ingested or inhaled. 
Lotus has many different varieties, each with distinct effects: 
Black Lotus: Produces a long-lasting, peaceful Buzz. This is the 
most common form of Lotus. Duration: 100 minutes - 1 minute 
per point of CON. FMV: 10 Stars. 

Black Point Lotus: Synthesized by the Shadar Lords in the 
grim Fourth Age, Black Point Lotus is found only in the most 
terrible sections of the Midnight Realm. It produces a mind-bog- 
gling Buzz that will cause any victim who cannot regenerate to 
go permanently stark, raving mad. Those who can regenerate 
will enjoy a superior, if somewhat disorienting, Buzz. Duration: 
100 minutes - 1 minute per point of CON. FMV: 10,000 Stars. 
Rainbow Lotus: This highly-prized variety will heal the victim 
of 1 Hit Point of damage per minute of Buzz. The Buzz is typi- 
cally characterized by minor rainbow-looking blurs, which can 
disorient the uninitiated. Duration: 100 minutes - | minute per 
point of CON. FMV: 1,000 Stars. 

Purple Lotus: This will cause any victim who fails a Save vs. 
CON to instantly pass out, and dream very happy dreams for a 
full normal sleep cycle. This will cancel the “Nightmares” 
Karmic Manifestation. Those who make their Save will enjoy a 
very bright, very happy, if somewhat distorted perception of 
reality. Duration, if Save made: 100 minutes - | minute per 
point of CON. FMV: 100 Stars. 


Mummy Dust: This will cause any victim to pass unto a 
deep, comatose slumber nearly indistinguishable from death. 
Only magickal means (or superior technological ones) will 
reveal that the victim is merely sleeping. Duration: 100 hours - 
1 hour per point of CON. FMV: 1,000 Stars. 


Wormwood: The bitter scorn of Wormwood causes all power 


to be “Pulsed” from the victim for 100 hours - 1 hour per point 
of power. FMV: 10,000 Stars. 


RADIATIONS 


Please be aware that certain magicks (such as Prismatics) may 
cause rad-damage. The listing of the spell will indicate this. 


Purple Dragon Blood: Extracted from the Purple Dragon 
(see “Creeping Death” for more info), this deep-purple substance 
causes 5-50 points of hardcore rad-damage. It will also cause 5 
points of damage per hour to anyone foolish enough to have a 
weapon on his person coated with it. FMV: 1,000 Stars. 


Purple Dragon Breath: Though this is covered in more 
detail in “Creeping Death,” it should be mentioned here, as well. 
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Purple Dragon Breath will cause | Hit Point of hardcore rad- 
damage per current Hit Point of the Purple Dragon. 


Zulzak: This radioactive metal, dealt with in “Exotics” at 
length, will cause 10-100 per hit. This damage is, of course, 
radioactive in nature, and may possibly catalyze a mutation, if 
the victim survives. Like Vermix, Zulzak can be used to forge 
potent weapons. FMV: as Exotic. 

Mutant Note: Radiations and their mutagenic effects are cov- 
ered in detail in Campaign Builder # 2. 


DISEASES 


Disease is a fact of life—even life in a fantastic setting such as the 
world of SenZar—and, sooner or later, eventually and perhaps 
inevitably, disease will rear its malignant head. 


Infection: Even to the cleanest, most fastidious PCs, it happens. 
Sanitation on the quasi-medieval world of SenZar isn’t what it is on 
Terra, and with coughing, sneezing Goblins and other such uncleanly 
folk frequenting the same bars, inns, and establishments as your PCs, 
sometimes things can become unpleasant. 


Spreading The Disease: To tell the truth, some grave infection 
or malady simply doesn’t arise every time the PCs enter a new inn or 
get a little battlefield wound, and we suggest that the Creator go a lit- 
tle easy on “casual” infection. However, there are some occasions 
that merit a CON Save to see who’s become infected. These may 
range from the PCs being blasted by evil disease-causing magicks, 
getting struck for damage by tainted weapons or by tainted monsters, 
drinking or eating tainted water or food, or even by frequenting those 
sometimes unreliable brothels. When these things occur, please feel 
free to spread the disease—the Creator may adhere to the effects dic- 
tated by the spell, monster, or other vector, or he may feel free to 
consult the list below and dole out the malignance like an even more 
heinous version of Typhoid Mary. 

Note: We really dont care about the vectors, or the other mechanics 
of the spreading of the disease—those are particulars for the 

Creator, and they must fit into his campaign. When in doubt, simply 
roll a d8 and consult the list. 


Losses: Victims of infection will suffer from various reductions, 
losses, or penalties to their normal abilities, attributes, and certain 
other bodily functions. “Devastated” means that the victim suffers 
constantly from the effects of a Devastating Critical Hit. All “cumu- 
lative” effects should be self-explanatory. All losses will be consid- 
ered returned with the successful cure of the disease, save for the Hit 
Points, which must be regained through normal healing or magicks. 


Cures: These are the means by which the diseases may be cured. 
“Healing Arts” refers to the skill of the same name; the “-” refers to 
the penalty to the Skill Roll when attempting to cure the disease. 
Only | attempt may be made per person with the skill. “Any mag- 
ick” refers to any magickal “Cure Disease” type spell, or any simple 
“healing” type magick. “Reg” refers to Regeneration, which will pre- 
vent the disease from running its course, in effect rendering the vic- 


Diseases 


tim immune to the disease. However, this does not mean the simple 
“Basal Regeneration” —it refers to any Regeneration, natural or mag- 
ickal, which has a rate of regeneration superior to 1 Hit Point per day 
(such as Super, or Hyper Regeneration). 

Note: The “Immunity To Disease” Special Power will totally ward 
the victim versus all of these Diseases. 


Common Diseases 


The Runs: Make a run for the bathroom! Losses: none. Duration: 
1d100 hours. Cures: Reg; Healing Arts; any magick. 


The Dark Crawlies: Not truly a disease, the Dark Crawlies is a 
parasitic infestation caused by scritchy-scratchy little bugs, commonly 
known as “‘crabs” by the vulgate. Losses: 1 point of PRE, caused by 
continual scratching. Duration: until cured. Cures: Removal of all 
bodily hair; Healing Arts; any magick. 


Foot Rot: This is simply a worse version of Athlete’s Foot. Losses: 
1 point of SPD; 1 point of CMR. Duration: until cured. Cures: Reg; 
Healing Arts (-1); any magick. 


The Shakes: This affects the central nervous system (the CNS), 
causing, naturally, the Shakes. This non-fatal disease will eventually 
run its course if not cured, and the victim will regain his lost DEX at 
the same rate of its loss. Losses: 1 point of DEX per day. Duration: 
3d10 days. Cures: Reg; Healing Arts (-2); any magick. 


Black Brain Rot: Tiny worms lodge in the victim’s brain, gradu- 
ally devouring the victim’s cerebral matter. Once the victim’s INT 
reaches 0, the victim will die and the worms will vacate the brain 
through the victim’s nostrils. Losses: | point of INT per day. 
Duration: until cured, or until INT reaches 0. Cures: Healing Arts (- 
4); any magick. 

Note: Regeneration will bar the worms from causing any harm, yet it 
will not cure the disease—it’ll just give them an endless source of 
food. Intelligence is permanently lost by this grave infestation, though 
it may be regained through the normal “buying up” with Fate Points 
and/or powerful magicks. 


The Crunge: This horrid infection causes the victim’s flesh to be 
consumed slowly, gradually, until no flesh remains. Presence is lost as 
per the Black Brain Rot. Losses: 1 point of PRE per day; | HP per 
day; Devastated. Duration: until cured, or until death. Cures: Reg; 
Healing Arts (-5); any magick. 


Grimlock: This terrible CNS disease wreaks havoc upon the victim’s 
Power Attribute, essentially reducing his ability to call upon the Power 
Magick to cast spells (and to do whatever else with it that he does). 
Victims reduced to 0 in their Power Attribute will instantly whither and 
die. Losses: | point of Power Attribute per hour, cumulatively. Duration: 
until cured, or until death. Cures: Reg; Healing Arts (-10). 
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Nodes 


The Plague: The victim contracts a horrible, pus-filled cough, his 
lungs fill with fluid, his lymph glands swell dangerously, his flesh 
becomes mottled by brackish blood-bruises, and he eventually dies. 
Losses: | HP cumulatively per hour; Devastated. Duration: 
until cured, or until death. Cures: Reg; Healing Arts (-10); any 
magick. 


NODES, FOCAL & PRIMAL LINES 


Nodes, Focal and Primal Lines are the invisible concentrations of 
magickal energy which populate all living worlds, and virtually 
all known creation. All derive from The Dragon, or ultimate 
expression of a planet’s collective life force and magickal ener- 
gies. Nodes are capable of being “tapped” and employed as Power 
Batteries by all spellcasters, while both the Focal and Primal 
Lines are capable of extending certain magickal regenerative rates 
to those who frequent them. 


NODES 


Nodes: A Node is a naturally occurring “hot spot” of magick 
which occurs at the intersection of two or more Focal Lines (and, 
rarely, along a single Focal Line). Nodes typically are physically 
remarkable, exhibiting a surreal beauty corresponding to a partic- 
ular element, ideal, or belief. Nodes may be found within the con- 
fines of a sylvan glade, or near a natural waterfall, or in the steam- 
ing caldera of an active volcano, or even a stark windswept plain, 
provided that the magick is there in a heavier than normal con- 
centration. 


Linking With Nodes: Spellcasters may attempt to tap into 
and link with a Node, just as they would any normal Power 
Battery, and draw magickal power from it as if it were their per- 
sonal Power Battery. Unlike mundane Power Batteries, however, 
which must be carried on the person who is linked with them, the 
link established with a Node had the awesome ability to “broad- 
cast” the magick energies to those with whom it is linked! Please 
note, however, that first the Node must be found, then its guardian 
or guardians, if any, must be defeated (see “Guardians...” below) 
before this wonder of wonders may occur. 


Nodes & Power: As long as the character is on the Prime, the 
magick from the Node will flow into him. Nodes typically occur 


in the following magickal power range, and are self-regenerating 
at the listed rate: 


Name Power Pool Regenerative Rate 
Minor 10 1 per hour 

Lesser 100 10 per hour 
Common 1,000 100 per hour 
Greater 10,000 1,000 per hour 


Guardians Of Nodes: Nodes may have no guardian, one 
guardian, or a whole host of guardians. Guardians typically, but 
not exclusively, are of the spiritual variety, though some enter- 
prising spellcasters will actually go so far as to hire or otherwise 
coerce “real” or physical guardians to guard their precious Node. 
While any guardians should be set up at the Creator’s discretion, 
we’ve provided you with a baseline example of a typical “wild” 
Node’s guardians: 


Node Guardians 
Minor 1 Nature Spirit 
Lesser 1 Magick Spirit or 10 Nature Spirits 
Common 1 Arcane Spirit, 10 Magick Spirits, 
or 100 Nature Spirits 
Greater 1 Guardian Spirit, 10 Arcane 
Spirits, 100 Magick Spirits, or 1,000 Nature 
Spirits 


Note: Most wild Nodes are typically guarded by a combination of 
Spirits with a total Power Point Pool equal to that of the Node 
itself. Please refer to “Creeping Death” for more info on the 
guardians themselves. 


Frequency: Minor Nodes are fairly common, Lesser Nodes are 
uncommon, Common Nodes are scarce (despite their name), and 
Greater Nodes are rare. Nodes can be found virtually anywhere, 
though there must always be a Focal Line present. 


Limits Of Nodes? Alas, the linking of Nodes is bound by the 
same rules which apply to normal Power Batteries (the “7 for a 
mortal” stuff). 


FOCAL LINES 


Focal Lines: Sometimes referred to as “ley” lines, Focal Lines 
are invisible lines of concentrated magickal energies; in effect the 
“arteries and veins” through which the magickal lifeblood of The 
Dragon itself flows. All Power Point Regeneration, whether per- 
sonal or within an item, is considered to be at a 2X normal rate 
while upon a Focal Line. Only those with Magick Sense can 
“feel” Focal Lines, though all living things will benefit from the 
Focal Line’s regenerative powers. 


PRIMAL LINES 


Primal Lines: Any given planet typically has but 8 Primal 
Lines; the true essence of that planet’s particular Dragon, or life 
force. All Focal Lines ultimately contact Primal Lines. All Power 
Point Regeneration, whether personal or within an item, is con- 
sidered to be at a 10X normal rate while upon a Primal Line. 
However, only immortals can “feel” Primal Lines, and hence ben- 
efit from this prodigious regenerative rate. (Primal Lines simply 
defy the cognizance of mere mortals; their Primal Power essen- 
tially “going over the heads” of the mortals and not helping them 
at all—but fortunately not harming them, either.) 
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Primal Nexus: Sometimes knownas “The Heart of The Dragon,” the 
Primal Nexus is the intersection of the 8 Primal Lines. Existing in all pos- 
sible places at once (since it’s primal, it’s a true union of both the Source 
and the Void), the Primal Nexus is, by virtue of its essence, quite impreg- 
nable by mortals, and only the highest ranked immortals may dare to exist 
within the nexus and survive... 

Note: There are no primal Nodes, as the Primal Nexus acts as the sole, and 
ultimate, “node” for all primal energies. 


SPELLS & MAGICKS 


ALCHEMY 


The technomagickal realm of Alchemy focuses upon the projection of 
Quintessence, which the Alchemist employs to catalyze and transmute his var- 
ious mixtures, potions, and essences. 


Although in the strictest sense Alchemists don’t “cast” spells, their alchemical 
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1 grain 5 
20 grains 1 scruple = 1.296 grams 
3 scruples = 1 dram = 3.888 grams 
8 drams = 1 ounce = 31.1035 grams 
12 ounces = 1 pound = 373.24 grams 


The Dose: This is the standardized “dose” that is used in Alchemy. 
When the Alchemist must administer a “dose” of some chemical or 
compound, the following measurements are used: 


1 fluid ounce 
1 ounce 


The Fluid Dose 
The Solid Dose 
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Spells, Alchemy 


TTM (“Time To Manufacture”): Unique to the Alchemist, 
the TTM, or Time To Manufacture, is the amount of time required for 
the Alchemist to manufacture an item (using the skills of his profes- 
sion), then project his Quintessence into it. Unless specifically stated 
otherwise in the write-up, there will be no need for the Alchemist to 
make his Skill Rolls for the manufacture of any items that have a 
TTM listed below. He will, of course, be required to provide the nec- 
essary components of the process (like an Alchemical Laboratory— 
see below—or whatever special ingredient is required for the 
process). Also, unless otherwise noted, the item will be considered to 
be finished and complete at the end of its TTM. 


The TTM must be carried out in an uninterrupted manner. For game 
purposes, | day of TTM is equal to about 12 hours. For those opera- 
tions that require more than | day of TTM, the Alchemist will have 
to spend at least 12 hours a day in TTM, else the work will become 
tainted and otherwise ruined, and he will have to begin the TTM over 
from the beginning. It is not normally possible for a mortal Alchemist 
to indulge in more than 1 Alchemical Operation at a time. 


The Alchemical Laboratory: All Alchemists require a well- 
stocked lab in which to work their tedious and demanding magicks. 
) reak down each and every facet of the lab and its myri- 
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the appropriate 
Ide Exotics, any ven- 
ase separately, and any 
“rare” or “unique” ingredients which may be required. Beakers, trap- 
pings, mundane supplies and the lot, however, he need never “pay” 
for, as these are assumed to be part and parcel for the well-stocked 
lab. 


An Alchemist may make “batches” of his substances while in his lab. 
This allows him to simultaneously create up to one dose per level of 
ability. The Alchemist must be creating multiple doses of the same 
substance in order to reap this benefit, ie. he must be creating multi- 
ple doses of Quickfire only, and not some of Quickfire and some of 
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Organic Acid. Finally, the Alchemist cannot make multiple doses 
simultaneously while on the road with his Portable Lab Kit. 


Cost to maintain Alchemical Laboratory = 1,000 Stars per day 
of TTM 


The Portable Lab Kit: For the “adventuring” Alchemist who 
may require a more portable version of his permanent lab, there is the 
option of the Portable Lab Kit. This backpack-sized wonder allows 
the Alchemist to do his lab work on the fly, but it costs a bit more than 
the permanent lab, and has a necessary limitation to its manufactur- 
ing capacity. The Portable Lab Kit can “store” up to | day’s worth of 
TTM capacity per level of the Alchemist who prepares it. Each day’s 
worth of TTM costs 1000 Stars. It should be noted that, given access 
to an adequate source of alchemical supplies, the Alchemist can re- 
stock his Portable Lab Kit. 


Portable Lab Kit stores 1 day’s worth of TTM/level of 
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Alchemical Oils: Alchemical-O 
effects to the recipient must be spread over theteg cipie -(orhis 
if applicable) to take effect:-This-w itrequ require fallsCombat Round 
Oils are scintillating, glistening like Tigt 2 they 
will not harm or interfere with recipients in any way. They will evap- 
orate completely once the duration has expired. Unless noted other- 
wise, multiple applications will not yield multiple effects. 


Potions, Waters & Aquas: These require 1 Action Phase to 
ingest. All effects are as per | dose. Unless noted otherwise, these 
may be of any color selected by the Alchemist. Multiple applications 
will not yield multiple effects, unless specifically stated. 


Ultimates: All effects are as per | dose. 


Saves Vs. Alchemical Effects: Unless it is specifically stated 
in the write-up, then there is no Save. Armor Protection will be 


allowed for most damage-type effects, unless specifically stated oth- 
erwise. 


Armor? Alchemists can wear any sort of armor desired, and it will 
not affect their alchemical abilities. Many Alchemists prefer armor 
made of Ultima. 


Good Stuff: Lots of money potential, lots of damage potential. 
Adventurers everywhere love Alchemists. Ultima is great; so are the 
Ultimates. 


Bad Stuff: No true “combat spellcasting” abilities, and lots of 
money and time to prepare goods. Ultima is bad when it’s on the 
intended victim. 
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2 acted substance. 
This requires one Combat Round per dose ected. (For the effects 
of the various substances found in the SenZar System, see the 
“Venoms, Poisons & Radiations” section.) FMV: 100. 


Glo Stick: This allows the caster to create a small, hand-held tube 
which will produce viable illumination as if it were a small lantern. 
The Glo Stick must be shaken rapidly for one Action Phase to acti- 
vate it. The color of the illumination is up to the caster, and is set into 
the Glo Stick when it is created. Each Glo Stick will shine for | hour. 
Its advantage over mundane torches and lanterns should be obvious 
to the adept. TTM: 10 minutes. FMV: 25. 


Incendiary Powder: This allows the caster to create one dose of 
Incendiary Powder, which will burn a single target for 1d10 Hit 
Points of damage. Anything combustible which is struck by the pow- 
der will immediately burst into flames, inflicting additional damage 
if applicable (Creator’s discretion). TTM: 1 hour. FMV: 100. 


Invisible Ink: This allows the caster to manufacture one dose of 
Invisible Ink. The Invisible Ink will defy normal and magickal sight. 
It may be read only by use of an alchemical “detection” device (such 
as a “Prism of...” or “Contacts of...”). The ink is permanent. Each 
dose will allow the caster to write one normal page. TTM: | hour per 
dose. FMV: 100. 


Ring Of Secrets: This simple process allows the caster to create 
a simple ring that will store up to one dose of a substance within its 
“secret compartment.” TTM: | hour. FMV: 100. 


Preserve: This allows the caster to, halt the process of decay upon Ras 


any single small formerly living thiag, foodstuff, or ration. L 
10lbs. may be preserved per operation, with multiple“operations 

sible. TTM: | minute. FMV: 2X FMV ofyati 
able. 
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2ZND ORDER 


Alchemical Solvent: This colorless, non-toxic substance will in- 
stantly dissolve any Alchemical Super Glue with which it comes into 
contact at a one dose to one dose rate. TTM: | hour per dose. FMV: 
2,000. 


Alchemical Super Glue: This viscous, non-toxic substance can 
temporarily entrap a single humanoid victim or permanently bond 
one non-living item to another. Once it hits, it “fixes” instantly. 
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Victims will be unable to attack or cast spells, unless such can be 
done by thought alone. Those entrapped, however, can break free of 
the glue if they make a Save vs. STR at a hefty -10. Duration: 1 hour 
on living creatures; permanent otherwise. Save: vs. STR at -10 to 
escape. TTM: | hour per dose. FMV: 2,500. 

Note: Although the AOE is limited to but a single “humanoid” victim 
(which covers all of the races and most creatures of similar size), the 
glue may be employed creatively upon any target (like a Dragon’ 
mouth, etc.). 


Curative: This allows the caster to create one dose of a Curative, 


or minor Potion, which can be used to heal any single recipient of 
1d20 Hit Points of damage. TTM: | hour. FMV: 1,000. 


Flash Powder: This can temporarily blind those who are unpre- 
pared for its effects. All creatures within a 10 foot radius AOE who 
fail a Save vs. SPD will temporarily be blinded for one Combat 
pany YM: _¥hour per dose. FMV: 1,000. 


ction: This process allows the caster to create 
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Alchemical Grenade: This allows the caster to produce a 
“hurlable” container that can safely store up to three doses of any 
Alchemical Operation (specifically the kind that go “boom” or oth- 
erwise cause damage). Any damage delivered by the Alchemical 
Grenade is considered to be “concentrated.” This means that the dam- 
age of multiple doses is calculated simultaneously, and not spread out 
per dose (which makes it more likely that higher APs will be 
breached). AOEs typically are set at the standard AOEs for the dose 
involved. TTM: 1 hour per dose stored. Doses must still be manu- 
factured separately. FMV: 100 (plus FMV of doses involved, if any). 
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Note: It is possible to “‘mix-and-match” various sorts of doses with- 
in a single grenade. It is also possible to create “aerosol” versions of 
grenades which disperse doses of venoms, poisons and radiations. 


Inorganic Acid: This allows the caster to create one dose of 
Inorganic Acid, which will cause special damage to any single non- 
living creature or thing. This will completely destroy normal metals 
and substances, including most Golems and Constructs. Destroying 
Golems will require one dose per Kill Factor of the creature. The 
Inorganic Acid will also destroy some “Exotics.” This will do no 
harm whatsoever to living creatures. TTM: | hour. FMV: 5,000. 


Organic Acid: This allows the caster to create one dose of 
Organic Acid, which will cause 5d10 Hit Points of acid damage to 
any single living, or organic, creature. This will affect the “corpore- 
al” undead. TTM: | hour. FMV: 3,000. 


Skeleton Key: This fiendishly clever hand-held device (which 


isn’t truly a “key” at all) allows the ¢aster to pick any known loose 
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Oil Of Power Protection: This will temporarily boost the 
Power Save of the recipient by 10%. Duration: 1 hour. TTM: 2 
hours. FMY: 4,000. 


Oil Of Slipperiness: This oil will make the ground within its 25 
foot radius AOE completely free of friction, rendering it physically 
impossible for creatures to stand upon it, walk or run across it. Unless 
the victims can somehow defy gravity or otherwise escape from the 
AOE, or unless they can fight while prone and/or tumbling, they’ll 
fight at “Non-Proficiency” (see “Combat”) while within it. 
Duration: | hour. Save: vs. SPD to flee the AOE (if possible) to 
avoid the effects. TTM: 2 hours. FMV: 4,000. 


STH ORDER 


Oil Of Hellish Fires: This napalm-like substance will ignite any 
and all combustibles within its 50 foot radius AOE, causing 10d10 
Hit Points of damage to all within the AOE. The fire caused by this 
malignant Oil cannot be put out by water, and will inflict an addi- 
tional 1d10 points of damage to its victims until it is smothered by 
magickal means, or until there is nothing left to burn. TTM: 4 hours. 
FMV: 5,000. 


Potion Of Elemental Adaptation: This will allow the recip- 
ient to adapt completely to any one of the five elements, thus suffer- 
ing no harm from any of the “normal” damage associated with that 
particular element. magickal damage, however, will still normally 
affect the recipient. While this is in effect, the recipient may travel as 
normal while within that particular element (such as traveling under- 
water if protected against the element of Water, or walking across a 
lava if protected against the element of Fire). Duration: 1 hour. 
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Potion Of Flying: This will allow the recipient to magickally fly 
at 3X ce CMR for the duration. Dura jon: 1 hour. TTM: 4 hours. 
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Potion Of Movement: This will double the CMR of the recipi- 
ent. Duration: | hour. TTM: 4 hours. FMV: 5,000. 


6TH ORDER 


Contacts Of Detection: This allows the caster to create “contact 
lenses” of detection which may be fitted and used as normal, every- 
day technological contact lenses. They will duplicate the effects of the 
Ist Order “Prism of Detection.” Once fitted, they need not be taken 
out and cleaned or otherwise dealt with as are mundane contacts. 
TTM: | week per pair. FMV: 10,000. 
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Potion Of Mental Power: This will grant the recipient the 


powers of the Special Power “Mind Mastery.” Duration: 1 hour. 
TTM: | day. FMV: 5,000. 


Potion Of Performance: This will grant the recipient a bonus 
of +5 to all of his Skill Rolls. This will only modify Skill Rolls, noth- 
ing else. Duration: | hour. TTM: | day. FMV: 5,000. 


Potion Of Persuasion: This will allow the recipient to voice a 
simple “Suggestion.” The effects are per the 1st Order Mystic spell, 
“Suggestion.” This will affect any single victim. This may be used on 
each and every Action Phase the recipient wishes for the duration, 
however. Duration: | hour. TTM: | day. FMV: 5,000. 


Potion Of Toughness: This will grant the recipient the powers 
of the Special Power “Toughness.” Duration: 1 hour. TTM: 1 day. 
FMV: 5,000. 


Potion Of Visions: This sober recipient 
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when stepped upon (or by any other clever tricky-trap application). 
TTM: | day. FMV: 1,000. 
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Potion Of Attributes (STR, SPD, DEX, or CON): This 
will temporarily grant the recipient a Physical Attribute (STR, SPD, 
DEX, or CON) that is “distilled” by the caster from the corpse of a 
creature (or person). Only one attribute may be distilled from any sin- 
gle creature. The attribute is selected by the caster, then he distills it 
from the creature’s physical form during the TTM. The creature’s 
physical form is ruined during the process; distilled into its compo- 
nent parts and incorporated into the potion. The recipient has but to 
ingest the potion, and the attribute temporarily becomes his own, with 
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all applicable bonuses and modifiers. Duration: 1 hour. TTM: 1 day. 
FMV: 10,000. 


Waters Of Amnesia: This will permanently block out the mem- 
ories of an event from any single victim’s mind. Once applied, the 
Waters of Amnesia will banish the memories of the past one day from 
the victim’s conscious mind, and will relegate those memories to the 
deepest levels of his subconscious. Those memories may only be 
retrieved by the most powerful magicks. There is no Save. Duration: 
Permanent. TTM: 1 week. FMV: 10,000. 


Waters Of Destruction: A single dose of the Waters of Destruc- 


tion will inflict 100 Hit Points of damage to all within its 100 foot 
radius AOE. TTM: | day. FMV: 10,000. 


Waters Of Healing: This will totally heal any single recipient of 
all damage, all normal and magickal disease, and all normal and mag- 
Pap maladi es Tth Order and below that afflict him. The recipient 
1 Amps ibe’ ive,’ of course, to benefit from this wondrous cure. 
; : 10,000. 
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Aqua Pura: The Aqua Pura, or Waters of Purity, will instantly can- 
cel any and all Potions, Waters, and lesser alchemies with which it 
comes into contact. In fact, if someone who is currently under a 
Potion’s effects is struck by a dose of Aqua Pura, then the Potion’s 
effects will instantly cease. For other considerations, one dose of 
Aqua Pura will cancel 100 doses of Potions. TTM: 1 week. FMV: 
25,000. 


Aqua Formae: This Aqua will cause any one of the four Physical 
Attributes (STR, DEX, SPD, or CON) to zoom up to the racial 
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GenMax, or to increase by one point if already at the GenMax or 
above it. The attribute is chosen by the caster at the onset of creation. 
No attribute may be raised above “20” by Aqua Formae. Aqua 
Formae may be used only once by any single creature. After that, it 
will have no more effect upon that creature. TTM: | week. FMV: 
50,000. 


Aqua Mentis: This Aqua acts the same as does Aqua Formae, 
except that it affects any one of the four Mental Attributes (INT, 
WILL, PRE, or PER). TTM: | week. FMV: 50,000. 


9TH ORDER 


Aqua Stabilitatis: This Aqua will cause any potion to become 
permanent in its effect. One dose of Aqua Stabilitatis will permanen- 
tize one dose of a Potion. This must be ingested in order to be effec- 
tive. Aqua Stabilitatis may be used only once per individual. After 


that, it will no longer have any 2 effect. TTM: 1 we Lin 
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infusions may be attempted. 


The final infusion must be totally uninterrupted, and the Alchemist 
must attend the process at all times. Failure to do this will result in the 
premature “birth” of the Homunculus at the point of interruption. The 
Homunculus will begin its life with a Power Attribute equal to the 
Alchemist’s level. The new Homunculus will possess neither “levels” 
nor “professions,” though it may begin the study of any professions 
for which it qualifies. TTM: First, the Homunculus must be sculpt- 
ed, then 8 Potions of Attributes and 8 doses of Aqua Stabilitatis must 
be created. At this point, the TTM remaining for the final infusion is 
28 days +1 day per special ability infused into the Homunculus. 
FMV: Creator’s discretion. 


10TH ORDER 


Alkahest: The Ultimate Acid, Alkahest can destroy most things 
that it encounters. Alkahest will burn and sizzle for one phase, inflict- 
ing 1,000 Hit Points of damage to a single victim. Additionally, it will 
cause 100 Hit Points of “splash” damage to all within a 10 foot radius 
spherical AOE of the victim (or the target hex). This damage will 
affect all organic and inorganic things, with the exception of Ultima 
(which will also ward totally anything within its confines; see 
“Ultima’”). It should be noted that, with the notable exception of 
Ultima, Alkahest will totally disintegrate anything that it directly 
hits—even Shadar Steel and Supremium. Of course, if you or your 
artifact are somehow miraculously protected by even one point of 
Primal Defense (see “The Immortal Rules’), then all the Alkahest 
will do is give you a nice new shine. TTM: 1 week. FMV: 100,000. 
Creator’s Note: If you have Hit Points, then you're considered to be 
totall J disint ated” once your Hit Points fall below a negative 

Mpbtn. your full, positive number of Hit Points. Of course, 
before that point, and more than likely beyond all 
hope of conventional resurrection... 
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regenerate any lost limbs. It will also counter the dreadful effects of 
an equal amount of Aqua Mortis. 


Aqua Vitae, a clear, odorless and colorless liguid that very much 
resembles distilled water, can also be used to create the spark of life 
where none was before. This is why it is an absolutely essential ingre- 
dient in the creation of Homunculi. TTM: | month (28 days). FMV: 
1,000,000. 


Clone Tank: This process, perfected by the Mokarr, allows the 
Alchemist to grow a complete duplicate of any single living creature, 
provided he has one dose of its blood, skin, or other suitable bodily 
fluid. First, the tank itself must be constructed. This requires 10 Ingots 
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(1,000 Coins) of Ultima, and at least one Gallon of special “cloning 
fluids” per pound of the cloned creature’s maximum mass at the time 
the sample was taken. (Cloning fluids require one hour TTM per 
Gallon; FMV is 1,000 Stars per Gallon. Since the Alchemist can fix 
the Ultima in any shape or form desired, no additional Smithing or 
Art Rolls are required. While the size of the tank must allow for the 
creature’s maximum volume, the amount of the Ultima required is 
independent of the tank’s final size.) Next, the sample dose of crea- 
ture is placed in the tank, along with one dose of Aqua Vitae. At this 
point, the clone will begin to grow at an accelerated rate, eventually 
becoming the exact physical and mental duplicate of the sample crea- 
ture. 


Clones of “monsters” will be virtual replicants of themselves, with all 
appropriate attributes, skills, special abilities, etc. They will not, how- 
ever, possess memories of their former lives. Clones of PCs or other 
similar “non-monster” folk will have their ser oh iby eS, yet ill be 
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will, however ce j 
truly “fix” the Aichentst Ss own attribute into the Potion of Attributes. 
(The Aqua Vitae—even one dose—is what will make the 
Homunculus truly “alive,” instead of being a mere “creation.” Most 
Alchemists opt to undertake this procedure, if only to prove that they 
have “created true life.”) Next, the severe “-5% per” applied to the 
Power Save is reduced to a mere “-1% per.” Finally, the Alchemist 
and the Homunculus will share a minor “Mindlink,” through which 
the Alchemist may mentally contact and direct his new creation. 
(Notice there’s no “contact, direct, and control’ mentioned here. It’s 
up to the Alchemist to maintain his relationship with the 
Homunculus—whatever it may be!) The minor Mindlink cannot 
pierce Master Magick barriers, and cannot span the planes. TTM: 
The same as per the “Minor Creation,” unless Aqua Vitae is used in 
conjunction with the Potion of Attributes. FMV: Creator’s 
Discretion. 
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Spells, Battlemagick 
BATTLEMAGICK 


Battlemagick specializes in damage-type, terrain-morphing, and 
com bat-augmenting magicks. Earth, Air, Fire, Water, and Time 
are the five major spheres of influence within Battlemagick. 
Note: Time = Temporal for many of the spells. Many Temporal 
effects involve electricity and lightning. 


Saves Vs. Battlemagick: There is a Power Save vs. all 
“damage” spells for half damage. Armor Protection will be 
allowed for most damage-type effects, unless specifically stated 
otherwise. 
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Temporal Bolt: Shocks the victim with electricity. 


Battle Shield: The Battle Shield produces a shimmering barri- 
er of protection vs. any one of the five types of elements and its 
respective elemental attack. The shield reduces damage from a 
specific type of elemental attack by one Hit Point per Power Point 
invested in the shield. The Maximum Potential of the Battle 
Shield and its other higher-Order brethren follows the same pro- 
gression as does Spell Damage Potential; i.e., the Order of the 
spell X the caster’s Power Attribute. 


The shield will last until it is dispelled by the caster (which may 
be at his conscious bidding, or at his unconscious bidding, say, if 
he’s knocked out or killed), or until it absorbs more Hit Points of 
damage than the number of Power Points invested in it. Multiple 
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shields may be raised by the caster to block multiple types of ele- 
mental attacks. No more than seven Battle Shields total may be 
raised at one time by any spellcaster. Elements: All (Earth Shield, 
Air Shield, Fire Shield, Water Shield, and Temporal Shield). 
AOE: The Area of Effect may be Boosted just as damage-type 
spells are Boosted. Duration: Until dispelled or taken down by 
damage. 


Fireflash: Produces a blinding flash which can temporarily 
strike blind a single opponent for one Action Phase per level of the 
caster. Save: vs. SPD to avoid affects. 


Gloom Sight: This ‘grants the caster the ni common to the 
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Infravision: This grants the Special Power “Infravision.” 
Duration: | hour. 


Superior Battle Bolt: This superior version of the 1st Order 
spell enables the caster to use the 2nd Order Base for his Boost. 


The elemental effects are as per the Ist Order spell. Elements: 
All. 


Superior Battle Shield: This raises a superior version of the 
Ist Order spell. The Base is now 2nd Order, although it functions 
the same in all other respects. Elements: All. 
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Ultravision: This grants the Special Power “Ultravision.” 
Duration: | hour. 


Water Breathing: Grants the ability to breathe underwater, 
though it provides no special “adaptation” to water (which means 
any travel or combat while underwater will still be difficult or 
nonproficient for most land-lubbers). Duration: | hour. 


3RD ORDER 


Battle Aura: The Battle Aura calls into being a more efficient 
version of the Battle Shield. The Base is now 3rd Order. 
ions as does the Ist Order Battle Shield. 
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4TH ORDER 


Air Pocket: The caster may conjure a protective sphere of ele- 
mental Air to provide himself and his companions with a pocket 
of breathable air. The Air Pocket will ward the caster and up to 1 
companion/level of his ability from the detrimental effects of poi- 
sonous gases, dusts, clouds, or spells which produce similar 
effects—provided that the effects are of the 7th Order and below. 
Duration: | Combat Round/level. 


Call Fog: Allows the caster to summon a cloying blanket of fog 
which will effectively “blind” all those within it who do not pos- 
sess enhanced sensory capabilities (such as Gloom Sight). This 
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magick has a special AOE equal to 25 feet per level of the caster. 
Duration: | Combat Round/level. 


Grasp Of Iron: The recipient of this spell will be immune to 
the effects of the dread Fumble and the martial art discipline 
Disarm for the duration. Duration: | minute/level. 


Read The Horizon: By studying the horizon for a full 
minute, the caster may make a fairly accurate guess as to the 
number of troops, war machines, and siege devices that are with- 
in a one mile radius/level of his position, as well as accurately 
gauge their relative positions. Conventional camouflage is use- 
less versus this divination, though even the most mundane mag- 
ickal cloaking defenses will baffle it. Curt 
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Improved Haste: This improved version of the 3rd Order 
spell enables the caster to add +2 to a single target’s SPD 
Attribute, move at 3X his CMR, and to gain an additional Action 
Phase for the duration of the spell. Duration: 1 Combat 
Round/level. 


Improved Slow: This improved version of the 3rd Order spell 
enables the caster to reduce a single victim’s SPD to 1, to reduce 
the victim’s CMR to a mere 1, and to reduce the victim’s Action 
Phases by 1. Duration: 1 Combat Round/level. Save: vs. Power 
to ignore. 
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Spells, Battlemagick 


Quicksand: The caster can transform a mass of earth into an 
equal mass of cloying quicksand. Those who fail to perceive the 
quicksand (at Creator’s discretion) will be sucked down into it and 
will eventually drown. In this particular case, the drowning will 
take one Combat Round per point of the victim’s CON. Duration: 
1 hour per level. AOE: Sth Order AOE. 


6TH ORDER 


Battle Barrier: Summons forth an immense fortification of 
any single elemental type that the caster can shape to his wishes. 
The caster may choose to defend himself from enemies, or trap his 
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effects. While under the auspices of Safe Passage, the caster and 
up to one companion/level will find that they can safely and freely 
travel, fight, and cast spells while subject to normal, non-magick- 
al elemental effects what would otherwise drown, bake, blow, 
smash, or fry their frail mortal forms. The so-called “Elemental 
Planes” may be endured with this spell, as may conditions such as 
being underwater or walking through a lava pit. Spells or spell- 
effects, however, will cause damage as normal. Multiple Safe 
Passage spells may be cast to protect the caster and his friends 
from different elements. Elements: All. Duration: | day. 
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Spells, Battlemagick 


Superior Battle Blast: This is the superior version of the 8TH ORDER 
pumped-up Sth Order spell, Battle Blast. Same elemental effects, 


but with a 6th Order Base. Elements: All. . 
Banish Elemental: This counterspell empowers the caster 


with the ability to undo the binding effects of the Summon 
Elemental spell. When the caster confronts an Elemental sum- 
moned forth to the material world, the caster can attempt to ban- 
ish the Elemental back to his own plane of existence. This requires 
that the caster make a successful Power Save. If successful, the 
Elemental is unbound from the Summon Elemental spell, and it 
will allow its material form to dissipate while its essence returns 
back to its own plane. If the Save is unsuccessful, then the 
7TH ORDER Elemental will mark the caster as a most foolish mortal, and will 
a go out of its way to teach the caster a most appropriate lesson in 
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Superior Battle Sphere: This enhanced version of Battle 
Sphere has a 6th Order Base. Elements: All. 


Toughness: This temporarily bestows the Special Power 
“Toughness” to any single willing recipient. Duration: 1 
minute/level. 
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Circle itself i is formed through the power of the casting, with each 
War Machine: This temporarily transforms the caster or a sin- Element forming a slightly different “colored” magickal Circle). 
gle willing recipient into a virtual death machine, raising his CVs_ Elements: All. Duration: 1 Summoning. 
by +1 per level for the duration, raising his natural AP by +1 per 
Jevel. Unfortunately, the recipient is also afflicted by Bloodlust (as [yymolation: Calling upon any one of the five elements, the 
per the Karmic Manifestation) for the duration. Duration: | 


caster may produce a tremendous explosion of sheer elemental 
Combat Round per level. yP Pp 


fury that is larger than a football field! Covering a 250’ radius, the 
Immolation spell is perfect for taking out large concentrations of 
troops, hordes of monsters, or even entire villages. Unlike the 
Elemental Storm, however, the Immolation has no potential for 
severe side-effects. Elements: All. 
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Spells, Battlemagick 


Summon Elemental: This spell enables the caster to attempt used by the caster to “hire” the Elemental Lord for his services. 
to summon and control any single type of Elemental. In order to Such services may include the construction of a palace or of a 
attempt the summoning, the caster must have in his possession a _ SMall city; the protection or warding of any single area or any sin- 
small amount of the particular element, as well as ready access to _ gle item (at 100% Power Save, of course, provided that the cho- 
a larger amount of the element, which the Elemental will use to S¢n warding is within the Elemental Lord’s own realm of influ- 
focus upon and thus materialize his form. (For game purposes, the ence); the “borrowing” of some of the Elemental Lord’s own ele- 
caster must have access to a minimum of 1000 cubic feet of the Mental servants for a period of time; or even the granting of a 
element in order to summon forth an Elemental. That’s roughly a Wish (see the “Wish” entry in Primal Magick). 

10 feet X 10 feet X 10 feet volume. For Earth, Air, Fire, and Water 

that’s fairly easy to attain. For Time, simply consider the fact that The success of the Elemental Pact will depend upon what the cast- 
wherever Time itself can exist, so can a sufficient amount of it &t 1S willing to give to the Elemental Lord in exchange for his ser- 
exist to summon forth a Temporal Elemental.) vices. The Elemental Lord will ask for and expect to receive a 
quid pro quo bargain. If he builds a palace or city for the caster, 
then he will a a glorious temple dedicated to his element to 
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additional Combat Round. To cast a spell while et the effects, going first in the Combat Round. It’s possible to cast spells while 
the caster must make a Save vs. Power, or he will automatically under the influence of Hyper Haste—but it’s extremely danger- 
Fumble his spell and subsequently be “booted out” of the Super ous. To cast a spell while under a Hyper Haste, the caster must 
Haste at that point. Booting out will result in an automatic make a Power Save, or the caster will find that he has Fumbled the 
Devastating Critical for an additional Combat Round. Duration: — gnel| due to the terrible influx of raw temporal power (and has 
1 Combat Round. probably been destroyed utterly and irrevocably from the back- 
fire). In any event, once the Hyper Haste is over, the target must 
make a Save vs. CON at -10 or he’ll suffer from the effects of a 
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9TH ORDER Devastating Critical until he is healed by magicks (any simple Ist 
Order spell will do the trick in this case). Duration: | Action 
Phase. 


Elemental Pact: The Elemental Pact empowers the caster to 
call forth an Elemental Lord of any one of the five elements and 
attempt to enter unto a Pact, or bargain, with him. Pacts may be 
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Spells, Divine Magick 
10TH ORDER 


Elemental Circle Of Power: Through the casting of this 
spell, the caster may permanently create a sacred area that is “tied 
into” the home plane of that particular Element. Once enchanted, 
this most sacred area will have the power to regenerate any dam- 
aged Elemental of its type, just as if it were the home plane of the 
Elemental (which really cuts down on having to re-summon them 
from their elemental plane after they have to run home to lick their 
wounds). Also, the circle will empower the caster to summon 
forth Elementals to do his bidding (see “Summon Elemental”) 
without the necessity of making a Power Save to “bind” them to 
his will. Since the circle is considered to be a “holy place” to the 
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a point t = an exploding volcano occupies his temporo-spatia 
location). This spell is limited to “Prime” only temporal travel, 
although the caster may, if so inclined, transport himself to the 
“Plane of Time” (from which the experienced temporal traveler 
may be able to step into another world’s or dimension’s time- 
stream). This spell must be cast each time the caster wishes to 
shift through Time. Unlike the spell “Master Warp,” the Temporal 
Shift is a personal effect, and may only be employed by the cast- 
er himself. 


DIVINE MAGICK 


Divine Magick is granted to the practitioner directly through the aus- 
pices of the ctptgans> s patron deity. Unlike — realms of magick, 
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1ST ORDER 


Blessing: The recipient of this spell will gain a +1 to all of his rolls for 
one minute per level of the caster. Unfortunately, multiple Blessings will 
not yield additional bonuses. A Blessing will immediately counter a 2nd 
Order Malediction. Save: vs. PRE to ignore. 


Divine Light: The Divine Li ill cause a bright aura of light equal 
to that of a lantern to emanate om he caster’s holy symbol. AOE: 1 
foot radius per level. Duration: 1 hour, 
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Heal: By calling upon the forces of his patron axis the caster may hel 
any single recipient of damage to the tune of one Hit Point for each level 
of the caster. This spell must be delivered by touch. 
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Holy Water: By means of this spell, the caster is empowered to puri- 
fy one dose (one fluid ounce) of holy water per casting. Holy Water will 
cause one Hit Point of damage to all things on the patron deity’s 
“Blacklist” (see the “Deities” section for more information). The victim 
must be struck by the Holy Water for this damage to occur, and this 
requires a successful CV roll from the caster. There is, however, no Save 
possible to resist the damage (although AP will reduce the damage as 
normal). Fortunately, there’s not really a limit to the quantity of Holy 
Water that can be tossed per attempt—although the Creator may wish to 
limit the number of doses per attempt to a simple “one dose per level of 
the caster,” or something inane like that; otherwise, the Priests will be 
lugging barrels of Holy Water about with them in combat, and looking 
very silly in the process. (Characters who wish to become proficient 
with tossing vials of holy water can get dispensation from the Creator to 
train in the Alchemist’s “Grenades” skill, which can be learned during 
DT as if it were a Weapons Training skill.) 


Minor Ritual Of Purification: By passing his holy symbol over 
any spoiled or rotten foodstuffs or water rations, the caster can purify or 
restore to normalcy the goods. Up to one object (like a canteen, cask, 
plate of food, or pack of rations) per level may be purified per casting. 
Goods purified will remain so until the normal process of putrefaction 
sets in. Unfortunately, this minor magick will not remove any venoms 
or poisons from the goods. 


Presence: Through this spell, the caster can temporarily boost his own 
PRE Attribute by one point. Duration: | Combat Round per level. 


Putrefy: This potentially blasphemous spell empowers the caster to 
spoil one dose of Holy Water per casting. The caster had best employ 
this spell upon the “unholy” Holy Water of his sworn foes, lest he soon 
find himself out of a job, and out of a life. 


2ND ORDER 


Awaken: This empowers the caster to safely awaken any single target 
from magickal sleep—provided, of course, that it’s of the 7th Order or 
below in nature. 
/ \ 

Create Rations: This empowers the casterto create a single day’s 
rations (both food and drink) fora single person. While not particularly 
flashy, showy, or edible (at leas to some discernpg palates), this spell 
will produce the magickal equvalent of MREs. ion: Until eaten. 
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Spells, Divine Magick 


Detect Aura: Through a moment’s concentration upon the general 
aura of any single target, the caster = detect the general bent of the 
target (“good,” evisu SS Statwetisatiowed.a WILL Save to 
resist this some Sas ma 
Saves indicate a 
one’s aura. 


Malediction: 
will reduce all of th 
caster. Fortunately) The 
minuses. A Maledi 


Mie. yield additional 
oie Hs Orde r Blessing. 


Save: vs. PRE to iff a8 yt | 
a. \Vdiow A fs mt) 
he ay 
ORDER VeerD 
= \ / PEF 
Sars BM 
he-caster to/Danish/the effects of 
On Naiiaany 
Mth: Ord Pout ii ie eestion” type 
magicks. However, moe is lust Iake:aSave in order for 
the banishment to be ‘si suieGeS' paste VEE ; to banish the 
influence. Fees é Senrs i 
a 4 Bee 


- Za 
Sy 
oo a reek 


Detect Lie: This empowers sich 2 par divine the truth of any words 


at sae ‘immortal’ languages; 
; ately, the caster may 

get. This >. do ceincet 

grant any ability 5 — =“ 

per level. 


Greater Harm: As per the 1st Order Harm, but 3rd Order now. 


Greater Healing: As per “Heal,” the caster may heal any single 
recipient of damage of three Hit Points for each level of the caster. This 
spell must be delivered by touch. 


Prayer: This is the superior version of the 1st Order spell, Bless. The 
Prayer will grant the same bonuses as per the Bless; however, it will last 
a great deal longer. This will automatically counter the effects of the 4th 
Order spell, Rebuke. Duration: | hour per level. Save: vs. PRE to 
ignore. 


Remove Fear: This empowers the caster to remove the debilitating 
effects of the Karmic Manifestation “Fear.” Though this spell does not 
have to be delivered by touch, the caster must invoke his holy symbol, 
and call upon his patron to remove the fear from the target. The target 
will be allowed an immediate additional Save to counter his Fear. This 
new Save will be boosted by +1 per level of the caster. 
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Spells, Divine Magick 


Restoration, Minor: This empowers the caster to restore any one 
of the five “normal” physical senses. The target must be touched in order 
for the Restoration to take effect. 


Temper Hatred: This empowers the caster to temper, or to tempo- 
rarily abate, the rampaging effects of the Karmic Manifestation 
“Hatred” from any single tates Soca this spell does not have to be 
delivered by tou ICycteacaniek PaustADy SE symbol, and call 
upon his patron\to so SS ge : nee this is done, the 
target will be alloy ved an immediate additional Save to’ break out of his 
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Rebuke: Fhis mae for End Order spell, Maledic- 
tion. The Rebuke will” levy- the sanié minuses as per the Malediction; 
however, it last a great deal longer. This will automatically counter the 
effects of the 3rd Order spell, Prayer. Duration: | hour per level. Save: 
vs. PRE to ignore. 


Reveal Truth: This will force any single victim to truthfully reply to 
any one question asked of it by the caster. The victim is allowed a Save 
vs. WILL to resist, but the caster’s own PRE is subtracted from the roll. 
The victim who fails this roll has the option of truthfully answering the 


Divine Harm: As per the Ist Order Harm, but 5th Order now. 


Divine Healing: As per “Heal,” the caster may heal any single 
recipient of damage of 5 Hit Points for each level of the caster. This spell 
must be delivered by touch. 


Divine Oath: Once spoken, the Divine Oath will pact the victim to 
the caster, and the victim must adhere to his given oath to the absolute 
letter or he will suffer the divine wrath of the caster’s own patron deity. 
This divine wrath will strike in the form of a sudden, total cessation of 
the victim’s life forces, and no attempt at resurrection will be possible 
(unless attempted by an immortal, who’ll no doubt anger the caster’s 
patron deity with his insolence). It should be noted that the victim must 
actually speak the oath in the presence of the caster, and the victim must 
do so of his own free will. Duration: Until broken. 


Divine Ward Vs. Fell Magicks: This will totally ward the cast- 
er versus magickal damage for the duration of the spell. Magickal dam- 
age resulting from any 7th Order or lower spell will pass the caster by 
as if he were not there while this ward is in effect, leaving both him and 
his possessions totally unscathed. It will not, however, ward the caster 
from any of the non-damaging magicks (such as “Charm” and its like), 
nor will it in the least protect the caster from any Master Magick dam- 
age. AOE: Personal. Duration: 1 Combat Round per level. 


Divine Ward Vs. Impact: This will ward the caster versus phys- 
ical damage for the duration of the spell, providing in effect a special 
“physical attacks only” AP equal to 10 points of AP per level of the cast- 
er. Magicks and magickal effects, however, are by no means warded by 
this spell. AOE: Personal. Duration: 1 Combat Round per level. 


Sanctuary: This spell sets aside an area which has been dedicated to 
the caster’s faith and makes it truly a holy, inviolate sanctuary. All who 
are faithful to the caster’s religion may freely come and go within the 
bounds of the Sanctuary. All others, however, must make a successful 
WILL Save at the start of each and every Combat Round that they are 
within the AOE of the spell,or they will be forced to vacate the 
Sanctuary at best possible s Pp the effects of the Sanctuary cannot be 
countered unless the area is totally defiled or destroyed. The Sanctuary 
covers a special area (or yolume) equal to a 10 foot radius per level of 
the caster, centered upon the main “altar” or whatever other symbol of 
faith particular to the éaster’s faith. The, spell must be replenished on a 
special holy day (thisate varies from faith.to faith) once every year, or 
it will cease its vai ding effects. Dug #6 its\relative power, this spell 
requires a full daty@r a full nig It to c; tation: | year and | day. 


caster’s question, or he will remain rooted to the spot, unable to move or Supplicati¢ * The big brotherofthe he “BI : . ae spells, this 
act, until he does so. Save: vs. WILL - the caster’s PRE Attribute to spell grants dhe caster or tal arget a aa . any and all rolls 
ignore. for its di Va . This spell Avill cognter the “Malediction” tn “Rebuke” 
spells ey be countered by the 6th Order spell, * e.” As with 
STH ORDER the other s} “ho mi pele cai stings are possib “apa a sin- 
ley arget. Du ation’ | hour. ° ‘ 
J . . . . . f 
Divine Awe: By presenting his holy symbol and invoking his patron’s _/ en 7 


holy name, the caster can add his own level of experience to his Pres- / 


ence Attack roll. Guaranteed to scare the heck out of any but the mo 
black-hearted out there. Unfortunately, this may be cast but once w 
any single group encountered. 


ee 


6TH ORDER 


Curse: The big brother of the “Malediction” and “Rebuke” spells, this 
spell levies a harmful -4 to all of the rolls of any single victim targeted 
by the caster. This spell will counter the lesser “Blessing” type spells, 
including “‘Supplication.” No multiple castings are possible upon any 
single victim. Duration: | hour. Save: vs. PRE to ignore. 


Restoration, Major: This will completely restore the health (but 
not the Hit Points) of any single victim. Any lost senses will be restored, 
the victim’s diseases and ailments will be vanquished, sanity will be 
restored, and all venoms or poisons operating within his system will be 
purged. The target must be touched in order to be restored. 


Revelation: By focusing his holy symbol upon any single object, 
item, or creature, the caster can call upon the divine power of his patron 
to reveal its powers, origins, history, possible uses, and general informa- 
tion. The caster is entitled to ask up to seven questions concerning the 
item. These questions will be answered, but not elaborated upon, by an 
agent of the caster’s patron deity. While simple “‘yes” and “no” respons- 
es are possible, a brief sentence of explanation may indeed be more like- 
ly, depending upon the skill of the questioner. For obvious reasons, this 
spell may only be attempted once per object, item, or creature, and may 
only be cast once per day in any event. Duration: | minute per 
response. 


True Sight: This spell empowers the caster with the ability to per- 
ceive any and all 7th Order and below illusions and other deceitful, 
cloaking, or concealing magicks and physical transformations or 
shapeshifts for what they truly are. The only limitation to this spell is that 
it works only upon magicks that are in effect upon living creatures, and 
not upon inanimate objects (such as tricky traps and the lot). So while 
the caster may indeed see through the illusory disguise of a wicked spell- 
caster, who’ ll be lit up in divine neon lights to his perception, he may yet 
stumble blindly into her cleverly veiled pit and plunge to his doom. 
Duration: | minute per level. 


7TH ORDER 


{ x 
Banish: This spell will attemptto forcefully cast‘away any single crea- 
ture or person who is blackl Success will force 
any summoned or extrapla 
Sphere at once, and ape fo 


Sanctuaries or to any 
the caster if no Sanc} 
they are of an opp 


caster must be made to ) resist ‘the ‘effects of this 8 
the victish is within the area of the caster’s own 
no Saye possibte. This spell takes but one Acti 
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Exorcism: This spell allows the caster to attempt to cast out, or ban- 
ish, any extraplanar or spiritual entity in d aiacasi of a victim’ Ss body. 
After a demandin St 
er must make an\ hall- -important Sa PRE to at empr to cast out the 
foul presence(s) ft on n the victim. us Ss all mopar be¢ause failure will 
- ffom possession to the 
eh ‘jumping’ is, 
ely.) Unfortunately, 
he most powerful 
ve to resist the 
* ever, i is modified 
Ke) vn PRE Save. 


caster, with no Save 
of course, optional 
should the caster nia 
entity among mu 
effects of the Exo 
by the number of poihts.by which astg 

If the entity fails thi fig. Save, the ws d fits f 
immediately depart\the \ icti intanc se ete scene a at la 
sible. Most powe na t 
offending exorcist for, ep 


Divine Interv 
touched by the ca 


-10 to all of his rolls. The vib 
counter any of the “Bless” ty; 


health, and vigor _ any. single- ial iahaby touch, This will remove the 
effects of all venoms, poisons; diseases, insanities, sense-loss, and it will 
restore to full ability any attributes or abilities which have been reduced 
or removed by any ill-magicks of 7th Order and below. This spell will 
not restore lost Power Points, not will it return the dead to life. 


Sanctify: This massive “purification” spell empowers the caster to 
resupply all the holy water within his Sanctuary, to restock all the vict- 
uals and ceremonial accouterments, and even to attempt to restore to 
holiness any violated or despoiled area of his Sanctuary, provided that it 
is no more than one-half of the total area of the Sanctuary. While the for- 
mer effects require no Save, the last effect requires that the caster must 
have fought to the best of his ability to deny the offense, that he has been 
a paragon of fidelity to his faith, and finally that he make a successful 
PRE Save. This spell may be attempted only once the Sanctuary has 
been violated and needs sanctification, or once per year on a special holy 
day of sanctification, as proscribed by the caster’s faith. 


8TH ORDER 


Astral Gate: This opens a temporary gate, or passageway, to the cast- 
er’s patron deity’s home plane, or Sphere. At the caster’s behest, the 
‘Astral Gate may be as small as a typical doorway, or as large as | foot 
xy foot per point of power of the caster. As this is an extremely personal 
‘Way’ to communicate with one’s own patron, the Astral Gate had best be 


~employed only upon extreme situations, as in when the caster is actual- 
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ly commanded by his deity to do so, and not just for a casual visit. Once 
the gate is opened, the caster’s = can opt to send forth heavenly 
reinforcemen to-aidt ‘ie = necessary tergrant {he caster a tem- 


ae past 


porary boost of power (att Fra ely, to directly 
aid the caster by bat Round per 
level 


Swnviolable “neutral 
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are quite real, and anyone passing] Sf iit tingling of 
eldritch magic jac binpority state of 
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considered to be Dragisig'be 
taken place upon ROG 
Therefore, it is quite ae va énant made within 
the confines of this area Ehis.is handy: for al Di world-shaking 
deals and treaties, or for Biot th ng td nis cH as and striking clandes- 
tine bargains between st iy prey a Duration: Special; until 
mutually dispelled by all patf £2 Up to 8th Order AOE. 


cal unbinds them. 


Return To Sanctuary:/Thpough ingans of this spell, the caster can 
instantly spirit himself ho & to) any, Safjctuary (see the Sth Order spell) 
tk sees legs Up 


: Piet reDOF the pay be included in this 

hoOughthe wave e a willing participant 
sa this ryle ae ‘unconscious or dead vic- 
for the ride; ‘provided the caster “names” him as 
a participant (this is a mental act, and need not be spoken aloud). Such 
victims will receive no Save. In no event may the caster spirit away 
more than 100 Ibs X his own Power Attribute. This spell takes but 1 
Action Phase to cast. 


tim a an rs 


9TH ORDER 


Greater Banishment: As per “Banish,” save that the caster may 
attempt to banish up to one creature per level of ability. Save: vs. WILL 
at -1 per level of the caster; or No Save if victim is within caster’s 


Sanctuary. 


Resurrection: This potent spell will call forth the departed’s spirit 
from the heavens to once more join with its physical body, provided no 
more than 24 hours have elapsed since the death of the physical body 
(and provided that there’s still a soul remaining to rejoin the physical 
body). Those who are Resurrected will immediately return to full health 
and vigor, and will be ready to move at once should that be necessary. 
Those who are so returned to the mortal coil, however, must be favor- 
ably inclined towards the caster’s patron deity. Why? First, they will not 
be brought back should they be inimical to the faith, or infidels. Second, 
and more importantly, the person thus returned will be required to “pay” 
for this supreme service with cash (anywhere from 10,000 Stars {6 
1,000,000 Stars per level of the victim, depending upon his relative 
importance, wealth, or Fame) or with some majestic quest aimed at 


improving the welfare of the caster’s faithful flock. No Saves are neces- 
sary for Resurrection—the only requirement is the caster’s patron’s will- 
ingness to provide the necessary means to do so. Finally, as long as the 
body has not gone to a negative Hit Point value equal to the victim’s nor- 
mal total Hit Points, Resurrection is possible. (So while dust may not be 
enough for success, a few hairs or miscellaneous body parts just might 
do the trick; it all depends upon what the victim’s Hit Points were re- 
duced to.) 


Sanctum Sanctorum: The Sanctum Sanctorum, or “holy of 
holies,” empowers the caster to modify an existing Sanctuary and trans- 
form it into a place of true power; in fact, a crossroads to his patron 
deity’s own Sphere. First, at the appropriate place within his temple, the 
caster must open an Astral Gate, which will then become permanently 
opened by the power of the deity, to act as a permanent focus between 
his Sphere and the Sanctuary. The Sanctum Sanctorum then requires the 
caster to invest 10,000 points of power over a period of 10 days of near- 
constant spellcasting into his Sanctuary. During this time, at least 
1,000,000 Stars worth of precious gems, jewels, or precious trappings 
must be sacrificed to his patron (at the rate of 100,000 Stars worth per 
day). The caster cannot be interrupted during this time, else the spell will 
be ruined, and his patron will be most displeased. At the end of the time, 
however, the former Sanctuary will be transformed into a magnificent 
temple consecrated to the deity (and decorated by his own hand, as it 
were). If there is enough area for the former Sanctuary to expand (to 
10X its original AOE, that is), at this point it most certainly will. 


The new Sanctum will prove most beneficial to the caster and his faith- 
ful flock, as all of their magicks now will strike for maximum possible 
damage while on the grounds, and all magicks which require a Save will 
force a -10 to the Saves of any and all infidels who dare to invade the 
area. (Note that the effects of the “Sanctuary” spell are still in place in 
the new Sanctum, too.) The caster of this spell will enjoy a favorable rate 
of Regeneration while on the grounds of the Sanctum. For game pur- 
poses the caster will regenerate at the rate of one Hit Point per Combat 
Round. 


Sanctums which have been defiled or despoiled may only be Sanctified 
by the patron deity himself: such, they are most assuredly well- 
defended (the patron himsel is hosts of heavenly minions are only 
an Astral Gate away...) / 
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ENCHANTMENT 


Enchantment is the study of illusion, charm, and deceit. Unlike 
the other realms of magick, the spells within the realm of 
Enchantment are not truly “real” or “material,” with easily quan- 
tifiable physical effects—at least not until the practitioner 
achieves enough power to cast the Enchantment Master Spells, 
when they can become only foo real. 


Saves Vs. Enchantment: Most Saves are vs. INT or PER. 
There is a Power Save vs. all “damage” spells for half damage. 

Armor Protection will be allowed for most damage-type effects, 
unless specifically stated otherwise. 


Armor? No problem, although most prefer to travel light. 


~ 
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Good Stuff: Most things are stupid and thick-headed 
makes all those INT and PER Saves harder to make. 


f= 


Bad Stuff: Most Enchantment isn’t truly “real,” at lea 
higher Orders. And some things with high INTs and PER 
laugh in your face once they make their easy Saves. 


1ST ORDER 


Charm: By simple gaze, smile, or whisper, the casté#¢an 


a single non-Monster humanoid victim to view aaa indly™ de, Si 


favorable light, as if they were dear old friends.= 
“friendship” will last until the caster makes some drast 
(like cracking religious jokes to a faithful Priest), until t 
tries to convince the victim to violate any-ef-his-Codes,-or 
hour has passed. Save: vs. INT to ignore. 


ate 


Conjure Animal: The caster may, with a succe -essful DEX! | 


Save, conjure any single small “normal” ani 

ness. Failure to make the Save will result in a “fi fyi ; 
and the Creator can have some fun at the charac 
conjured animal will “last” for one Combat Ro 
caster, then will “pop” away unto nothingness. 


Day Glow: This causes a soft warm aura of lig 
the caster, effectively turning night into day. Optionaft 

can be cast upon any single object. AOE: | foot radius pe 
Duration: | minute per level. 


Gift O’ Gab: This most unlikely charm empowers the caster 
with the ability to communicate with any sentient creature in that 
creature’s own tongue. With the exception of telepathic or silent 
languages, the caster can gab away like a native for the duration 
of the spell. Only one form of communication is possible per cast- 
ing of this charm. Duration: 1| hour. 
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Hypnotize: Any single victim who fails his INT Save once the 
caster looks into his eyes, and casts this spell, will be hypnotized. 
For the duration of the hypnosis, the helpless victim may reveal 
one “secret” per minute of interrogation. Additionally, while in 
this extremely suggestible state, the victim will get no Save vs. 
any other “charm” or “influence” type spells cast on him during 
this time. Duration: | minute per level. 


Magick Flame: This simple conjuration causes the caster’s 
finger to afipht with a tiny, lighter-sized flame. While this causes 
no dam@fe to the caster, the Magick Flame may be used to light 
émbi mbustible object touched by the caster, or to torment any 
ictims the caster wishes to torment with his eg en 


-Mimicry: Empowers the caster with the ability to reproduce 
- "_— Sounds as per the skill “Mimic.” There is no Save to “counter” the 


y\=— Duration: | minute per level. 


e caster, effectively turning day into night. Optionally, this 
be cast upon any single object. AOE: | foot radius per 
. Duration: | minute per level. 


pmove-Alarm: This is the counterspell to the Magick Alarm. 
ji Famierreny single Magick Alarm without triggering it. 


—— 


dow Dart: The Shadow Dart, the basic offensive spell of 


Eng antment, strikes for 1st Order AOE and damage, and may be 


BO sted. 


who fails his INT Save will fall into a 
atural, slumber state. The victim will sleep 
eep cycle unless prematurely awakened by too 
by being attacked. Save: vs. INT to ignore. 


C--Vt 
paneer 


Piween ne Bee 


peti memes 


: Empowers the caster with the ability to 
as per the skill of the same name. Saves are as 
imicry.” Duration: 1 minute per level. 


2ND ORDER 


Dim®tThis spell grants the caster a “shadowy” aura which grants 
him an extra +1 per level to all “hiding” and “concealment” type 
Skill Rolls. This spell will instantly vanish under conditions of 
bright light. Duration: | minute per level. 


Fool’s Magick: This empowers the caster to create a “false 
dweomer” upon any single non-magickal item. When “read” by 
Magick Sense or a spell which duplicates it, the dweomer will 
appear as the caster has pre-determined it: “good,” “bad,” “pow- 
erful,” “weak,” etc., or any logical combination thereof. This 
minor deception will be defeated by any of the “identify” spells, 
which will see through the thin veneer of false magick upon the 


~<a 


Spells, Enchantment 


item. This spell only remains in effect for a brief time. Duration: 
1 hour per level. 


Ghostly Form: The Ghostly Form will cause the caster to 
assume a semi-real, transparent appearance which will make the 
caster much more difficult to hit in combat. For each level of the 
caster, his DV will increase by +1 for the duration of the spell. 
Creatures who can see magicks will be immune to this combat- 
baffling effect, as the caster will appear quite real, and quite illu- 
minated, to their magick-sensing perceptions. Duration: | 
Combat Round per level. 


Magick Alarm: The Magick Alarm may be cast upon any sin- 
gle object or item, and set to “trigger” once a certain simple con- 
dition has been met. Common triggering conditions ineludt 
“when opened,” “when touched,” and “when removed from/ifs 
resting place.” The Magick Alarm will blare a loud, obnoxi@us 
siren-like noise that even a hearing-impaired wombat couldjhea 
for one Combat Round per level of the caster once the triggeé if 
condition has been met. Up to seven Magick Alarms may pA 
4 


on any single item. Duration: Until triggered or magicka 
pelled. \ 


Magick Lock: The Magick Lock will secure any singl 
from a tiny tinderbox to a mighty steel-bound door witk 
dweomer that can resist Strengths of “15” and lower, and wat 
all “normal” attempts at lockpicking. Duration: Until dispe 
forced open. 


Magick Lockpick: This is the counterspell-to-th 


Lock. It may be employed to open any Magick Lock=as= 
boost any single lockpicking attempt by +1 per level of thd ee 


sive, deena visual hallucination erie 'e hin 
porarily incapacitated as if suffering from a “Devastating 
Hit.” Duration: | Combat Round per level. Saye 


3RD ORDER | 


Babble Of Voices: This will create a nerve-wre 
of nonsense-spouting phantom voices which ma 
cause any spellcasters who have to cast their spells 
consternation. For the duration of this, any spellcaster within 
AOE of this spell must Save vs. INT to cast any spells with Ve 
bal components, or he will most certainly “Fumble” hi spe 

Duration: 1 Combat Round per level. 


ay 


Fireworks & Fanfare: For the spellcaster who wants to 
make his presence known, the Fireworks & Fanfare charm will 
“announce” his arrival with columns of crackling, sizzling illuso- 
ry sparkler-lights, and a rousing, booming peal of either thunder 
or song (the caster’s choice). The song, of course, must be one 
known by the caster. Duration: 1 long, pompous Phase per level. 


Fool’s Fire: This spell, while not entirely real, may cause some 
“real” damage to those of weaker INTs who believe that it is real. 
Once cast, the victims are allowed a Save vs. INT to “realize” 
whether the fire is real or not. Those who succeed will take no 
damage at all, while those who fail will be convinced that they 
have just been hit by a sheet of very real, very burning fire. While 
it is only an illusion, however, those victims who are reduced to 
negative Hit Points by this spell will die—for real. Damage and 
AOE are as per 3rd Order spells. Save: vs. INT at -1 per level of 
caster to’ ignore; otherwise, it’s “real,” and all normal effects 


apply. ¢% 


Fs must cover no more space than the AOE of this spell. 
| Conjured Images, though fairly convincing replicas, cannot move 
=fand serve no intrinsic purpose. In fact, they will instantly vanish 

once touched. Duration: Permanent, or until touched. Save: vs. 
—INT to determine if real (or simply touch it). 


i rror, Mirror: This causes up to one image per level of the 


= suddenly appear around him and mimic his every gesture 


: ‘ 


ove. The images are identical to the caster in every way, and 
icult to perceive as false mirror-images of the caster’s true 
rm:\Yactims are allowed a PER Save at the beginning of their 
et aA hase to attempt to discern the caster from his images. 

is Sa ees h wever, is at a - “1 for each image present at the time. 


making them faulty i in anpearnae and discernible to 
r¢ slowest sentients. Duration: 1 Combat Round per 


powers the caster to cause any small object 
suddenly vanish from sight (only to reappear 
1 sleeve, or backpack, or whatever else is on 
an actually hold the item). Only one item, or one 
small enough for the caster to hold in the palm of 
Be vanished. This requires but one Phase to cast. 


: Like “Fool’s Fire,” this is nothing more than a 
on. However, those who fail their Save vs. INT 
ed that they have just been doused for damage, and 
vell die. Effects and Saves are as per “Fool’s Fire.” 


4TH ORDER 


Animation: This spell allows the caster to magickally animate 
and remotely control any single inanimate object or item. Up to 10 
Ibs. per level of ability may be caused to animate. Actions may 
range from simple dancing and cavorting about to actual physical 
restraint or combat. For combat purposes, the animated item will 
attack as if it were the caster, but its STR Base Damage will be 
calculated as if the WILL of the caster were its STR. To maintain 
the animation, the caster must have total concentration. Any break 
in this concentration (attacking, casting another spell, or moving 
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at more than one-half CMR) will result in the instant cessation of 
this spell. Duration: 1 Combat Round per level. 


Disguise: This spell empowers the caster to assume the outward 
appearance of any person or humanoid (but not “monster”) whom 
he has personally seen before. Apparent skin color, height, 
weight, and race can be changed by this spell. The limits of 
Disguise are +1 Inch per level, and +10 lbs. per level. Only mag- 
ickal “detection” spells or actual physical touch will reveal (but 
not dispel) the presence of the Disguise. Duration: 1 hour per 
level. 


Disruption, Minor: This relatively minor charm will set up 
destructive imbalances in the fragile magicks of low-Order 
enchantments, causing them to disrupt piece by piece and eventys 
ally completely unravel. At the end of each Combat Round, thége. 
is a 10% cumulative chance (rolled by the Creator) that this cHarr 
will cause some telling damage to any illusion in progress 
this occurs, all those who are suffering from the effects of th¢ 


Duration: 10 Combat Rounds. 


Howling Dust Storm: This awesome looking yet not 
entirely real phenomenon can be conjured by the caster to obsc 
sight, light, and sound. The Dust Storm will deny-sighé- 
single hex. It will transform apparent day into near-night 
night into Stygian blackness. Its howling winds aaask S 
such that normal conversation is impossible. h 
Saves of all creatures within the Dust Cloud suffer-at 
level of the caster for the duration. There is, of cone 
totally ignore all of these deleterious effects (those who 

will see some dust flying around, and that’s.about-1 
fail will be convinced that they’re in the great-g 
dust storms). Duration: | minute per level=Save; 
ignore. a 


Ill Wind Rising: This allows the caster to cai 
whirling tornadic vortex of wind, which can dis 
fog, and smoke, and can effectively ground af 
who fail their INT Saves within its AOE. Those 
will be convinced that there is no way possible f 
through the AOE; those who succeed will comprel 
nature of the loud, rowdy, whooshing but not-quite- 
Ill Wind, and will be able to negotiate it with little pr 
Ill Wind is immobile. Duration: | minute per level. 


Shadow Dance: This allows the caster to partially enter, for a 
brief moment, the strange Shadow World, and move at 10X his 
CMR on his next Action Phase. Unlike other superior versions of 
the “Shadow” magicks, however, this minor version does not 
allow any passage through material objects in the “real world.” 
Also, there must be some small sliver of shadow for the caster to 
enter into and exit from the Shadow World. Failure to satisfy this 
last requirement will result in the caster’s being stranded in the 
Shadow World (at least until he can cast the spell again and exit— 
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if he lives that long). This spell requires but one Action Phase to 
cast. 


STH ORDER 


Conjure Creature: This allows the caster to conjure forth the 
illusory form of any creature that he has ever before seen person- 
ally. The creature conjured will be capable of everything that a 
real creature of that type would, and it will do the exact bidding of 
the castgr (“attack them,” “defend me,” etc.). The only limitation 
to thisyotherwise handy charm is that it’s not quite real. In fact, 
tho “make a Save vs. INT will know it isn’t quite real 


by the conjuration. For those who fail this important Save, 
wever, the creature will be quite real (to them, at least), as will 


appears), and if it failed, then the victim cannot be convinced of 


its surreality save by magick. There’s no limit to the size or feroc- 


=k Mirror: Through use of any silver-gilt mirror, the 
ay remotely view, or scry, any designated object, item, 
or person. The limitations are that the designated targets 


g greyish wake behind on the mirror’s face), and 
tal.or-artifact may be viewed. The size of the mirror 
er,-but it’s always easier on one’s eyes to have a large 
r disposal. Duration: 1 minute of scrying per level of 


age skylines to tree-choked hillsides, even to a 
formation after formation of troops and siege 
e can be “programmed” to sway with the wind, 
nvironment (appear rainy, foggy, hot, or snowy 
and even to make noises and sounds appropri- 
. The Mirage, as real as it may appear, can be 
is by anyone with Magick Sense. A Save vs. INT 
he most dense to know it for what it is. AOE: 5th 


azzZle: This allows the caster to project a scintillating 
ay_ of bright, flashing, blinding polychromatic lights. All crea- 
tures ‘within the AOE who fail their Save vs. SPD will be blinded 
permanently by this sizzling spell, while those who make their 
Save will be blinded for but one Combat Round per level of the 
caster, and will be subject to the CV minuses associated with 
blindness (see the “Combat” section for more info). Any creature 
or person employing Magick Sense or a similar spell or spell- 
effect while in the AOE of this spell will receive no Save. Those 
creatures who have no visual capabilities will of course be 
immune to the effects of this spell. Duration: 1 Phase for spell, 
permanent, or 1 Combat Round per level of the caster for effects. 


Oa a 
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Shadow Shift: By briefly entering into and skipping along the Tricky Trap, Minor: This potentially nefarious charm allows 
boundaries of the mysterious Shadow World, the caster can move _ the caster to store any single spell of Enchantment of up to Sth 
at 10X his CMR for a single Combat Round. Unlike other superi- Order within any object or item. The limitation is that the object 
or versions of the “Shadow” magicks, however, this version does _ or item must be something that can be “opened” so that the Tricky 
not allow any passage through material objects in the “real Trap can be triggered. Bags, chests, boxes, and even doors are but 
world.” There must be some small sliver of shadow for the caster a few examples. The caster casts this spell to “lay the trap,” then 
to enter into and exit from the Shadow World. Failure to exit from _ he casts the spell he intends to store within the object. Duration: 
the Shadow World may prove disastrous, unless the caster can cast Until triggered. 

this spell multiple times, and thus “re-enter” the real world. 


Duration: | Combat Round. Pi , 7TH ORDER 
(4 
6TH ORDER 


$1 fuption, Major: Like its little brother, “Disruption, 

ator,” this charm precipitates the destruction of ongoing illu- 
Charm Monster: This enables the caster to charm any singlé@-sions ad enchantments by unraveling them piece by piece. 
Monster (with Kill Factors, and not merely levels). If it failsAgs _Vinllike its sibling, however, this charm does it a lot quicker for 7th 
Save, the creature is under the complete control of the castefgor-7'C 
one hour. Language is no barrier. The caster may charm no filorg’ Combat Round), and fairly quickly for the Master 9 (a aoe 
Kill Factors of creatures at one time than he has levels. S = 


a 
INT ————— 
to ignore. I a : 


Mr. Scary: This horrifying charm allows the caster t sibility: This allows the caster to become truly invisible. 
any single victim with total, mind-numbing terror by merg ‘he,only way to visually detect the caster in this state is to do so 
If the victim has any latent Fear (as in a Karmic Manifestapgn, y inference (spotting his footprints in soft ground, watching for 
then he will receive no Save to counter this charm, and he Yage el | directed forth from him, etc.). There is no discernible 
become totally, permanently catatonic with Fear. Should the vi¢- } out his form, and Magick Sense or similar spells will not 


tim be free of such manifestations, or under the influence-ofsame | A¥Veabis=presence (but Combat Sense has a chance). The caster 
magick that removes or counters the influence of fear, then ey capt cdst-spells and attack normally without fear of fouling this 
allowed a Save vs. INT to resist this charm. This-takes / pm Bars minute per level. 

Action Phase to cast. oe ron 4 ———— 


Trap, Major: Like its lower-Order companion, this 
‘lg s the caster to lay a trap upon an object or item with a single 
sgel} of up to 6th Order. Duration: Until triggered. 


Projection: By means of direct visual sitar he 
project a startlingly realistic image of himself which 
spells, talk, move around, and do nearly=eve: : =" 
himself can do except physically attack or defend mitats , 4 #=Ehe.Shadow Portal allows the caster and up 
is that the caster absolutely must have and-maintain wig@itti 44 A pefsop-per level to transport via the Shadow World to 
visual contact with his image. Anything, physical or ee oa! planet that he has seen before, or can see by 
that blocks his view of the Projection will causg b. Due to the greater power of this spell, the trav- 
cessation of this charm. Touching or physic@liy apid in objective terms (about 100X the caster’s 
Projection will not harm it, nor will they cause if rs to those so transporting to be nearly instanta- 
caster must pay for all spells cast throug st be some small sliver of shadow at both the 
Duration: | Combat Round per level. destination, or else the caster may find himself 
AGO W. 


see 


Shadow Form: Superior to the “Ghostly Form, 
Form is quite real, actually materializing a portion o 
World about the caster, and allowing him a temporary 
dual-existence in both the Shadow World and the “real 
This adds a bonus +1 DV to the caster per each level, a 
magick-sensing creatures ar spellcasters with “magick sight” will 
not be able to counter this protection. Wherever shadow exists, so 
can the caster pass, even through material objects in the “real 
world.” The caster may interact with the “real world” as normal. 
Unfortunately, he must have a small sliver of shadow available in 
the “real world” in order to interact with it, and to exit into once 
the spell expires. Duration: 1 minute per level. 


his shimmering field of hypnotic lights allows the cast- 
ause any single victim to lapse into a permanently paralyzed 
state stasis. The victim is totally helpless and virtually 
comatose while under this charm. Save: vs. INT to ignore. 
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8TH ORDER 


Eyes Of A Stranger: Through means of this enchantment, the 
caster can scry remotely through the “eyes” of any single victim. 
This clandestine scrying will enable the caster to see things as 
does the victim. The caster cannot force the victim to move about 
or do anything against his will—only scry through his eyes pas- 
sively, like some eldritch voyeur. The victim will be aware of the 
intrusion into his psyche only if his PER is equal to or higher than 
the caster’s INT. If the victim becomes aware, then a successful 
WILL Save by the victim will sever the connection. The victim 
does not have to be personally known by the caster—a simple 


“name” and “location” will do just fine. The victim must be on the _ gléem t 


same plane as the caster. Duration: 1 minute per level. 


Mass Charm: This empowers the caster with the abilit 
charm (as per the Ist Order spell) any and all within the AO 
hear his voice or meet his eyes. A Save vs. INT is necess¢ 
break the grasp of this insidious charm. Those who fail thi 
will become the willing thralls of the caster, and will se 
cause to the point of death, provided that it does not violate#h 
Code. The victims must, of course, be able to comprehe 
caster for this charm to take effect. Duration: Until CodeUsww1 
lated, or 24 hours have elapsed. nf 


protective “armor’ of Shadow which will totally ward him ve } 
all ee damage, unless he is attacked me a a -sreatuty 


Simulacrum: This empowers the caster to c creat erp ont ry 
near-exact duplicate of himself. The simulacronPaeill OF 
per the command parameters (which can become quite-ceny 
given it by the caster during its creation. It wil 
cally attack and defend as per the caster (with tie 
Hit Points, etc.), yet will be limited to a smal 
power, which is donated by the caster at the tim 
Up to | spell per level of the caster may be stored 
ulacrum, and these may either be “set to trigger” at 
or condition by the caster or they may be independey 
at the simulacrum’s behest. Despite their original caSt# 
spells stored within a simulacrum will be cast in bu 
Phase (like a “triggered” magick item that stores spells). 


No matter the number of spells stored within the simulacrum, no 


more than 1000 points of power may be stored. The caster must, 
of course, pay for these stored spells, if any, at the time of the sim- 
ulacrum’s creation. Creation of the simulacrum requires 1 minute 
per level of the caster, 1 drop of the caster’s blood, as well as any 
additional time required to cast the spells to be stored within it. 
The simulacrum will last until the duration has passed, unless the 
caster states otherwise (and this “retirement” must be set at cre- 
ation time). When it expires, the simulacrum will dissolve in a 


= aes cs 4 pe 
Such as conjured creatures (which can cause “real 
). those who fail their Saves; refer to the specific spells for the 
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slow flash of light and rainbow colors. Duration: | day per level, 
or until “retired” by caster. 


Veil Of Sominus: This allows the caster to conjure forth a ma- 
jor-sized “Mirage” that, for most intents and purposes, is quite 
real. The contents of the veil may be programmed by the caster as 
he casts the spell (as per the “Mirage”). This programming will 
allow the caster to create virtually real environments, with “real” 
inhabitants who will pursue their ‘“‘assigned” activities at whatev- 
er time the’caster sees fit. These “virtual beings” will not be able 
to inflicfany real damage, but they may appear to change their vir- 
tual eyvironment through their actions. The actual components of 

eaveit-are “not truly “real,” and as such they are no ) cause for 


Z# their actions quite econivinesimy. 


é Caster may add additional enchantments of up to 7th Order, 
damage to 


==Sppropriate Saves), to the veil during an “open period” at the end 


ms s—of th the casting. This “open period” will last for one Combat Round 


power aacan acon 


m of the veil durisg this time will be “boosted” such that 
ill last for the duration of the veil. These additional 
tments will cost the caster the full, normal amount of 
cast, of course. Also, these additional enchantments must 

ithin the program of the veil within the “open period.” 
tone} hour per level. 


fhrd’s Fog: This calls forth an immensely potent volume of 

ering, crackling silver fog that has the power to make enchant- 
nent, and illusions quite real. The fog can transform 
nf 4 £9¢r Order and below into permanency, and all 
“conjured creatures and landscapes, into 

a0n n forth the fog, the caster must begin casting this 
e light of the rising moons during Thrice Jack’s 
curs the last night of the month of Harvestfest). 
will begin approximately as night falls, and will 
dnight. Anything he wishes to be made perma- 
already be conjured or produced prior to the start 
Once casting begins the fog will envelop it and 
ake it real. AOE is up to 10th Order maximum. The 
st be uninterrupted during this tedious process, or else 
gg will depart and his enchantments will unravel. The Major 
Disruption will destroy the effects of this spell—it’s not primal, 


' after all... 


Creator’s Note: This is extremely handy for setting up an 
Enchanter ’s secret hideaway. The effects of the “permanentized”’ 
illusions are left to the Creator's discretion, though we suggest a 
single “charge” per 24 hour period with most of the “one-shot” 
type illusions. 


———O—-> 


Spells, Mysticism 
MYSTICISM 


The realm of Mysticism concerns itself with the inner harnessing 
and focusing of Ki, or mystical power. Unless otherwise stated, 
spells of Mysticism have no visible manifestation. 


Saves Vs. Mysticism: Most Saves involve WILL. There is 
a Power Save vs. all “damage” spells for half damage. Armor 
Protection will be allowed for most damage-type effects, unless 
specifically stated otherwise. 


Armor? No problem, though most prefer to wear nothing too 
encumbering, as Mysticism sometimes demands some heavy bod- 
ily contortions and bizarre physical poses. 


Good Stuff: Most things don’t have high 


great, because it augments spells. Mystigs*can directly affeg 
mind and the soul. 


Bad Stuff: Things with no brains, or with brains bigge@l 


Healing Trance: This dllows the caster to focus his Ki upon - . 


his own physical form to heal it of damage. For every minute 
spent in the trance, the castér will heal one Hit Point of damage. 
During this time, the caster is\in a state of complete concentration, 
and may not be disturbed, of, the spell will im ease. 
Duration: | minute per level. 


Ki Bolt: By means of focusing hig Ki, the ca on 
forth and project a concentrated blast ef at any 
single target. As it is pure psychic energyathe Ki Bolt is invisible 
to normal sight, but not to magickal detectiOn, This does damage 
as per a Ist Order spell, and may be Boosted. 


Locate Object: This minor divination will reveal the exact 
location of any single non-magickally protected, non-cloaked 
item within a radius of 10 foot per level of the caster. The caster 
must have some working knowledge of the item sought (like 
“Where is Fred’s ring of regeneration?”), and cannot indulge in 
generalities (like “Where is the ring?”), or the spell will be inef- 
fective. While this spell will reveal the location of the item, it will 
not in any way empower the caster to automatically seize the item, 
should it be within, say, a locked chest or something similar. 


Mind & Body One: This relatively simple spell empowers 
the caster to suppress his own body’s hunger and thirst for up to 
one day per level of ability. At the end of this time, however, the 
caster must replenish his body normally, or else he will suffer 
damage equivalent to one Hit Point per day he spent denying him- 
self. Duration: Up to | day per level. 


Psychometry: By mere touch, the caster can pick up on and 
define the mystical vibrations associated with the aura of any sin- 
gle item, person, place, or thing. Qualities such as “good,” “neu- 
tral,” or “evil” may be accurately divined, as well as the relative 
magick power of the object. Psychometry takes a full Combat 
Round of uninterrupted reading to perform. 

Note: While this seems to duplicate the Magick Sense Special 
Power, it in fact is superior, and is capable of piercing all but the 
most powerful “cloaking” magicks. 


Read Aura: This empowers the caster to sense the general 
intent (“hostile,” “peaceful,” or “ambivalent”) and general physi- 
cal health (“healthy” or “diseased”) of any single creature or per- 
son. With a successful Save vs. PER, the caster can also divine 
whether the creature or person is suffering from a curse, or is 

g.influence or control of another. Targets who are protect- 
ef cloaking magick will be immune to this spell. 
e | Action Phase to cast and divine. 


ell allows the caster to influence the 
by voice alone. The Suggestion 
purse of action, and it may not be 
in direct threat of loss of life. 
uggestion immediately. Save: 


ister with the ability to defy 
br move vertically through the 
of 1. The caster may, howev- 
5. Duration: | minute per level. 


block all Ist, 2nd, and 3rd Order 
0 control, scan, or influence the mind. 
ect the caster from any spell which caus- 
attributes. Duration: | minute per level. 


Sp ight: This empowers the caster with the ability of 
“Spirit Sight,” which allows him to perceive all Astral presences, 
spiritual, and psychical manifestations within a one foot per level 
radius. Duration: | minute per level. 


Surface Scan: This allows the caster to pick up on and read the 
surface thoughts of any single sentient. Language is a barrier, and 
the caster must know the language of the creature to comprehend 
more than just the basic intents of its thoughts. No deeply hidden 
thoughts will be revealed, and any attempt by a skilled target to 
hide his thoughts will baffle this spell. Practitioners of Mysticism 
will always be aware of this intrusive spell once it is cast. 
Duration: | Combat Round for a proper read, | Action Phase for 
a word or two. Save: vs. WILL to block (only if aware of the 
attempt). 


Track The Soul: Through a superior form of Psychometry, 
the caster may “read” the aura of a person from any object or item 


(eae 


that the person formerly touched, used, or possessed, and may use 
this to get a general impression of the person’s current location, 
distance, and state of health. The caster must hold the person’s 
possession and read it for at least one Combat Round. Next, the 
caster must make a successful PER Save to read the possession 
properly. While this spell may be cast multiple times (and used to 
triangulate the target’s position), it cannot be used to read some- 
one who is cloaked or protected in any way by Mysticism. 


Warning, Minor: This allows the caster to place a mystic 
alarm upon any single non-living object or item. The Warning, 
once triggered by touch, will issue a silent mystical alarm to the 
caster, alerting him that the item has been touched. This will reach 
the caster at any point on the same plane. Duration: Until trig- 
gered. 


concentration, an “evil,” “hostile” caster can appear to ra 
convincing “good,” “friendly” faura. This effect may be ‘ 
over’ any existing mystic profections with no problem, mak 
potentially devastating in the/right (or wrong) hands. Durati 
hour per level. 


Clairvoyance: This allows the caster to send his mind’s eye to 
any locale familiar to him and to scope it out as if he were per- 
sonally there. The locale must be on the same planet as the caster, 
and it must not be warded or protected by magicks for this spell to 
be effective. While the casterjwill not actually be t 
his psyche will be, and creatuyes who are sensi 
detect its presence. Duration: | 


Mind Flay: This psychic attack directly assa 
get’s WILL with a shredding, frantic fetyor. A success 
WILL will defeat this attack, but a failure 
one point of WILL per level of the caster. Victitns.reduced to a “0” 
WILL Attribute score will be totally unable to act“on 
volition, and will do anything—anything!—asked of them by% 
one! Fortunately, the effects of this spell are temporary, and the 
WILL heals back at a rate of one point per day. Save: vs. WILL 
to resist. 


Save vs. 


Mind Over Body: This empowers the caster to temporarily 
boost any one of his Physical Attributes (the first four of them, 
that is) to his racial GenMax, or by one point if at max or higher 
already. This spell may be cast multiple times to affect multiple 
attributes, if desired. It may not raise any attribute that is already 
over the GenMax by more than one point, however. Duration: 1 
Combat Round per level. 


Restore Sanity: This will completely yet temporarily heal the 
sanity of any single insane or imbalanced sentient suffering from 
a Karmic Manifestation. This requires direct physical contact with 
the victim for one full Combat Round. Duration: | hour per level 
of caster. 


Wl result in the loss of 


their own 
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Sixth Sense: This provides the caster with a temporary “sixth 
sense’ which operates as does the Special Power “Sixth Sense.” 
Duration: | Combat Round per level. 


Telekinesis: This empowers the caster with the ability to 
manipulate objects remotely through an extension of his own Ki. 
Up to 10 lbs. per level may be manipulated by the caster. The 
CMR of the manipulated items is considered to be a function of 
the caster’s WILL, or one point of CMR per point of WILL. Items 
manipulated to attack a target will strike as does the caster, and 
will do STR Base Damage equivalent to the caster’s WILL 
Attribute score. Duration: | Combat Round per level. 


4TH ORDER 


This grants the caster a temporary AP equal to 
¢ used in conjunction with other forms of 
ing other magickal ones. Duration: | 


ce a state of being within the 
e from true death. Before cast- 
e time at which he will awak- 
that time comes to pass, he 
ything more than most folks 
ombat Round to | hour per 


caster with a “vision” of any 
kt 24 hours. While the vision 
bscured and somewhat “hazy,” 
pening. As always, the future, or 
d, and may possibly come to pass 
y than what is foreseen. Duration: 


10n: This empowers the caster to sense the 
ch have transpired within the AOE. Impressions 
enerally be vague if the history of the locale is not too 
impressive, while strong events, such as war, violent death, and 
the like will leave an almost photographic impression upon the 
locale which the caster will be able to sense with startling clarity. 
While time is not a true factor in this, even some strong impres- 
sions will tend to fade with time. This spell requires one Combat 
Round of concentration upon the locale to sift back through any 
single major event, so multiple castings may be required in some 
circumstances. Duration: | Combat Round per level. 


Shining: This empowers the caster to mentally communicate 
with any other sentient within the AOE. Language is a barrier to 
communication, so it helps if the two can communicate in a com- 
mon tongue. Although normal constructions cannot interfere with 
this spell, the Shining cannot function through mystically protect- 
ed constructions or barriers warded versus mystic communication. 
Duration: | minute per level. 


~<Cavesa 
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Warning, Major: Like its 2nd Order companion, this allows 
the caster to place a silent mystic alarm which will contact him 
should it be violated. This spell, however, will cover the entire 
AOE of a 4th Order spell, and may be placed upon a large area, 
such as a building or stronghold. Duration: Until triggered. 


STH ORDER 


Deep Scan: Like the 2nd Order “Surface Scan,” this empowers 
the caster to read the thoughts of any single sentient. The Deep 
Scan will read even hidden and subconscious thoughts, and can- 
not be blocked by the uninitiated (those who cannot erect a suffi- 
cient mystic barrier to negate this intrusive spell). Language, of 
course, is still somewhat of ¢ a barrier. Although the eninie can pick 


or “images,” or real objects, persons, or things 
be lost if he is not familiar with the targé€t’s native lang 
Duration: | Combat Round for a comflete scan, | Phase 
sentence or two. 


Domination: This empowersAhe caster to overwhelm t 
mal mental defenses of a singl@sentient creature and bend 
to his own. Any single sentiemt targeted must Save vs. WI 
-1 per level of the caster or ymmediately lose all conscious 
tance to the caster’s suggesfions. Failure ensures that the vic 
will willingly do the silent (or vocal, if preferred) mystic bidding 
of the caster, even to the point of violating his Code. The caster 
must be within the AOE of the spell to give his orders to the vic- 
tim, or he may simply mak@ a time-delayed suggestion while in 
his presence and then depart, While under the yoke of this spell, 


mind-influencing magicks. The limitation is that the caster 
pay 2X the normal Power Point cost for each spell cast while 
under the influence of this spell. Duration: | Combat Round per 
level. 


Psychic Assault: Like the 3rd Order spell “Mind Flay,” this 
will reduce a single victim’s WILL Attribute by one point per 
level of the caster. Unlike the 3rd Order spell, however, once the 
victim’s WILL drops below “0,” the Psychic Assault will force- 
fully cause the victim’s brain to explode, showering all within a 
one foot radius per level of the caster with brain matter. (For game 
purposes, the victim’s Hit Points will be considered to be at a neg- 
ative number equal to his CON. It’s only the cerebral cortex that 
fries; the majority of the rest of the brain just suffers trauma and 
oozes down what’s left of the victim’s face.) Save: vs. WILL to 
resist. 


Psychic Shield: This will protect the caster from the effects of 
all Sth Order mystic attack spells and below. Additionally, it will 
render the caster totally immune to all other forms of magickal 
“mind control” and “mental influence” spells of the 7th Order and 
below. Duration: | minute per level. 


6TH ORDER 


Astral Projection: This empowers the caster to project his 
essence, or soul, unto the Astral Plane. While the caster’s physical 
form will remain behind, his soul may freely travel upon the 
Astral Plane, which overlaps the physical plane. While in his 
astral form, the caster will be able to view the real world as if he 
were truly there, but he will not be able to physically interact with 

erial barriers in the real world won’t bother him at all). 
as normal, though these spells will only be able 
be Astral Plane. 


astral form for up to one hour per 
travel freely throughout the Astral 
oggle the earthbound (see the 
fo). The caster may instanta- 
any time. If his physical form 
ill immediately rejoin it, and 
e caster not to be “stunned” 
lure to make this Save will 
ects of a “Devastating Crit” 


e caster to dematerialize, or 
al, non-living object, item, or 
e up to one pound of mass per 
anent. Save: None. 


ers the caster to materialize, or con- 
any simple non-magickal, non-living 
P with which he is familiar. The caster may 
® one pound of mass per level, per casting. 


Mindlink: This empowers the caster to establish and maintain 
a group telepathic link between himself and up to one additional 
sentient per level. Communication may thus be carried out clan- 
destinely, and maintained even in conditions of total silence. 
Those included in the Mindlink cannot have active mental protec- 
tions of Master Spell status, as these protections will foul the 
spell, reducing the communication to garbled static. The 
Mindlink, as efficient as it is, cannot be maintained for those who 
stray beyond its AOE or wander into warded areas (they “fade 
out” from the rest of those linked), or if the caster (who maintains 
the link) becomes unconscious or dies. Telepathically “aware” 
sentients will be able to “hear” the Mindlink if close enough to 
actually “hear” the voices of those who are doing the “talking.” 
(So telepathic “whispering,” while seemingly absurd, may be 
called for at times.) Duration: | minute per level. 


~<a 


Soul Sight: This empowers the caster to view the soul of any 
entity or entities within sight. With it, he may determine the rela- 
tive “level” of the being to within 1-4 places of true; divine its rel- 
ative “Power Pool” (both current and maximum) to within 1-10 
points of true; know completely its specific morals, ethics, fears, 
and hatreds; and, finally, to correctly qualify the presence of any 
magicks acting upon the being’s psyche. One being may be 
scanned per Combat Round. Only those who are protected by 
Master Spells which specifically ward the soul will defy this 
piercing divination. Duration: | Combat Round per level. 


7TH ORDER 


Mandalan Focus: By concentrating upon the mysteries of the 
Eightfold Path and opening his own psyche to the infin 


similar suitable meditation focus, likg’a mandalan rug, or i 
for its duration, during which he mySt concentrate totally u 
question and nothing else. The céncentration of the caste 
he seeks his cosmic guidance agtually causes his hair and ¢€ 
ities to crackle with faint flasfes of psychic energies. At t 
of an uninterrupted period offtime equal to 24 hours - | hot 
level, the caster will receivé the answer to the question pd 
This answer will be only as fomplex as is necessary, yet it wil 
enough for the skilled mystic to act decisively upon. The divining 
effects of this spell will pier¢e all but the most potent mystical and 
magickal defenses, such as|primal defenses or those which cost 
10,000 Power Points, though even those may be touched upon by 
a skilled questioner. 


Mindtouch’s epective range is planetary, but in no way 1s treap 
ble of piercing the planes. Communication is possible as if the 
caster and target were engaging in normal speech, and language is 
no longer a barrier. Curiously, a Mindtouch between those who 
share bloodlines cannot be stopped by even the most potent 
defenses, though such will produce extreme mental “static” and 
ensure such contact is brief, at best. Duration: | minute per level. 


Mystic Summons: This allows the caster to summon forth 
any single item to his hand from within his own “psychic storage 
area.” This storage area corresponds to the caster’s own “Power 
Foci,” or the seven little “chakras” of his mortal soul (or nine of 
his immortal soul). Each one of these seven areas may store any 
one item which the caster can comfortably carry about with one 
hand (like a dagger, a handbow, a blaster, or whatever). Violation 
of this will result in the immediate summons of all items stored 
within the seven areas, and this may cause the caster no small 
amount of embarrassment. 
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The item must be “named” by the caster at the time of the summons 
(when it’s placed within). This “storage” requires a casting of the 
spell for each item placed within. Retrieval of each item requires only 
the thought of the “name” of the item to be retrieved, and this acts as 
does a Zen Quickdraw (with no additional expenditure of power; the 
“storage” took care of that). Handy for those “surprise” conditions, as 
this spell is totally silent. Duration: Until summoned. 


Telekinetic Flight: This empowers the caster to defy gravity 
through sheer force of will. The caster will be able to fly at tremen- 
dous velocities. In this case, he will be able to travel at his WILL 
Attribute X his CMR. Duration: | hour per level. 


8TH ORDER 


is spell enables the caster to subvert the will of 
to the point of violating his most precious, 
ing his Code. The caster must target the 
VILL Save for the subversion to begin. 
Save to resist; however, the victim’s 
points by which the caster made 
m of this potentially unfair Save 
he caster, and that the caster now 
nental puppet. The MindCrime 
ishes his control by casting the 
tim. Unless some more elab- 
ands from the MindCrime 
for him to carry them out (in 
ink” is established by the 
lished if the caster wishes). 


aster to create invisible, totally 
ch Mind Knife is a “solidified” Ki 
any Ki Points the caster can place 
Order). After striking, the Mind Knife 
Meted in the assault. The drawback is that 
fh these psychic stilettos as if he were truly 
fhat is, a CV roll is needed to “hit” the target. 
pther small weapons may be created instead of knives, 
as bolts, arrows, daggers, etc. The caster is, of course, totally 
proficient with the Mind Knives, no matter their form. Multiple cast- 
ings are possible. Duration: Until employed. 


Mystic Fyre: This allows the caster to strike directly at a single 
victim’s own Ki, or Power Point Pool, and attempt to set it mystical- 
ly ablaze. If the victim fails his Save, then each and every Power 
Point remaining in his current Power Point Pool will spontaneously 
combust, consuming him from within at a one Hit Point per Power 
Point ratio. This horrible soul-combustion will affect only the victim. 
Save: vs. WILL at -1 per level of the caster. 
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9TH ORDER 


Mystic Transport: This empowers the caster to transport himself 
to any location on the planet with which he is familiar. Due to the 
extreme potency of this type of transport, only wards or protections 
with more than 1,000 Power Points invested in them (or, alternately, 
that cost 1,000 Power Points) will prohibit this mode of transport. The 
caster may only transport himself, and none other. 


Mystic Reconversion: This allows the caster to “recycle” all 
magickal damage into Ki points, which instantly accrue in his Ki Pool 
(Power Point Pool). The caster may safely transcend his own normal 
total of points, though he must “burn” the excess points before the 
spell expires, or he will then suffer damage at a one Hit Point per Ki 
Point ratio for each and every excess point, with no possible Save. 
Although the caster can still take da soma damage during this spell, 

i eever ans this spell, save 


at world, and spirit 

While within this person- 

al cosmic womb, the caster cannot be harmed, save by Primal 

Magicks. While within, the caster is free to contemplate whatever he 

wishes, and engage in any sort of mental research. The caster’s phys- 

ical form will not age during this time, nor will it suffer from the 

effects of starvation or deprivation. Duration: Until consciously dis- 
pelled. 


10TH ORDER 


No Remorse: This most potent spell supercharges the caster’s 
own magicks, setting up a temporary Pact which denies Saves to all 
victims of lesser WILL than the caster. All magicks cast by the cast- 
er while No Remorse is in effect will enjoy this potent advantage. The 
only possible way to even get a Save while this spell is in effect is to 
have a WILL Attribute equal to or greater than the caster’s. Should 
someone be fortunate enough to match wills with the caster, or even 
better him, that victim will still be forced to endure a stiff -1 to any 
potential Save per level of the caster. This penalty is in addition to any 


applicable Saves already required by the spell! Duration: | minute 
per level. 


NECROMANCY 


This dark art involves the use of curses, maledictions, and dark mag- 
icks which involve the laws of association and contagion. 
Necromancy also entails the summoning of demons and undead, both 
of whose origins lie within the Pit. 


Summoning & Binding Progressions: The table below 
illustrates the standard Necromantic progr€ssion for the summoning 
and binding of both Demons and Undead. The “n/a” means that the 
spe is not a “mortal” spell, and is primal in nature (see “Primal 
Agich more info); 


Demons 
Minor Demo 
demon “©, 


Demon 
Greater Demon™ 
Valkydri 

N’Gothrai 


Demon | Lord 4 
C hthon 


a Ag ry & 
NN eh 
“ly 
Soy : 
x 


a % : 4 
Saves Veg cro: 


cked, tf 
1/Or_flas 


Dr? The more 
’ skulls, bones, a 


dst prefer to wear theifVi 


aan the nini 4 


ulstofes. 


ed and Bound. 


Dark Omen: This grants the caster a “Pit-sent” omen concerning 
any single “yes” or “no” question posed by the caster. Typical “bad” 
omens may involve the sudden appearance of some malignant insect, 
a peal of distant thunder, or something equally dramatic though harm- 
less. Typical “good” omens may involve, to the contrary, the sudden 
appearance of any animal held in disfavor by the caster’s dark patron, 
sudden ill-winds or darkening of the sky, or something equally dra- 
matic though harmless. 


Despoil: By passing his gnarled fingers over any foodstuffs or 
water rations, the caster can putrefy or spoil the goods. Up to one 


~SoS > 


object (like a canteen, cask, plate of food, or pack of rations) per level 
may be spoiled per casting. Goods so treated will remain spoiled until 
purified. Victims who partake of the spoiled goods will become sub- 
ject to the Runs (see “Diseases’’). 


Balt: This bolt of black energy will cause 1st Order dam- 
ig ictim, and may be Boosted as other\ st Order dam- 


- 


Maledietion: Thisapinor curse will reduce all of any gingle vic- 
tim’s rolls By"-1 {of One Miinutesper level of the caster. Fértunately, 
multiple MaledictiOns will -n¢ additional uses. A 
Malediction will immé@fately co ‘aaiist Order Diving Magick 


p: vs. PRE 
; 4 
Preserve: This empowers the caster to Halt the AQ 
upon any single small formerly-living thing. ts 
may be so g ved per casting, witl fe 
Conversely, this spell may be cast to remove anypt 
preservations. The caster may not preserve hi 


“Blessing.” Duration: | minute per leveé 0 ignore. 


Bot Om 


Putrefy: This entirely blasphemous spell empow . 
spoil one dose of Holy Water perJlevebof ability, pé 
an D sany single pile of bones tye 
S La Shi) 
eir former living form, and cavort and caper abe 
behest. While no damage ma aS, te 
amount of mental trauma just wie re A 
ness. Duration: 1 Combat Round perdgyeliiyy 


Cause Disease: By touch, the ca 
to contract any disease or malad 
the disease runs its normal g 
CV roll is required. Save 


4 
, the caster may cause a mele 
ormal, non-magickal insani fe 
victim has a k% anifestation in his “Sanity” Katmic Attfib 
then this miediately trigger, with no possible Save. Thi 
last untilgetired by magickal mear SVerell is fequired. 
Victi eive no bon contraction offan ihsanity, 
as thig ly of a “temper + e, and may be “cyired” by most 
\a@mcans. Duragi¢ cured. Save: vs. Sa uty (Karma) to 
} Save possik Manifestation. 


magi 
& 


is cured magickg 
N to resist. 


Cause Insani 
to contract any # e 


ignorg 
Dez bh De s enables the caster to communicate with all 
formss0f undead and spiritual entities in a voice that only the dead 
may comprehend (and those with the Mindtouch ability, of course). 
This spell only enables communication between the caster and the 
dead, and does not empower the caster to unduly influence them in 
any way. Duration: | minute per level. 


Infernal Armor: This calls forth dark energies from the Pit to 
serve as the caster’s armor, which may be shaped to appear as grue- 


will 
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some as possible. This will confer one point of AP per level of the 
caster, and will serve until the spell ends. Multiple simultaneous cast- 
ings of this spell are not possible. Duration: | minute per level. 


Presence: Through this spell, the caster can temporarily boost his 
own PRE Attribute by one point. Duration: | Combat Round per 
level. 


Summon Minor Demon: This allows the cas 
any “minor” demon (see “Creeping Death” for mo 
whd@they are). The caster must prepare a proper cifieles 

oth@t suitable “gate” through which to summogif ast. 
(or Whatever) must be drawn by the caster. If {here is a “bre 
f the circle, then the demon may freely yrolate it wit ear 
fibution. A complete circle will “co e demog§ andeat least 
et, ong enough for the castergo make his ma 


ands of it. 


0 brm a single 
V4 item,” or the 
bargain that the 
Rene Sg e demon then must 
if ~‘ any points the caster made 
rt ails this, he’ll try his best to do the 
#thOugh he may try to pervert the intention of the 
he demon will he caster for the span 
This Goyers a A e Owing: yY pt. to fetch 
so mission; a ple service duty. Alte os 
me arid one day, returning to the Pit 
J i iON. / or before, if destroyed or banished 


 @ 
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has “se ouard this, “bring 
Rid-si.” It s at this p 


ae O-oh 
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atd Ok pething 


his in, , or if the demon makes his modified 
denon i 4 option of either immediately returning 
ait’ ter, which will cause the 
wy 
a or of immediately 
7 
é en the 


aster ng_small a p 
uta ne “agra roa If the lat ; 
defaon must\actudlly breach the circlg é ol 


Yhile stich was hot possible befo this point (u less the Caste: 
dge on (fis drawing the circle) on now iC the cf 
¥ decfaki g erily ay paltry one Hit P damage per le e cast- 


9 insctibed ‘th ie circle (wit AP, no Save). But tha tht isk 


ons... 


ake h.. ded ing with ¢ 
: | monaSkeleton: The procedure for the summoning of 
weakest ¢ i 


he Undead (and the remainder of his putrid undead 
brethren) ¥ identical to the 2nd Order “Summon Minor Demon” spell 
(a “gate” ig “gate’® though any and all suitably artistic decor might 
be both applicable and wise to employ), except that now the caster 
can attempt to summon any single “Skeleton” (see “Creeping Death” 
for more information). 
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3RD ORDER 


Bind Minor Demon: This spell, cast at the point of the 


“Summon Minor Demon” spell when the caster attempts his PRE 
Sa 


allow the caster to force the Minor Demon to do his bid- 
ing to go through those rolls! The Mmor Demon will 
ist this. It will, however, mark the caster as not to 
ightly by other Pit-folk. 
~~ 
Bind Skeleton 
that it binds any "S#TSIG™ SRGISIOTE io 


Darklight: This allowStbe caster to 
ickal darkness through whichonly crea 
himself, may see. Neither Gloom Sight nd 
enhancing Special Powers will pierce this da 

will easily pierces ay eebanishc y rs 
burned away by light-producing magickS'¥é i , 
greater. This spell is not mobile. Duration: | 


identical to “Bind Minor Demd@p,” 
e caster’s will. 


except 


e forth an Aga of mag- 
Ot the Pitwatid the.caster 
¥ 


Fear Of The Dark One: By dramatic utte 
chosen dark patron, the maddening fear of Darkness 
ble like rats upon a vhorb ¥ = 


n tk rf 

Le ; ¢ eee of PRE of the cag 
“Fear ’ of anything even re otely related to us 
to resist. Save: vs. PRE to defy hae. =f 
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Roy, 
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Paralyze: By touch, the caster may f 
victim will be unable to cast spells o 
total catatonic state for the duration. A 


Rebuke: This is the superio 
Malediction. The Rebuke wa 
Malediction. However, it las 
cally counter the effg 
“Prayer, and all suck 
Save: vs. PRE tog 
¢ 
Summo ser Demon: As per the 2nd Omer “ 
Minor Dg Dell, except that ng baimaticry 
“Lesser Demg eeping Dea 


e same min 
@ deal longer. This 

© 3rd Order Divine 
‘semOrder spells. Duration: Iho 


per the 2nd Order “‘S on Skeleton” 
ne caster can attempt to s on any single 
hing Death” for more information). 


“70 t - 


Sympathy For The Damned: This allows the caster to stir the 
souls of the damned, to sympathize with their eternal plight, and to at- 
tempt to persuade them to his cause. When confronted with undead 
creatures, the caster may attempt to “charm” them, bending them to 
his will. First, the caster rolls a PRE Save, and the target creatures 
must then make a WILL Save modified by the number of points by 
which the caster made his PRE Save. Creatures who fail this Save 


will become “convinced” of the sincerity of the caster, and will will- 
ingly follow his every whim until they are freed from the bondage of 
undeath, or until another caster assumes control of them by means of 
this spell or another form of “undead control” magick. Creatures who 
make this modified Save will become quite angry with the caster, and 
will seek to destroy him unless he is obviously much more powerful 
than they are. The caster may affect up to one creature per leyel with 
this spell. > creature’s Save will be modified by the gg in- 
gle roll So if he’s trying this on 10 creatures and he m@kegim ay 
by fivg points, then all 10 of them will roll their WILE sata 
Thisfnly works against “undead” (see “Creeping ee 


4TH ORDER®™ 
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WS is identical to “Bing Demon,” except 
ole “Zombie” te Sisters will. 


is grants the caster the ability of 
e means of flight is provided by actual phys- 
which will spro e caster’s back (and 


e-eaSter s possessions will be ruined 
of t cp gs. Duration: 10 minutes per level. 


sc “4 s an AP of three points per level of the 
f Dell. Not so strangely, the caster’s own 
mis) transforms into a tough, 
nll Pit. The caster may, if 
i Pams e with this new weaponry VS, Fane at a +1 
ultipke simuftaneous castings of thagor es ler “armor 
5 are/not\possi able. Duration: | UN i 
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k O Flesh - : This allow$ the @aster, who may eady 
egun to rog to disguise himse 4 pass himself off as ant@iher Bhis 
Ryd es the means foge# near-flawless impersonatié 
nit fhevoice, nmiannerisngs, and general aura of the victim. 
nly Magi i: agicks will reveal it for what it truly is (and ho 
g it frilly is). Unfortunately, this spell requires the actual face 6 

thejfarge ' the impé€rsonation, and as such requires the target to part 
with it. necesSary focus may be used time and time again. 
Dufation?1 hour per level, then face falls off. 


Nightmare: This empowers the caster to send a horrible nightmare 
to any single victim, provided the caster knows his name, and pro- 
vided that both victim and caster are on the same plane. The night- 
mare will cause the victim excruciating mental torment, and will trig- 
ger the victim’s most potent “Fear” or “Hatred” Karmic 
Manifestation, if any. This will cause the victim to “sleepwalk” while 
he lives out his fear or attacks his most hated foes, much to the detri- 
ment of those sharing his quarters or campfire. Victims with the 
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Karmic Manifestation “Nightmares” get no Save. Those who have 
7th Order or higher protections versus mental intrusions or influences 
(such as the Special Power “Mind Mastery”) will not be bothered by 
this spell. Save: vs. INT to know the nightmare for what it is, and thus 
remain unharmed; no Save if Karmic Manifestation. 


P ¥ re: This empowers the caster to deliver a 1st Order 
a single victim, and then have the dafyage done to 
] to himself as healing. This transfer¥s automat- 

rt Point to one Hit Point basis. Damagg is per the 
Ist Orde veg Belt.” The caster may not supersede his own 


: A 
full total of Hit Pou? , & 
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Serpent’s Tongue: Thig allows the S most ouffa@geous lies 
to be spoken and delivered Wath total con ng at least te tho.weak 
of will. All those within the AOE who fail aye®, LD ll 
automatically believe the store of the caster a 


flicts with thejp.od@e: : VS. WILE 


a) y 2 
rf a 
Summon Demon: Like the 2nd Order “S mon } 
spell, except now the caster can attempt to Sag 
demons (see “Creeping Death” for more informatigie 
are). + 


Cad 


A ats ¥ i BS AS pe ie | 
, except that now the caster Car @gempts 
<<“ ce 
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O DE 
any single “Skeletal Warriof«(gge<“ 
mation). 


Bind Demon: Like the 2nd Order* 
except that now the caster can play ¢ 


Bind Skeletal Warrig 


Demon,” except that i 
caster’s will. * 


§ is identical to 
single “Skeletal 


Curse: The b 


er 


this spell leyg mful -4 to all of the rolls of any si ic vioti iy fais / 
geted by . This spell will counter, the lesser “Bles sing y type 
spells, i 6 “Supplication. N@am =castings agé possible 
upon 4 Bele victim. Duration per level. Savg? vs.;PRE to 


ignoy ay 
Dea 


» 


ange Ts hempowers the caster to delivet a death-deal- 
ing wel 10 au € victim. The caster must delivér a successful 
roll to S Wietiin. Once hit, the victim must Save vs. CON or die 
on the © victim who fails will be reduced to a negative Hit 
Point number equal to his CON. Once the Death’s Hand makes con- 
tact with its victim, it will fade away, regardless of whether the Save 
was made or not. Duration: 1 Combat Round per level, or until vic- 
tim is hit. Save: vs. CON to ignore. 
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Fear’s Dark Friend: This empowers the caster to trigger any 
and all “Fear” Karmic Manifestations of those within the AOE—with 
no Save. Duration: | Combat Round per level. 


Hatred Is Purity: This empowers the caster to trigger any and all 
“Hatred” Karma Manifestations of those within the ADE with no 
Save. Duration: | Combat Round per level. 


we OFt 


Hellffre: This empowers the caster to call forth afy 
flamgs of the Pit, and cause them to consume hig foes with se ; 
blag, screaming, cold fire. Hellfire is the only kipldeg? fire” thate 
act@ally burn and damage creatures that are i 5 fire. Damas 
andA OE are as per 5th Order magicks. Save§ Bk : 


© a per- 
vill cause 
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ais Save, howev- 
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€ victim’s taking one 
caster, with no possible Save. 
ose cowardly Divine Magick practi- 
Prove their patrons’ names each and every time 
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d De pany single victim withi 
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: Like the 2nd Order “Summon 
LOW s the caster to attempt to summon any 
Si(See “Creeping Death” for more informa- 
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6TH ORDER = 
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wae is is identical tg Minor De on.) cep 
re ‘Ghoul” to th eagter’s will. “ 
3 pater Demo ike the 3rd Order “Bind“W 


Jetho aN sl, except the rewards are much higher—as are the takes. 
or a ) vith helifire. 


Black Rai: Thi§ terrible spell causes a foul, chunky black rain to 
fallupon the AOE. This putrid blight will totally destroy any and all 
“normal” plant life, and cause any and all “normal” animals within its 
AOE to t®ansform into rabid, demented, gibbering parodies of their 
former selves. Once the rain has passed (it lasts but a brief time; one 
minute per level), the once-fertile ground will be nothing more than 
lifeless, barren slag. And, sadly enough, the former denizens (the 
now-foaming and rabid animals) will stalk the blight, seeking to 
inflict rabies and harm upon all living things which pass. 


Dark Retribution: This curses any single victim with a horrible 
-10 to all of his rolls. The victim does not need to be touched. This 
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will counter any of the “Bless” type spells of 7th Order and lower. 
Duration: | hour per level. Save: vs. PRE to ignore. 


Demon Doll: This empowers the caster to inflict bodily harm 
upon a a victim through use of a “doll,” a sharp object, and some 
efi wed. The Demon Doll must be created at midnight, and 
»similar to the victim’s form to be effective (a suc- 
s required). The caster then must “name” the doll 
i : ttim’s name. After that, the caster may poke the 
doll Pifis,andeneedies, and the victim will “feel” the damage. 
This wilf he yictum, one Hit Point of damage pér Combat 
Round, unless he s,a suiceessfl Save vs. CON. The ghaximum 
possible duration is On€ bat level of the @aster. The 
distance to the victim is M@b important, tough both castgf ghd victim 
must be on the same plan@,of reality. effects 
through any Master Magick protections. * % 
enough to have a “piece” of the victim (like 
nail, or some blood) .dareltis@le ever, 
Save to resist the damage, and there will be 
ment! 
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Healing occurs at a rate of one day p 
will return by the end of this time. D 
will be subject to any and all horrid 
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Reanimator: This horrid 
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one level of creature or p¢ 
a powerful caster to i 
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Su nO! y Night Stalker? As per the 2nd Or@er “Smmon 
Skelg spell, exé at now the caster can attempt to summon 


any nel “Night Stalker” (see “Creeping Death” for/more informa- 


tion 
+> 


alkydri: Like the 2nd Order “Summon Minor 
Demon” spell, this allows the caster to attempt to summon any one of 
the elite demons, the Valkydri (see “Creeping Death” for more infor- 
mation). 


Summe 


7TH ORDER 


Bind Night Stalker: This is identical to “Bind Minor Demon,” 
except that it binds any single “Night Stalker” to the caster’s will. 


Bind ii Like the 3rd Order “Bind Minor Den 3 spell, 


except guys play hardball. é 
tributig 
his rol nd 
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Dark Vengeance: Like its 6th Order fellow, “D 
this€urses any single victim with a horrible -10 toll ¢ 
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N’Gothrai: Like the 2nd Order “Summon Miné 
1, this allows the caster to attempt to summon any one of 
othraf (see “Creeping Death” for more information). 


Summopn Soul Eater: As per the 2nd Order “Summon 
Skeleton” spell, except that now the caster can attempt to summon 
any single “Soul Eater” (see “Creeping Death” for more informa- 
tion). 
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8TH ORDER 


Bind N’Gothrai: Like the 3rd Order “Bind Minor Demon” spell, 
only much more aggressive for a mortal. 


vater: This is identical to “Bind Minor Demon,” 
inds any single power-eating “Soul Eater’ , to the cast- 
Dark ‘orn 1 m mn 
his own dark patron; 
must answer (truthfu 
treme, as the caster must b@ prepared to make 
his dark patron’s efforts. The typical rate $ D0 Pos 
level of the caster. The Power Points must‘¢éme, fre 


course, and not from the caster—Power Batteft 5 
fine. meet 


allows the caster to speak directly with 


‘to thé"best of if 


Into The Pit: This will consign any sing e vi 
forevermore (or at least until it manages to free wiset 
the creature is not essential. Only the unholy rag e of 
caster’s downward-pointing fined and a failed Sa} 
the victim are requi lucky eno 


Kill It! This most baneful*spelt-calls intod 
giant-sized blackish-green fist of cola 
and mangles all victims within the AO 
once per casting, it will cause all tho 


die. Due to the hit-or-miss nature of t 
Saves will take no damage. No CV ro 


Soulstone: This spell empowers 
gem to imprison the soul of any single Vi . The g 

pared with the creature’s “n; " ~% iid must be value d 
e in order to prod 


per level or Kill Factor o yperly_ 
creature’s soul. The “ ¢paration requires one hour of encha 
ment per level or Of the creature. Once co aplete e, 


er must confron Sature, “name” it, and the creature ~ 


a Power Save df OLE 
its “truena § avoked by he caster, or if it actually ¥ 
handling the Sou 


take of Pig I 


in the créattwe’s immediate phys 

in the ge 

Onc reature is iff ac =d, the caster may force the imprisoned 
creature fo surrender the Se of any one of the followin g for his own 
persOnal use: 2 of the creature’s attributes; any one of the crea- 
ture’s inna abilities, such as its natural AP, natural weaponry, or 
Special Powéts: or up to 1,000 points of the creature’s Power Pool. 
One and only one may be chosen. Once chosen, the power is “set,” 
and may not be tampered with. 


So long as the Soulstone is upon the caster’s person, he may draw 
upon its power as if he were the creature itself. Destroying the 
Soulstone will result in the creature’s immediate release. 
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Summon Corpse Light: As per the 2nd Order “Summon 
Skeleton” spell, except that now the caster can attempt to summon 
any single “Corpse Light” (see “Creeping Death” for more informa- 
tion). 


Summon Nexar: Like the 2nd Order “Summon Minor Demon” 
spell, this allows the caster to attempt to summon any @f@%of the 
Nexar (sge“*Creeping Death” for more information). 


9TH ORDER 


Bi c Corpse Light: This is identical to #Bin@ Minor B ee 
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nd each must be within a specially prepared area worth 
ars per level of the caster in order for the Pact to function. 
eferably a dark temple or sanctum, must be consecrated 
to the caster’s patron. The charges may never leave the area, or the 
Pact will be unbound. The actual Pact will require one day per charge 
to seal, and each day of the enchantment must be uninterrupted, or it 
will fail. Once the final charge has expired, the Pact of Pain will be 
broken, and the caster will once more take damage as normal. 


Soulsnuff: This empowers the desperate caster to enter into an all- 
out, soul-destroying contest of power with any single victim. Once 
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within range, the caster opens up a magickal conduit between his own 
soul and the soul of the victim. This requires a successful Save vs. 
Power by the caster. (The victim must be protected by primal protec- 
tions to resist this.) Once the conduit is open, the caster instantly 
attempts to match his own Power Pool with the victim’s, seeking to 
burn out and snuff each and every Power Point in the victim’s current 
Power Point Pool with his own points. This is done on a 1:1 basis. If 
the caster has enough Power Points in his Power Point Pool to best 
the victim, even by one point, the victim’s soul is blasted into scream- 
ing nothingness, and the caster now can do what he wishes with the 
victim’s soulless physical form. If the caster loses this contest, then 
his own soul is forfeit. Power Points burned in this attempt (for both 
victim and caster) aré.gone for the time being, and must be regained 
naturally. If he desires, the caster can employ“Power Batteries” to get 
that “winning edge.” Batteries burnt outAn this way, however, will be 
totally destroyed. 
4 ® 
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ce the Truename if obtained, the fastef*has the option either to 
hoard it and employ it*for any number of sells (like “Soulstone”), or 
demand (either presently or at any future tfme) any one service/deed 
from its owner in return for its Truename. The latter option cannot 
possibly be refused by the victim, and the satisfaction of it may 
involve the breaking of Codes, morals, or ethics held precious by its 
owner (he absolutely must do the bidding of the possessor of his 
Truename). Upon completion of his tasking, the victim’s Truename 
will automatically be torn from the caster’s brain and returned to its 
rightful owner. 


10TH ORDER 


Bind Death Knight: This is identical to “Bind Minor Demon,” 
except that it binds any single mortal-snuffing “Death Knight.” 


Bind Nebular: Like the 3rd Order “Bind Minor Demon” spell, 
except that this allows the caster to bind a Nebular. 


Summon Demon Lord: Like the 2nd Order “Summon Minor 
Demon” spell, except that this allows the caster to attempt to summon 
forth one of the most elite, most dangerous of the Pit, the Demon 
Lord (see “Creeping Death” for more information). 


Summon Fell Dragon: As per the 2nd Order “Summon 
Skeleton” spell, except that now the caster can attempt to summon 
any single, Terran aircraft carrier-sized “Fell Dragon” (see “Creeping 
Death” for more information). 


Sorcery is the scientifig~ applications lonpftat—magic 
Technomagickal natty Roroery PB apie bichiylG 
leaves little room for ex#@mporanegds we 


G te en 
ST Se ro) we 54, Nise 
Saves Vs. Sorcery: Phere iS aPowsgs. ; 
spells for half da Bs, ae paggified for the Prisind 


>. ‘hwy hia, 
od Serra tos the heavier 
armor is of 4 EE . 


& 4. 
“ea, oe eh 


pes, unless the 


i, 


ws Sid and the rest/of the spellcasting 


Gloom Sight: ants the caster the “Gloom Sight” Special 
Power. Duration: 10 minutes per level. 


Infravision: This grants the caster the “Infravision” Special 
Power. Duration: 10 minutes per level. 


Magickal Analysis: This spell empowers the caster with the abil- 
ity to detect and analyze the radiations associated with magick. The 
caster may inspect one object or item per Combat Round, and may 
determine whether or not the object radiates magick (if it’s enchant- 
ed or not), the relative strength of the enchantment (“low,” “moder- 


” 


ate,” or “high”), and the general bent of the magicks involved 
(“good,” “evil,” or “neutral”). Duration: 1 Combat Round. Range: 
1 hex. 


Note: This duplicates the Magick Sense Special Power, yet the 
Sorcerer must include it in his realm, as it is the “lower” version of 
the more hefty Advanced Magickal Analysis. 


= Oa 


Plasma Bolt: The basic offensive spell of Sorcery, this allows the 
caster to strike any single victim with a sliver of superheated mag- 
ickal plasma. Damage and AOE are as per Ist Order, and this may be 
Boosted. 


Plasma Globe: This allows the caster to produce a small globe of 
bluish magickal light, which will produce the approximate light of a 
small lantern. The globe is cool, and may be held or placed within a 
suitable container. Duration: | hour. 


Plasma Shield: This will produce a shimmering shield of cool 
plasma which will ward the caster from damage. The defense is equal 
to the offensive capabilities of the Plasma Bolt; i.e., the caster may 
opt to place from one point of AP up to his Power Attribute into the 
shield. The shield will absorb damage on a 1:1 basis, and will last 
until brought down, or until consciously dispelled. The caster may 
attack normally both physically and magickally through it. As with 
most magickal shield-type spells, the Plasma Shield is ablativei# 
effect; i.e., if you put 25 points into it, when it is hit for, say, }@ 
of damage, then the shield will have 25 - 10 = 15 point: 
Please note that the Plasma Shield will reduce only magi 
attacks (ones which cause damage), not physical attag 
Until brought down, or until consciously dispelled. 


Ultravision: This grants the caster the “Ultra 
Power. Duration: 10 minutes per level. 


Weak Gravitic Influence: This allows the caster to fr>en 
duce, the force of gravity upon himself. The caster/may%. afely, “fall” 
from 10 feet per Power Point spent. (It'll take 10 Power Points fo 
safely fall from 100 feet, etc.) His descent will gra 
comes to the point of impact, until he has achieve¢ 
fall” velocity, which hopefully will allow him #6 
upon the ground as if nothing dramatic had ha 
is per “fall.” 
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Geomagnetic Analysis: This allows the caster fO-ane 
unique magnetic signatures left behind in a particular area by passing 
creatures. The caster may divine how many creatures have passed 
through the area recently, their direction, speed, and relative personal 
power (“‘weak,” “average,” “strong,” based on power in their Power 
Point Pool). The caster can accurately divine tracks left within one 
hour per level. This will not work in areas of powerful magnetic 
fields. Duration: 1 minute of visual inspection. 


Microvision: This grants the caster the ability to inspect things 
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level. Unfortunately, while he uses this ability, he is “blind” so far as 
the rest of the world is concerned. It may be dispelled at any time, 
however. Duration: | minute per level. 


Sounding: This allows the caster to prospect the ground to deter- 
mine its mineral content. Information revealed will be similar to that 
revealed by the “Son of the Mountain” skill. Save: vs. INT for suc- 
cess. 


Telescopic Vision: This grants the caster the ability to inspect dis- 
tant objects with startling clarity. The caster’s “mag-factor” is 1X per 
level. Side-effects are as per “Microvision,” however. Duration: 1 
minute per level. 


3RD ORDER 


— Flight: This empowers the caster to fly at 3X his CMR. 
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+ Hardeobre Rad-Burst: This burst of “dirty” radiation causes 4th 


Ordér damage to all within its AOE. It leaves a nasty, purplish-black 
glow in its wake that lasts for one day per level of the caster, and kills 
all “normal” insect, plant, and animal life within its AOE during that 
time. 


Mass Rad Shield: Like the 3rd Order spell (10 Hit Points per 
level, etc.), except this allows the caster to protect all within its up-to- 
4th Order AOE from “dirty” radiations. Duration: 10 minutes per 
level. 


Organic Analysis: This allows the caster to make an instanta- 
neous, “on the fly” analysis of any single living creature by simple 
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visual inspection. This analysis will reveal the creature’s attributes, 
current Hit Points, and current Power Points. It will not reveal any 
Special Powers or innate abilities. This will not pierce Master Magick 
protections, nor will it analyze inorganic constructs, undead, or extra- 
planar creatures. This spell takes but one Action Phase to cast. 
Duration: | Phase. 


STH ORDER 


Advanced Antigrav: Like its 2nd Order fellow, except that this 
will affect up to 1000 pounds of non-living mass per level, allow it to 
float at up to 1 CMR per level of the caster, and up to a height of 10 
feet per level of the caster. Duration: 10 minutes per level. 


Advanced Magickal Analysis: This allows the caster to ana- 
lyze magickal items and spells by simple visual inspection. This spell 
will reveal the powers, abilities, construction techniques, charges 


higher status. It will also analyze and evaluate the complete 4 a 
( 


“write-up ’’ of the spell). While the spell analysis req res iy a ee as 
Action Phase of visual apecnen to perform, t analysis 
requires one full minute per “power” analyzed. This is a 


work their way down to the least powerful. This 
multiple times upon a single item. Duration: | mi 
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Plasma Blast: This is the superior version of he 3g, Ord spell, 
“Plasma Burst.” Even more AOE, more damage, and~m mofe-super- 
heated plasma. 


6TH ORDER 


Advanced Biomagickal Baffle:_This SFG gs, ade be-4th 


Order version, but it protects the caster again 
and divinatory effects. Duration: | hour per level.” 


Advanced Organic Analysis: Like its 4th Order fellow, this 
allows instantaneous analysis of any single living creature. This will, 
however, reveal any Special Powers or innate abilities possessed by 
the creature. It will pierce all non-primal protections. Duration: | 
Phase. 


Miniaturization: This causes a single victim to shrink to a size of 
one inch per foot of its regular, normal height. A six foot tall victim 
would shrink down to six inches in height. The mass of the victim 
will also follow this progression, becoming quite negligible in real 
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terms. While this won’t interfere with most of the victim’s attributes, 
it will effectively reduce his STR to | for the duration. All of the items 
upon the victim’s person will phase-invert, too, becoming as tiny as 
he is. Duration: | hour per level. Save: vs. Power to resist. 


Transport Tracer: This allows the caster to trace and “lock on” 
to the destination point of any “transport” or “teleport” type magick 
cast within his AOE. Thus, the caster may attempt to follow the trans- 
port with a suitable transport of his own, without the burden of actu- 
ally being “familiar” with the destination himself. The caster must 
cast this spell within one Combat Round of the transport to lock onto 
it. 


7TH ORDER 


Plasma Storm: Like its brethren, the Plasma Storm causes super- 
heated plasma damage to all within its massive AOE. An interesting 
ct of this spell, however, is that it produces an “EMP,” or 
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Red: This frequency produces intense low-frequency radiation. 


ake a Power Save or be disrupted (brought down to its 
Even with a successful Save, the victim will still take 100 
of radiation damage. 
Orange: his frequency produces physical paralysis. Without a 
< the victiny will be permanently paralyzed. Success 
ans the victim loses % of his SPD for one day/level of the caster. 

ell6w: This frequency produces mental disruption. Without a Power 
ave, the victim will permanently suffer from total catatonia. Success 


Victim mu 


\ indicates that the victim loses 4% INT for one day/level of the caster. 


feen:, This frequency produces auric disintegration. Without a 
e victim will permanently lose all Power Points. 
., Success indjéates that the victim loses % his Power Points for one 


“~ ~ day/leve Of the caster. 
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is frequency produces psychic disruption. Without a Power 
Save, the victim’s brain and nervous system will explosively disrupt, 

killing the victim. Success indicates that the victim loses % his WILL 

for one day/level of the caster. 

Indigo: This frequency produces a virulent bio-poison. Without a 

Power Save, the victim will instantly die from total cellular disrup- 

tion. Success indicates that the victim takes 100 points of damage 

from the bio-poison. 

Violet: This frequency produces intense high-frequency radiation. 

Without a Power Save, the victim is disrupted. Success indicates that 

the victim takes 100 points of damage. 

Ultraviolet: This frequency produces a sliver of the Void itself. 

Without a Power Save, the victim is totally eradicated, with no resur- 


rection possible. Success indicates that the victim takes 100 points of 
damage. 


Teleportal: This allows the caster to set up a temporary portal 
through which he can transport from one location to another. This 
effect may be a small “trapdoor in the air” or even a “floating door- 
way. The Teleportal will last for one Combat Round per level of the 
caster, or until he consciously dispels it. Others may use the 
Teleportal. Though the Teleportal can be no larger or wider than the 
caster himself, it is possible to “squeeze” larger objects (or persons) 
through it, just as if through a real doorway. The caster must be famil- 
iar with the destination of the Teleportal in order to open it at that 
location. Duration: | Combat Round per level. 


X-Space: This allows the caster to create a temporary “extradi- 
mensional space” that will transform any suitable bag, box, chest, 
pouch, or backpack (or whatever else can be “‘closed”’) into a verita- 
ble warehouse. The caster may create a 10 cubic foot per leve 
extradimensional space. 


Contrary to popular belief, the contents of the X-Spaée can 

sharp and as pointy as they wish to be. It won’t matter t6 the xa 
whose boundaries are no longer the simple “fabric” or “‘materi 
the container itself. However, while the inside is impossible to rend 


or tear except by magickal or “artifact” level means, the outside‘efithe_ 


container still retains its same qualities as before, and shoy}d it come 


to be ripped or torn, then the contents of the X-Space Was imrfedee. 
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Duration: | hour per level. 
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Kinetic Conversion: Converts all incoming energies (all physi- 
cal attacks, all magickal, and all technological) into Power Points that 
can be used by the caster. For each point of damage caused to the 
caster (before AP is subtracted), the caster will absorb one Power 
Point. The caster can absorb up to 1X his full normal Power Point 
Pool, but he must begin releasing that power which is over his nor- 
mal potential power immediately. Thus, someone with a Power Point 
Pool of 10,000 could absorb up to 10,000 points (which could theo- 
retically give him a total of 20,000), but once his own Power Pool 
reached 10,001, he’d have to start burning power. The caster may 
contain any excess energies for only one Combat Round per point of 
WILL before this excess power consumes him from within (and caus- 
es him to blow up both himself and everything within a one foot 
radius per point of Power exploding). The caster does not actually 
take any damage during the kinetic conversion, at least not until the 
damage supersedes the absorption capacity of the spell. Duration: 10 
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Evolution: This will curé“the effects of a ; 
trigger in a single victim one Mutation (to bé& determin 


“Mutatations” section, using Campaign Builder#2,.whtchymandates * 


an expenditure of Fate Points to get the good mutations!). Triggering 
by this spell does not involve any damage. Only thosé-whoe-e 
“Mutants” may benefit from the triggering effects of this spell. 
Duration: Until “Devolved,” or until cured. Save: vs. Power to 
ignore. 


Prismatic Burst: This enables the caster to combine any three of 
the 7th Order Prismatic Bursts, and cast them all at once. Any single 
victim may be targeted. 
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ter Ardgrav: This allows the caster to antigrav up to one 
cubic mi material per level. The caster could elect to gently lev- 
s at about 100 CMR or so, or he could elect to hurl it out 
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\Prismatic Armor: Like the “Prismatic Sword,” this summons 
forth a full-body suit of prismatic armor which will inflict full 9-band 


prismatic effeéts upon any who dare strike it. The armor may be of 
afyy style désired by the caster. The caster is immune to the effects of 
his armor, as it is “polarized” towards his own soul. While he wears 
the~armor, the caster will be totally immune to the effects of other 
“prismatic” magicks. He will also be able to freely cast magicks; 
there are no “side-effects” with this mighty spell which will pulse the 
caster’s own magicks. Duration: 10 minutes per level. 


Prismatic Storm: This dread spell, originally attributed to the 
grim Archimage and Shadar Lord Nathrak himself, summons forth an 
overwhelming storm of prismatic death that rains down random 
Prismatic Bolts upon any and all who dare tread its hateful path. In 
Phase 10 of each and every Combat Round that the Prismatic Storm 
endures, the Creator must roll a d10 to determine the color that will 
strike any and all victims within the storm’s AOE. A roll of 1 - 9 will 
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result in the appropriate color striking the victim, while a 10 will 
result in the victim being struck by a full Prismatic Blast. Duration: 
1 Combat Round per level. Save: As per the Prismatic Bolt. 


Prismatic Sword: This potent spell allows the caster to summon 
forth a sword that radiates all nine prismatic colors, and each victim 
struck by it is struck as if by a full Prismatic Blast. The sword may be 
of any type chosen by the caster. Each time the blade strikes, it will 
cause damage to the victim as per the full array of prismatics. The 
caster is immune to the effects of his own blade, as it is “polarized” 
towards his own soul, and none other’s. Again, there are no “side- 
effects” for the caster, and he is considered to be totally proficient 
with the blade. Duration: 10 minutes per level. 


SPELLSINGING 


This unusual realm of magick has the unique privilege of being both 
mystical and magickal in origin at the same time. The power is channeled 
from within the spellcaster, harnessed from the ambient flow of power 
from the surrounding vicinity, and transformed into true magick by the 
medium of sound. Spellsinging is in a sense a “bastardization” of both 
magick and mysticism, and as a result is often regarded with distaste 
“purists” of the other realms. 


Unless specifically noted otherwise, any Spellsingingss@@h ma a As 
through any musical instrument (voice, guitar, et¢ AS maf De acéorrk 
plished through any musical method (voi¢ ; Se 

that the Spellsinger favors), though ttf ix i 
ular instrument at his disposal in orde 
Spellsinger cannot use his guitar to cast4 


While this may seem to be making moun 


used if the Spellsinger employs them in the casting of his Spellsongs.) 


Saves Vs. Spellsinging: Many are Saves vs. PRE. There is a 
Power Save vs. all “damage” spells for half damage. Armor Protection 
will be allowed for most damage-type effects, unless specifically stated 
otherwise. 


Armor? Spellsingers can wear any armor, provided they can still wield 
their chosen musical instrument. 


Good Stuff: The Single Sonic Sound. Spellsinging has the best “Party 
On!" magick known. Many things have low PREs. 


Bad Stuff: Need chosen musical instrument to cast spells. 
1ST ORDER 


Chant: The ego-boosting Chant will grant the Spellsinger, or any sin- 
gle target he so designates, and additional “plus 1” to his next CV, Save, 
or Skill Roll. Alternately, the Chant may be used to taunt any single vic- 


tim such that he is at a “minus 1” to his next applicable die roll. Save: vs. 


PRE to ignore. 


Charm: By means of a simple wink, nod, or smile, this spell causes 
any single sentient target to become favorably inclined toward the 
Spellsinger, just as if he were an old trusted friend. Any blatant verbal or 
physical gaffe on the part of the spellcaster that “blows his cover” with 
his newfound “old buddy” will instantly ruin the Charm. Duration: | 
hour. Save: vs. PRE to ignore. 


Fool’s Noise: The Fool’s Noise causes any single non-living item to 
emit a “triggered” noise or any single word when touched. This noise or 
word must be “placed” by the Spellsinger, and must be something that he 
himself can reproduce. It may, however, be as loud and as obnoxious as 
the Spellsinger likes. DurationyUntil triggered. 


Open: This mand : 
zipper, smear. 
any magickally 460 “li It will, however, trigger any hidden 


ects unless they are deactivated beforehand. 


spoken. This does not grant any means of nonverbal, or written, commu- 
nication. Duration: | hour. 


Star Eyes: This simple dweomer will cause the Spellsinger’s eyes to 
emit tiny, flitting blue sparks. Not exactly handy for true combat, but it is 
enough to impress the superstitious and the uninitiated with a Presence 
Attack at +1 per level of the caster. Duration: | Phase. 


Suggestion: This single-word spell is quite handy for getting the 
Spellsinger’s point across in a very quick fashion. By simply bidding a 


Phis-action will occupy only the victim’s next Action 
ihe victim to “Die!” will cause him no small 
Shc fails his Save, but it won’t kill him.) 
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Point per point of the caster’s Power Attribute. Damage accrues ablative- 
ly. This may be Boosted. 
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2ND ORDER 


Altered State: This spell will heal the Spellsinger of minor wounds, 
cuts, and abrasions—but it’Il leave him in a semi-dazzled, semi-halluci- 
nating state of mind for a brief time as it “‘re-writes” his mind to accept 
this new healing. The Altered State will heal the Spellsinger (and only the 
Spellsinger!) of one Hit Point of damage per level, and the Altered State 
itself will last for one Combat Round per Hit Point cured. During the 
Altered State, the Spellsinger is at a -1 to all die rolls due to his wander- 
ing mind. 


Shatter: The Shatter spell will cause any single non-living “breakable” 
object (such as glass, pottery, etc.) to explosively vibrate itself to bits. This 
will not affect magickal or enchanted items, though it will affect an 
Alchemist’s Vial. 


Song Of Levitation: This empowers the Spellsinger with the abili- 
ty to defy gravity and float above the ground. The caster cannot move 
faster than one hex per Action Phase. He can, however, move either 
up/down or forward/backward. Duration: | minute/level. 


Speechgift I: As Speechgift, except this grants the caster all nonver- 
bal, or written, communication as well. Duration: | hour. 


Spellbind: This may be used to “freeze” any single victim in place, 
rendering him totally helpless and unable to function. Duration: Until 
broken. Save: vs. PRE to ignore; the victim gets an additional Save on 
each and every one of his subsequent Action Phases in order to break the 
effects and return to normal. 


Superior Tonic Bolt: This is the improved version of the Tonic Bolt. 


3RD ORDER 


non-combat purposes. It will also automatically trigg¢ 
“Greed” Karmic Manifestations, with no possible Sax ch , 
satisfied. Save: vs. PRE to ignore. 


song can be cast se@Surre 
the Spellsinger’s motivg 


Duration: | Combat e: vs. PRE to ignore. 


ment and forestalls the debilitating effects of any “Dependence” or 
“Addiction” by simulating a placebo effect. This will work upon any sin- 
gle target, provided that there is no conscious resistance. Any such resis- 
tance will automatically counter it. Duration: | day. 
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Share Speechgift: As Speechgift II, except that the caster can now 
designate one willing character as the recipient. Duration: 1 hour. 


Tonic Burst: This is the big brother of the Ist Order spell, Tonic Bolt. 


The PC decides the general colors of the Burst and the general type of 
“noise” thatitJea 


ching thirty-second note power-chord 
Sige victim to severely sprain his neck, suf- 
fine from the effects o 
ickal means, or by means 
to ignore. 


purposes, but it will 


Hestations for all who hear it 
sung within the AOE. A successful Karma Save will interrupt the mag- 
ick. However, if this is targeted at only a single victim, the victim must 
make a Karma Save at -1 per point of the caster’s PRE to resist giving in. 


Duration: Can do nothing else until satisfied. Save: vs. Karma to ignore. 


Black Flag: A crude yet effective spellsong, this “marks” the soul of 
any single victim with an indelible signature of cowardice, treachery, and 
deceit that all who can view souls will see. Duration: Permanent, or until 
removed by Master Magicks. Save: vs. PRE -1 per point of caster’s PRE 
to ignore. 


out: This empowers the caster with the ability to issue forth 
screaming, banshee-like wail that will shatter every breakable 
in its AOE, and totally deafen all who fail a Save vs. CON for 

minute per level of the caster. Only magickal items will get a Save to 
sist the shattering effects of this spell. That Save is considered to be a 
‘1” or higher on a d20, at -1 per level of the caster. 


Superior Tonic Burst: This does more damage, is much louder, and 
has even more base AOE than the Tonic Burst. 


Surgical Strike: This spellsong temporarily boosts the caster’s CVs 
by +1 per level for the duration. Duration: 1 Combat Round per level. 


STH ORDER 


Cacophony: This loud spell will cause up to one target per level of the 
Spellsinger to Save vs. PRE, or instantly flee the scene at best possible 
speed. Those who fail this Save will not even think about returning to the 
scene until a minimum of one Combat Round per level of the Spellsinger 
has passed. Those with a Karmic Manifestation of Fear get no Save! 
Save: vs. PRE to ignore. 


Down Deep Into The Pain: This empowers the caster to set up a 
field of harmonic flux which causes any damage caused to him to be 
instantly rebounded upon the one who caused it. This only works against 
direct physical attacks. The caster will still take damage, but so will the 
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one who dared to share his pain. Duration: 1 Combat Round per level. 
Save: None. 


Song Of Secrecy: This spellsong creates a highly efficient sphere of 
Spellsinging “white noise” which will effectively block or ward any scry- 
ing intrusions of the 7th Order and below. It is, however, fairly quiet both 
within and without the sphere. Duration: 1 minute per level. 


The Whisis he¥s-Fhis spellsong allows the caster to issue a nigh-irre- 
sistible sugg : SN : "4 victim. The victim must be able to com- 
prehend the cast t d should he fail his Save he will carry out 
the instructions to the sie ¢mshould it mean violating his Code. The 


victim cannot be made tok 
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I Am Iron Man: This spellsong temporarily transforms the caster 
into a naturally armored hellraiser, raising his natural AP by +1 per level. 
The caster’s flesh becomes as living steel, and his voice becomes an omi- 
nous, machine-like growl. Duration: | minute/level. 


Song Of Flight: This spell enables the caster to fly through the air 
with the greatest of ease. Movement is at 3X the caster’s normal Move- 
ment Rate. Duration: | minute/level. 


Superior Tonic Blast: Louder and more devastating than the Tonic 
Blast! This spell can liquefy solid objects, if the caster is powerful enough 
to use it to its fullest, harshest capacity! 


The Unforgiven: Like the 4th Order “Black Flag” spellsong, this 
marks the soul of the victim with an indelible signature of cowardice, 
treachery, and deceit, yet it adds hypocrisy to mix. So potent is this mark, 
however, that even “normals” can feel it. In fact, all who encounter the 
victim will know him for a hypocrite, and will shun him when at all pos- 
sible. Duration: Permanent, or until removed by Master Magicks. Save: 
vs. PRE at -1 per point of the caster’s PRE to ignore. 


Word Of Summons: As per the 7th Order “Mystic S 
from Mysticism. 
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Circle Of Silence: This “suicidal” spell (at least to the Spellgings 
will cause all ambient sound within the vicinity to vanish. No spell re- 
quiring verbal components will be able to function within this circle. 
Also, it will temporarily “pulse” Spellsinging effects and spells, at least 
until the Spellsinger removes himself from this most baneful zone. As 
baneful as it is, however, this spell will not “pulse” any Spellsinging 


Master Spells. AOE: Up to 7th Order AOE max. Duration: 1 Combat 
Round/level. 


Die! Die! Die! Die! This most dramatic “Ranting & Raving” spell, 
commonly referred to as the “Power Word: Kill!” by non-Spellsingers, 
causes any single sentient victim to make a Save or shred to tiny, flitting, 
subatomic particles by the force of the Spellsinger’s most potent “death- 
voice.” Even with a successful Save, the victim will be deafened (if at all 
possible) for one minute per level of the Spellsinger. Save: vs. PRE to 
ignore death. 


Harmonic Storm: Like its little Tonic brothers, this excruciating 
sonic disturbance creates a virtual sphere of deadly sound which gener- 
ally will fry what it encounters. The Spellsinger has the option of casting 
it at a range, or he may take a small chance and cast it with himself as the 
“center” of the AOE. This latter option requires a successful Power Save, 
so that the Spellsinger can avoid the damage. Failure will result in his tak- 
ing the damage from the Harmonic Storm. Duration: | Phase. 


Painkiller: By means of a total, all-out, pounding beat and lyric, this 
spellsong will empower the caster to fight all the way down to a negative 
Hit Point number equal to his CON. The Special Power “Toughness” will 
kick in at this point if the character has it, allowing him to fight even 
more! He may not be safe or sane at this point, though. Duration: | 
minute per level of the caster, or until dead. 


8TH ORDER 


Life In Black: This spellsong creates a permanent series of minor 
charms upon the caster which lend to him the aura and appearance of 


the caster himself: All who attempt to vie} 
to Save vs. PER in order to catch morg 


of | 


ve leeting glimpse of it, and 
nuaaks an additional Save vs. 


ther discernible noise nor cay sible faints. even when traversing noisy 
ast Mods to the caster’s Stealth, or grant 
e it. Duration: Permanent, or until con- 


© isfiot a factor, though the limitation is that the Spellsinger 

tually see his destination. The caster may transport him- 
éxtra mass (which includes others) up to but not exceeding 
/Lift. “Blind” Transports are extremely risky with this spell, 
Save must be made while “‘in transit” if such is attempted. 
ilure to make this Save will result in the Spellsinger’s (and all others’ 
h if H) instantaneous physical disintegration—with no Save. 


Spellsnife: This unique spell allows the Spellsinger to “snife,” or 
“steal,” any spell that is cast within his purview. The limitations are that 
the Spellsnife itself must be “hanging,” or ready to complete, that the 
Spellsinger must make a successful Power Save in order to “steal” the 
spell, the Spellsinger must meet the required GenMins necessary to cast 
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a spell of that particular type, and finally the spell must be of the 7th Order 
or below. In order to make the snife, the Spellsinger must first cast the 
Spellsnife, and keep it “hanging,” or ready to employ. The moment a 
spell is cast that the Spellsinger wishes to snife, he must have an Action 
Phase ready in order to “‘activate” the Spellsnife, which will “latch onto” 
the aftereffects of the spell, analyze them, transpose them into a musical 
analog, and then cram right back into the Spellsinger’s mind. (At this 
point, Master Spells will “ignore” the snifing effects of the Spellsnife, and 
will ruin the casting of the Spellsnife.) The Spellsinger then must make a 
successful Power Save in order to “process” the spell, and store it within 
his mind. Failure will result in the unfortunate Spellsinger’s receiving the 


full effects of the spell (no possible Save). Success will indicate that the. 


Spellsinger has snifed a brand new spell to add to his repertoire. 
Save will have to be made regardless of whether or not the Spell Is 
can actually use the spell, as he won’t know if he meets the 
required to cast it until he gets a good “look” at it within his mi 
is the case, then he can always freely “purge” the useless spe [or 
hanging around in his mind for when he can use it.) 


Walk In The Shadows: This spellsong allows the caster to ent 
little known Shadow World, whereby he may travel to any point in the 
“real world.” Through the misty silver half-light of Shadow, the caster 
may view the real world as if through a semi-obscuring veil, and he may 
travel in any physical direction (up, down, sideways) with no loss of 
mobility. Travel by means of Shadow occurs at 10X the CMR of the cast- 
er relative to the real world, so great distances may be covered in seem- 
ingly little real world time. A successful PER roll is necessary for “‘prop- 
er placement” when returning to the real world from Shadow, else the 
caster may find himself not quite where he intended (by up to one hex per 
point that his PER Save was failed by), and the Creator might just have 
some fun at his expense. One additional person per level of the caster 
may accompany the caster to Shadow. They will, however, be at the 
mercy of the caster so far as goes the negotiating of the treacherous 
Shadow World. 


9TH ORDER 


99 Ways To Die: This inte 
Kill Factors) of creatures or persons 
-1 per level of the caster or keel over, fall do 

shredding, grinding, violent spellsong is “smart, = vit 
those chosen by the caster, informing him along the way Tio 
els are left to use. Duration: Instantaneous. 


Eulogy: This stirring spellsong enables the caster to guide the soul 


the departed to its celestial destination. By calling upon memories, both ; 


good and bad, of the departed, the caster attempts to persuade the pow- 
ers-that-be that the departed’s soul is worthy of redemption, eternal life, 
or whatever the departed’s own faith holds. Despite the seeming impo- 
tence of such wishes, when those wishes are heard by the powers-that-be 
through the medium of the Spellsinger, there is a better-than-average 
chance that the departed’s soul will get its just rewards. All the caster has 
to do is sing or play (or both) from dusk till dawn, or at the first opportu- 
nity to do so after the departed has died; make a successful PRE Save at 
the end of the Eulogy; and then hope the powers-that-be have been 
moved. 
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For All Eternity: This interesting spell calls upon the elemental 
forces to reach out, capture, and eternally imprison a single chosen sen- 
tient victim. The designated victim must suffer the horror of watching the 
very ground beneath his feet open up and attempt to swallow him whole. 
The Save is special: the victim must vacate the Prime before the spell 
goes off (any planar trapsp wall do; so will leaving the planet), or he 
will become ae ned “inside” the earth, there to bine in 


“6 
Hell: This spellsong forces the caster and any single vic- 
tual death-pact. Not as sick as it sounds, it actually forces 
die when the caster dies, which can be some handy insur- 
dealing with certain cretinous villains. The victim must be 
\OE of the spell to have the pact placed upon him. The vic- 
wed a PRE Save at -1 per level of the caster to resist the plac- 
the pact upon him. If he fails, he will be forced to die at the same 


moment at which the caster dies, with no Save. Neither distance nor the 


planes are a factor. Duration: Until death. 
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Beyond The Realms Of Death: This spellsong allows the caster 
to remove his soul from his body, and spirit it to a place that exists only 
for him. While within this personal cosmic womb, the caster’s physical 
form cannot be harmed, save by Primal Magicks. While within, the cast- 
er’s own mind, or soul, is free to contemplate whatever it wishes, as well 
as to engage in any sort of mental research. The caster’s physical form 
will not age during this time, nor will it suffer from the effects of starva- 
tion or deprivation. Duration: Until consciously dispelled. 


The Single Sonic Sound: This unique spell opens the Spellsinger’s 
own current Power Pool to the forces of the infinite, and allows him to 
cause damage to a single victim’s own soul at a one Power Point to one 
Hit Point ratio. In so doing, the Single Sonic Sound causes the total cessa- 
tion of all sound within its AOE for one Action Phase, and the temporary 
“pulse” of all magicks within the AOE for one full Combat Round. 


Since this spell only acts upon the caster’s own current Power Pool, it is 
: b e-cost = saan that it may only cost 1,000 Power Points 
n] ent Power Point Pool), or up to what- 

's the caster currently has in his pool (from 
mimrium cost of this spell, however, is 1,000 
t be cast with fewer Power Points than this. 


er pumber of Power Points in the caster’s 
Power Po! will convett this directly to searing, soul-blasting 
Hit Point lage. victim is not allowed a Save to avoid this hellish 
damage, and ortly primal defenses (such as Primal Shield) will have any 
chance of protecting or warding the victim. Those destroyed by this spell 
no longer exist, as their soul has been shredded to nothingness. This spell 
takes but one Action Phase to cast—but the Spellsinger had best be pre- 
pared for the consequences of his all-out, soul-shredding effort, for sure- 
ly such an action will weigh heavily upon his Karma for all time. AOE: 
at least a 1 foot radius per Power Point burnt. 
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WITCHCRAFT 


Witchcraft is the magick of all things living. It is, by nature, the “fifth force” 
of magicks, occupying a niche that none but the Witch may exploit to its 
fullest advantage. 


Practitioners of Witchcraft are attuned to the forces of the world, its creatures, 
and its many spiritual denizens. As such, they are particularly attuned to the 
spirits of the earth, and 2 < ite adept at their summoning and binding. 
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Locate Animal: Allows the caster to divine the general direction of and 
distance to any single designated “normal” animal type. AOE: up to | mile 
per level. 


Locate Plant: Allows the caster to divine the general direction of and dis- 
tance to any single designated “normal” type of plant. AOE: up to | mile per 
level. 


Nature’s Cure: The most efficient healing spell, this enables 
heal one Hit Point of damage per one Power Point 
equal to the caster’s Power Attribute per castin: 
er to heal diseases, remove curses, replace | 
to life. This may be cast personally or 
Cure must be delivered by touch. 
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Behold: When cast upon any reflective surface, the caster may remotely 
scry any single named individual, scene, or location on the planet. This is a 
sight-only effect. Duration: 1 Combat Round/level. 


Breath Of The Mother: When cast upon crops or plant life, this ben- 
eficial magick will not only ensure their health, but also double the normal 
harvest. This will immediately counter the effects of Plantkill. AOE: 1 Acre. 
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sensory capabilities (such as Gloom Sight). AOE: special; 25 feet per level. 
Duration: | minute/level. 


Shapeshift II: Enables the caster to duplicate the effects of a 2nd Order 


Shapeshift. (Refer to the 3rd Order “Shapeshift” spell for the particulars.) 
Duration: | minute/level. 


Summon Arcane Spirit: Allows the caster to summon forth an Arcane 
Spirit to do his bidding. (See “Creeping Death” for more informati 
Arcane Spirit.) 


Windsong: The Windsong allows the 
distances by employing the element 
Windsong may travel anywhere that 
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of damage per level of the caster. Also, the Summer Breeze will cure any 
within the AOE of diseases. 


6TH ORDER 


Commune With Guardian Spirit: Allows the caster to commune 
with a summoned Guardian Spirit to teach him a single spell of the 7th Order. 
The caster must have the ¢ um Power Attribute required to cast a spell 
of that Order in order to Jeatrythe new spell. 
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the spell will set up a conduit between the Node and the Witch which will 
“broadcast” the Node’s power to the Witch. As long as the Witch is on the 
Prime, the magick from the Node will flow into him, and nothing short of 
Primal Defenses will interrupt the flow. Unlike normal Power Batteries, there 
is no limit to the number of Nodes which may be melded to the Witch. It’s 
merely up to the Witch to keep his Node free of the baleful influences of rival 
Witches, who may seek to usurp the Node from him. Duration: Permanent, 
or until usurped by another Witch. 


Plague Straw: By means of this physical curse, the Wi 
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by his common name to invoke the Pact. Once invoked, the victim will be 
forced to die a cruel death within one year and one day. The only escape from 
this fate is to destroy the soul of the one who cast it. 


Meld With Common Node: This empowers the Witch with the abil- 
ity to tap into and meld with a Common Node, as per the 7th Order “Minor” 
version. Duration: Permanent, or until usurped by another Witch. 


Season Of The Witch: This empowers the Witch to instantly bind 
and/or banish all spirits by mere voice or presence alone, with no need to cast 
spells. Up to one Spirit of any type may be bound or banished per Acti 
Phase while this charm is in effect. Duration: The span of time running 

1 month prior to and | month after the Witch’s birth-month (a 3 mon 
duration). 
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WIZARDRY 


Wizardry deals with every facet of magick, though it specifically 
concentrates upon the potent Power Words, Signs, Gestures, and 
Symbols. Practitioners of Wizardry are able to invoke the majority 
of their spells merely by a single word or gesture. 


Saves Vs. Wizardry: There is a Power Save vs. all “damage” 
spells for half damage. Armor Protection will be allowed for most 
damage-type effects, unless specifically stated otherwise. 


Armor? Most Wizards prefer to do without, if merely to under- 
score their own personal potency. 


Good Stuff: All Power Words, Power Signs, Gestures, and 
Symbols take but one Action Phase to cast, no matter their Order. 


Bad Stuff: All Re Words, Power Signs, Gestures, and 
Symbols affect but a singig, victim. All other spells, unless noted 
otherwise, require the for agai casting time of magicks of that par- 
ticular Order. 
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Power Word: Silence! Empowers the caster to command the _ the fact that one of his toys has been tampered with. Duration: 
instant and total silence of any single victim for one Action Phase Until violated. 
per level of the caster. Duration: 1 Action Phase per level. Save: 


vs. WILL io resist. 3RD ORDER 


Veil Of Protection: This basic defensive spell allows the cast- . i 
er to erect an invisible barrier of personal protection which will Aura Of Protection: This is the 3rd Order variant of the Veil 


grant him one point of AP per Power Point invested for the duration of Protection. Duration: as per Veil of Protection. 
of the spell. (Refer to the Ist Order Sorcery spell “Plasma Shield” 
for more information). Duration: Until brought down, or until con- Fly: This empowers the caster to fly at 3X his CMR. He may carry 


sciously dispelled. up to fl of his MaxLift while so doing, if sorely pressed. Duration: 
A Q<minutes per level. ( 
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Wizard’s Mark: This allows the caster to place his own per- Power Word: Devastate! This allows the caster to inflict a 
sonal “wizard mark” upon any single non-living item or object, and Devastating Critical Hit upon a single victim. Those with the 
thus ward it versus the touch of anyone else. Those who dare to Special Power “Toughness” are totally immune. Duration: 1 
touch an item thus marked will take one Hit Point of damage per Action Phase per level. Save: vs. CON to ignore. 

level of the caster. And while this may not seem like much damage, 

the violation of this personal ward will instantly alert the caster to Sign Of Revelation: This will reveal one power, ability, or 


attribute per Action Phase of any single creature or item targeted by 
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the caster. This will read through any protections of 7th Order and 
below. Duration: | Action Phase per level. 


STH ORDER 


Power Word: Stun! This allows the caster to stun any single 
victim. Damage done is “Stun” damage (see “Damage”), which will 
instantly bring the victim down to a number of Hit Points equal to 
0 - his CON. Recovery then is as described in “Damage,” or at the 
Creator’s discretion. Those with “Toughness” laugh at this spell. 
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Shroud Of Reflection, Attag¢ cause any physi- 
cal attacks (in-close and ranged) to rebound*and teflect back upon 
its originator. The caster will take no damage. Duration: 1 Combat 
Round per level. 


Shroud Of Reflection, Magicks: This will cause any 7th 
Order and lower magicks targeted upon the caster to rebound and 
reflect back upon its caster. The caster will take no damage. This 
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will reflect “area” type magicks. Duration: 1 Combat Round per 
level. 


7TH ORDER 


Mantle Of Protection: This is a stronger version of the Veil of 
Protection. As with its brethren, it protects only the caster (which, 
at 7th Order, can mean a virtual fortress of shielding energies...). 
Duration: as per Veil of Protection. 
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include the banishment of any and all traps, ensnarements, and oth- 

erwise entangling devices, charms, and effects within the AOE. 


Symbol Of Imprisonment: Entombs the victim in a state of 
suspended animation deep within the bowels of the world until 
released by the appropriate counterspell, “Symbol of Freedom.” 
Duration: Permanent, or until freed. Save: vs. STR to ignore. 


<5 


Spells, Wizardry 
9TH ORDER 


Greater Symbol Of Freedom: This spell releases any image 
upon any surface and makes it real for one hour per level. Images 
may range from pictures in a book, to holograms, even to images 
upon a computer screen. Images do not have to be alive to be 
released (a picture of a sword would become a real sword for the 
duration; an illustration of a vintage WWI biplane would become 
quite real, and quite flyable). If alive, the realized image will do the 
caster’s bidding to the best of its ability. The limit to the size of the 
released image is approximately-o mn jper level, though this can 
be boosted by burning an addit 01 Power Points per extra 

the Greater Symbol of 
off7Imprisonment, as well 


as any of the ay 


Qe 


Greater Symbol Of\Impri 

or any single target upon any 

face of a sundial; etc.) desine 
1a 


orimMent: Suspends the vic 
ave (the page of a Spellbook; the 
Sythe caster until released by the 


will remain somewhat aware. eW surroundings, yet will be in 
no condition to act. The 4 {ifafions are as per the Greater 


Symbol of Freedom. Duratigs Permanent, or until freed. Save: vs. 


Space Warp: No longet a, simple Powen Wy 
enchantment allows the caster to establish 
worlds, space, time, and dimension. Any § 
known cosmos may be visited by the caster ¢ 
Space Warp. The only limitation to the pow¢ 
that it cannot pierce the “Dream Barrier,” a 
rier between Metaspheres (like the one be 
tasy world” and our mundane “real world y€ 
different “campaign worlds.”’). 


The warp itself is fixed in place, and rh 
horizontal or vertical plane up to a radius of one‘fe 
warp will remain stationary untidispelled by\th 
can do at will, from either sidé), and «all weniatt 
critical threshold of on@ minute per’ 1 
reached. If the casten@llows t © Watf.te 
there is a cumyfative ck ce of I% per my 
threshold 1: éachtd that Akar, ill, expe 

é eve bay? 5 2 


] destination, Uittrhes 
hes. For each Phé es afté 

rollably, it will double jfyradius n 
ue until equilibritt 1s reached. Everydthase, tend is a 1% cuffitifa- 
tive chance that equilibrium will ¢ Sum Casting e is one Action 
Phase. 


origin 
‘ wi aw 


ymbol of Freedom. The victim * 


10TH ORDER 


Master Warp: A larger “Space Warp,” the Master Warp is a 
“smart” stationary warp that will not expand like the potentially 
dangerous Space Warp. It also has a potentially greater radius, as it 
can cover up to a 10 foot radius per level of the caster. While it will 
normally last but for one minute per level, this duration may be 
expanded by feeding the Master Warp additional power just prior to 
the one minute per level expiration. For each 1000 Points of power 
“fed” to the Master Warp at this time, it will linger for an addition- 
al hour. The Master Warp can easily bridge two different 
ffaspheres. For instance, it can easily bridge “arth and 
“Soh a,” the so-called “Dream Barrier,” which#S¢parates the 
SPheres, meaning little to its superpowered magreksp Casting 
> IStane Action Phase. _ “a 


\ ¥ 
rie ’s soul. 


Je TipX@ital Rules”), 
i e Srtal, has 
7a.” 
protected by Primal 
fects OF this spell. 
blasted soul. 


e DM rane 


@ 
a4 
4 


away. 


~CGJoyrss> 


Things Magick 
THINGS MAGICK SES hon tito 


Collegium Patron: Patrons are those “non-spellcasters” or “for- 

eign” spellcasters who earn their membership in the Collegium by 

° donating substantial sums of money or magicks. 

The Collegium Admission: Patrons are not directly screened as are Members or 
Fellows, who actually learn or teach magicks. They are, however, 

interviewed, and though no magick is employed, the potential 

evaluated. 

pay a one-time flat fee of 1,000 Stars per 

‘an annual endowment of 1,000 Stars per 


First, a brief primer on the three most famous “schools” of magick. 


The Collegium: Existing in some incarnation since the earliest 
days of Zengara, the Forever City, the Collegium is the p émier cen- Patron’s- charac er 
ter for magickal study and research on the planet. Many students of Costs: Fhe Patron mus 
the magickal arts receive their initial training here ‘and many of those point of Fame; aswell as 
graduates eventually return tojreceive advanced training in their pro- level. a, % 
fession, or to pass on their ewh{knowledgeAo another generation of What Do I Get? Free access td all research books in the library. 
hopefuls. Magick items i * praised gr divined here, bought and Analysis and identification of magidk items, at 1,000 Stars per item. 


sold. Also, certain magick ‘items, eluding certain alchemical The Patron may also learn spells of the 7th Order and below, for 
10,000 Stars per Order of the spell. Patrons may also sell items at 


standard prices. They may purchase or commission magick items at 
standard prices, though any unusual purchases or commissions (as in 
any Master Spells or similar power-effects) must first be approved by 
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Collegium Structure, Faculty & Staff: The Collegium caters 
to all the realms of magick, with practitioners of all the realms staffing the 
college and serving in various capacities as instructors, researchers, and 
administrators. The organizational structure is as follows: 


Title # per realm Relative Level 
Apprentice up to 77 per realm Ist - 4th 

Acolyte up to 22 per realm 5th - 9th 

Adept up to 9 per realm 10th - 12th 
Master up to 3 per realm 13th - 14th 
Headmaster 1 per realm 15th + 


Additionally, there are various technicians, scholars, scribes, and research 
assistants serving auxiliary roles in the Collegium. Although they may not 
have true “levels” in the strictest sense of the word, you can bet that at least 
one of the “up to 10” has a “Master” Skill Rating in the applicable skill 
(such as “Lore’). 
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Why The Security? Although they are technically “or@gur a mn 


all times, the Black Dragons don’t actually guard the grounds of the 
Collegium. Instead, deep below the grounds, down in the 13th sub- 
level below the surface, there resides a little-known and little-used 
group of “holding cells,” which are used on occasion to hold various 
creatures brought in for study, or for the occasional prisoner who mer- 
its a special facility for his detainment or imprisonment. 


Great! Holding Cells! Well, it’s “great” as long as you’re not in 
them. There are at least seven of the Holding Cells in operation at all 
time, and more can be “morphed” large enough to contain a small 
army of prisoners, if necessary. Escape is possible only through 
Primal Magicks. (Why so escape-proof? Picture an army of spell- 
casters enchanting a prison, and you’ll get the picture.) 


The “Egg Room”: Finally, there’s a wild rumor that at the low- 
est depths of the subsurface portion of the Collegium, beneath even 
the dread Holding Cells, there lies an immense hoard of magickal 
artifacts which only the Headmasters themselves may visit (and only 
by committee, too). Artifacts of power, singular Tomes and rare 
Grimoires, primal-powered hoardables, and even a rumored “‘super- 
prisoner” or two allegedly are entombed within the Exotic-alloyed 
walls of the Egg Room. 
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The Shadow Hawk Guild 


The polar opposite in mindset and practice of the Collegium, the 
Shadow Hawk Guild (located in the ancient City of the Sand Kings, 
Rotath) selects its students, trains them, and forces them into a pact 
of eternal subservience to its dark ideals. While all realms of magick 
are taught and practiced within the Guild, only the darker and more 
corrupt concepts are stressed—and heaven help he who seeks to 
emphasize other more “noble” ideals within the blackened halls of 
the Guild. 


Selection & Admission: This is determined only by design of 
the Shadow Hawk himself, who serves as the master of the Guild. 
Guided by forces beyond mortal ken, the Shadow Hawk’s visions 
determine who is to be selected for training, and the selectee is then 
forcefully incarcerated into the guild to begin his lifelong service to 
darkness. While it is possible to join the Guild once one’s career has 
alread ly begun, the _ potential candidate must pass an elaborate, igpi- 
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3 ) eras fat: Progression from one Circle to another is by 
TiaPof combat. If a lower Circle disciple defeats a disciple from a 
higher Circle, then he takes his place in that higher Circle. The loser 
forfeits his soul, or, if fortunate, is demoted and forced into a brief 
term of exile until he has once more proven himself. These trials are 
held four times per year for the 9th through 3rd Circles; one time per 
year for the 2nd Circle; and by challenge only for the Ist. 


For Those About To Die: The Shadow Hawk arranges and ap- 
proves the “initiation” challenges, where neophytes vie with one 
another for the chance to join the 9th Circle. Once “in,” they may 
immediately issue challenge to an 8th Circle disciple, or they may 
bide their time until they feel confident enough to risk all. The 
Shadow Hawk must approve of all challenges, up to and including his 
own, should someone be so bold as to risk eterna] damnation (there’s 
no “demotion” at that level of challenge). 


The Nine Circles: The number of Disciples within the Circles is 
fixed, and will rarely if ever vary. The number of Disciples per Circle 
is provided below, as is the “average level” of your typical member 
of that particular Circle. 


~SSoyess > 


The 9 Circles # of Disciples Avg. Level 


9 764 Ist 
8 77 3rd 
7 51 5th 
6 33 7th 
5 27 9th 
4 21 11th 
3 15 13th 
2 12 15th 
1 1 177 


Sure, But What Can I Get Here? One gets what is given, . 


and one takes what cannot be given. Suspicion, paranoia, and fear are 
the rule in the Shadow Hawk Guild. Money (as well as outright bribes 
and coercion) still work wonders, though, and any “prices” or “ser- 
vices’ for Disciples (they’re the only ones who can use the facilities) 
may be considered as per the Collegium’s most advantageous ones. 
Any second-party “identifications” may be risky, as the item being 
identified may be stolen or replaced by one of inferior quality (thus 
are many challenges made, no doubt). 


What About Things Magick? They all belong to the tougher 
Disciples, and aren’t for sale. Remember the part about “taking what 
cannot be given?” That’s what challenges are for. 


What About Guards, Holding Cells & Egg Rooms? 
Guards are rumored to be of the Dark Earth, which means hardened 
mercenaries and, possibly, Mokarr Death Squads teamed with high- 
level Assassins (see “Creeping Death” for more information on 
Mokarr Death Squads). Golems, Constructs, and “intelligent mon- 
sters” doubtless round out the guardian roles. Holding Cells are in 
fact super-protected “magickal dungeons,” equal in power to the 
Collegium’s own, yet of a decidedly darker bent. As for any “Egg 
Room,” one has only to look so far as the Shadow Hawk’s own sanc- 
tum—if one dares. 


Things Magick 
Witchhold 


Like the Collegium and the Shadow Hawk Guild, Witchhold, on the 
Isle of Witchhold (or simply “Witchhold”), is yet another highly orga- 
nized guild of spellcasters. Unlike the other two guilds, however, 
Witchhold elects to swear neither by “good” nor by “evil”; tending 
more towards the “neutral” view in both magick and ideals. 


Selection & Admission: Potential candidates for admission 
must make their way to the Isle, and prove themselves worthy of an 
education in the arcane arts by passing a “magickal litmus test,” 
which will test their moral/ethical inclinations and potential for mag- 
ick. This nonviolent evaluation (which resembles a magickal version 
of the standard psychological personality profile) is designed to 
weed-out those who are prone to the extremes of moral and ethical 
beliefs and ideals, selecting only those who are of strong, yet neutral- 
minded, character. Those who pass this test may begin their official 
training, and henceforth are known as “Initiates.” 


Witchhold Structure, Faculty & Staff: Being more remote 
and more selective than either the Collegium or the Shadow Hawk 
Guild, Witchhold naturally has the smallest enrollment of the three. 
The Initiates comprise the entire faculty and staff, serving without the 
interference of outsiders (and the uninitiated). Each different realm of 
magick is overseen by a coven of 12 Initiates, ranging in level from 
Ist to 15th. A EG ee ‘of the 12 most powerful Initiates of the 
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Things Magick, Miscellaneous Loot 


MISCELLANEOUS LOOT 


Miscellaneous Loot: This is provided for those Creators who are 
pressed for time, who are making it up as they go along, or who are 
simply to lazy to determine “The Loot’ for themselves. We use it all 
the time to quickly resolve those “random” or “illogical” or simply 
“stupid” encounters. 


MISC. LOOT 
Type Stars Crowns Eagles Gems Art 
1 10-100 1-10 14 
2 20-200 10-100 14 
3 100-1,000 10-100 1-10 1-10 
= 1-3,000 10-100 10-100 1-12 1 
5 14,000 100-600 10-100 2-16 1-2 
6 1-6,000 100-600 10-100 2-20 1-3 
7 1-10,000 100-1,000 10-100 3-30 1-4 
8 2-20,000 100-1,000 100-600 440 1-6 
9 5-50,000 1-3,000 100600 550 1-8 
10 10-100,000 1-4,000  100-1,000 10-100 1-10 


Type: This is the Type, or relative “level of difficulty,” of the 
encounter. Each Type is equal to roughly 10 Kill Factors, or levels, of 
monsters (see more information on “Kill Factors” in “Creeping 
Death”). Obviously, some monsters may have more, or less, than is 
indicated. This is left to the Creator, who may modify the typical 
amounts of Loot either positively or negatively, depending on his 
whim. 


So Where Do I Find The Loot? Once combat is over, the party 
can search the grounds of the lair for the loot. Depending on the rela- 
tive intelligence of the defeated, the loot may be loosely and randomly 
distributed (hence the random table), or it may be cleverly hidden 
and/or guarded with tricky-traps, magick, or what-have-you. This is up 
to the Creator. He may simply decide that there’s no need to search long 
and hard, and he may just begin rolling the bones then and there, while 
the party relaxes in comfort, to determine what you found. Or he may 
decide that you’ll have to sniff out the loot, defuse the many hidden 
tricks and traps, and then escape the lair before more Bad Guys show 


up. 


Gems & Jewels: For those who are too lazy to determine the value 
of Gems & Jewels on their own time (like most Creators), we’ve pro- 


vided a handy table (see below) for random determination of the Base 
Values of Gems & Jewels. 


Random Gems & Jewels 


d100 Base Value Type 

01-25 1 Ornamental 
26-50 5 Semiprecious 
51-70 10 Fancy 

71-90 50 Precious 
91-99 100 Gems 

100 1,000 Jewels 


Base Value is in Zengaran Silver Stars 

Power Stones Note: To merit one of the seven Power Stones, you 
must roll on the “Random Magick Loot” table. All other “gems” and 
“jewels,” no matter their eventual value, simply aren t magick. 


Objects D’ Art: In addition to all those shiny and pretty gems and 
jewels one may stumble upon, there are also the occasional “Art 
Objects” one may find. These may range from the obvious (like a 
painting by a well-known artist) to the sublime. These rare beauties 
may indeed be one man’s trash, and another man’s treasure. It’s up to 
the character with the “Appraise Loot” skill to make the call. (Once 
again, there’s a table below for the lazy to make random determina- 
tions.) 


ART OBJECTS 
d100 Base Value 
01-10 10-100 
11-25 30-180 
26-40 100-600 
41-50 100-1,000 
51-60 200-1,200 
61-70 300-1,800 
71-80 400-2,400 
81-85 500-3,000 
86-90 1,000-4,000 
91-95 1,000-6,000 
96-99 1,000-10,000 
100 1,000-100,000 


Base Value is in Zengaran Silver Stars 


Base Value: You can leave it as it is, or you can augment it with 
random die rolls. 


Random Magick Loot 


We Suggest: We suggest that you ignore the convenient, easy-to- 
use tables provided for the random determination of magick items. 
The tables are there only for the Creator who is too lazy, too tired, 


or simply too busy to properly place magick items in a “lair” 
beforehand. 
Random Magick Loot 
Kill Factors Random Magick Loot 
1-9 0 
10-19 1 
20-29 2 
30-39 3 
40-49 4 
50-59 5 
60-60 6 
70-79 7 
80-89 8 
90-99 9 
100+ 10 


Kill Factors: The “Kill Factors” are roughly equivalent to the 
“levels” of the monster (more information on “Kill Factors” can be 
found in “Creeping Death”). Multiple monsters with multiple Kill 
Factors should be tallied together for purposes of determining this. 
This should only be used for monsters within a single “lair,” or with- 
in a single encounter. 


The “Random Magick Loot” Is Pretty Generic, Isn’t 
It? Yes, but that’s what you get when you use a pretty generic table 


for random determination. Once you’re satisfied with the number of 
Random Magick Loot, simply continue on to the next section and use 
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the “Things Magick” table to randomly determine your Random 
Magick Loot. 


Things Magick 


d100 Category Of Things Magick 
01-19 Things Alchemical 

20-29 Scrolls 

30-39 Rings 

40-44 Spellbooks & Manuals 
45-49 Items Of Faith 

50-54 Shinies & Pretties 

55-59 Cloaks 

60-64 Boots, Gloves & Thingies 
65-69 Storage & Summons 
70-74 Rock’n’ Roll 

75-79 The Weird Stuff 

80-89 Armor 

90-99 Weapons 

100 Artifacts 


Random Magick: Once you’ve finished determining the gener- 
al category of your Random Magick, consult the appropriate section 
following for yet another random roll (for Things Alchemical and 
Scrolls), or for a simple selection at the Creator’s desire (for the rest 
of the goodies). 


Random Determination: After the Things Alchemical and 
Scrolls sections, there are no more handy percentile tables for random 
determination of Things Magick. From the Rings section onward, it’s 
up to the Creator to determine the “random” selection of Things 
Magick. 


But Why? With Things Alchemical and Scrolls, we must admit 
that tables are rather handy, if only to facilitate quicker selection of 
Loot from all the possibilities within those two sections. Each has 
seven Orders plus Master Spells to cover, and the Scrolls also have 
the different realms of magick to cover, so sometimes quicker is bet- 
ter, even if it means invoking the dread “table of random magick.” 
From the Rings section onward, the Things Magick will be broken 
down by section, with the individual listings within the section pro- 
gressing from the “lower-powered” items to the “higher-powered” 
ones, with the notable exception of the “artifact” items, which will be 
covered in the last section. 


I dont care what we get, as long as we get all! (Havok) 


Things Magick, Scrolls 
THINGS ALCHEMICAL 


Things Alchemical are, naturally enough, produced by Alchemists. 
The actual items, devices, and substances that they are capable of 
creating are dealt with in detail in the “Magicks” section, under 
“Alchemy.” 


Again, for those who are just a bit too lazy to decide for themselves, 
we have provided a convenient table for random Things Alchemical 
determination. Things Alchemical typically will be found in a one 
dose amount. 


Things Alchemical 


d100 Category Of Things Alchemical 
01-33 1st Order Alchemy 
34-49 2nd Order Alchemy 
50-59 3rd Order Alchemy 
60-69 4th Order Alchemy 
70-79 5th Order Alchemy 
80-89 6th Order Alchemy 
90-94 7th Order Alchemy 
95-97 8th Order Alchemy 
98-99 9th Order Alchemy 
100 10th Order Alchemy 


Explanations: Obviously, once the Category of Things 
Alchemical has been determined, one must consult the appropriate 
listing within the “Alchemy” section in “Magicks” and either select 
an entry at random, or choose whichever one suits your mood (or 
the mood of the encounter). Some selections, such as “Extraction” 
(1st Order Alchemy) simply may be discarded, or broadened to 
encompass the ideal of the extraction, which can be interpreted as a 
one dose amount of any venom or poison (which you'll have to 
determine on your own, of course). Other selections, such as the 
“Greater Creation,’ may be discarded or ignored, if desired. All 
FMVs (Fair Market Values) are listed in the appropriate write-ups. 


SCROLLS 


Scrolls discovered during an adventure may contain lists of ingredi- 
ents for special magickal operations or formulae, maps to a secret 
treasure or diagrams of some deep dungeon, or they may contain 
spells which can be “triggered” by a spellcaster familiar with that par- 
ticular realm of magick. Once again, we’ve included a table for the 
random determination of scrolls, should the Creator be inclined to use 
it. 


Ingredients, Formulae, & Maps: These simple scrolls may 
contain useful information, secret cipher scripts, answers to riddles, 
or even mindless babble. These are “plot devices,” useful only to the 
Creator’s particular campaign, and may be used at the Creator’s dis- 
cretion. 


1 Spell, 1 Scroll: This describes all spell-bearing scrolls. Only one 
spell will be found per scroll. Multiple spells require multiple scrolls. 


Creating Scrolls: Scrolls require one hour to inscribe per Order 
of the spell. Scrolls require specially prepared “magickal inks,” flow- 
ing, meticulous scripts, and the infusion of the caster’s own power 
into the scroll (to “fix” the spell upon the scroll). 


Time to Create Scroll = 1 hour per Order of spell 


“Magickal Inks,” Vellum & Quills: One typically needs 
these to create a scroll. The vellum and quills are relatively easy to 
come by, though each must be of the finest possible quality, and as 
such are often somewhat expensive. The “magickal inks” are in fact 
quite normal inks (or other suitable fluids) that are made magickal by 
the caster’s infusion of power when he inscribes the spell onto the 
scroll. 


Cost: Unfortunately, due to the special requirement of the magickal 
inks, the vellum, and the quills with which the scroll is inscribed, the 
average cost of scroll preparation is equal to 100 Stars per Order of 
the spell for the Ist - 7th Order spells, and then increasingly more as 
the spells become more potent. Why does it become more expensive? 
The goods have to be of progressively higher quality as the Order of 
the spell on the scroll increases, and/or more potent magickal mater- 
ial is required to inscribe the higher Order spells. 


Cost To Create Scroll = 100 Stars per Order of spell, up to 7th 
Order 
8th Order = 1,000 Stars 
9th Order = 10,000 Stars 
10th Order = 100,000 Stars 


Fair Market Value: Due to the fact that anyone who can read 
that particular form of magick can “read” them and therefore make 
them work (see below), scrolls command a premium of 100 Stars per 
Order of the spell, up to 7th Order—then the FMVs jump con- 
siderably. 


FMV Of Scroll = 100 Stars per Order of spell, up to 7th Order 
8th Order = 1,000 Stars 
9th Order = 10,000 Stars 
10th Order = 100,000 Stars 


But They’re The Same! Yes, they are. For why, read on. 


Casting Spells From Scrolls: All that is required is that the 
“reader” of the scroll be able to cast spells of the same “realm of mag- 
ick” as the spell on the scroll. A scroll with a spell from Wizardry on 
it would require a practitioner of Wizardry to read it, and so forth. 
Whether a reader has professional or Semiprofessional Magick in that 
particular realm is not important. Any one will do. The reader’s level 
is not important, nor is his power. Since the spell has already been 
“cast” upon the scroll (in order to inscribe it upon the scroll), there 
remains only a need to “trigger” the spell, and that can be done by any 
practitioner of the same realm of magick. The scroll is consumed 
once the spell is triggered, and therefore may be used but once. 
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Time To Trigger Spells From Scrolls: 1 Phase 


Spell Effects From Scrolls: All effects (AOE, normal range, 
Damage, Duration, Saves, etc.) will be as those cast into the scroll by 
the original inscriber of the spell. 


Spell Effects = as per parameters of original inscriber 


Learning Spells From Scrolls: This is not possible. Scrolls 
are “interpretations” or “portraits” of a spell, signed by another spell- 
caster and embellished with his own unique personality. One merely 
triggers this portrait, this original interpretation, to “cast” it, because 
the original methods required to actually cast it are not within the 
scroll itself—they have already been mastered and put into good use 
in the manufacture of the scroll by the caster himself! The only way 
to truly “learn” a new spell is to have someone else teach it to you 
(which requires a “master’), or to “learn” it yourself from a Spellbook 
(covered a little later on). 


Table Of Scrolls 
d100 Scroll Type 
01-33 Ingredients, Formulae & Maps 
34-50 1st Order spell 
51-60 2nd Order spell 
61-70 3rd Order spell 
71-80 4th Order spell 
81-89 5th Order spell 
90-95 6th Order spell 
96-97 7th Order spell 
98 8th Order spell 
99 9th Order spell 
100 10th Order spell 


Explanations: Unlike Things Alchemical, it’s impractical to pro- 
vide a quick reference for all the possibilities of Scrolls. We can pro- 
vide an easier way to determine the realm of magick from which the 
Scroll hails, though: 


Things Magick, Rings 
Scrolls By Realms 


d100 Realm Of Magick 
01-10 Astromancy 
11-20 Battlemagick 
21-30 Divine Magick 
31-40 Enchantment 
41-50 Mysticism 

51-60 Necromancy 
61-70 Sorcery 

71-80 Spellsinging 
81-90 Wizardry 
91-100 Creator’s Choice 


Explanations: There are no Scrolls per se from “Alchemy,” 
“Witchcraft,” nor from “Primal Magick.” The “Ingredients, Formulae 
& Maps” selection may be used for Alchemical “Scrolls,” if desired, 
though no actual “spellcasting” can be possible from such a Scroll, 
due to the unique structure and strictures of the realm of Alchemy. 
Primal Magick Scrolls are unavailable, however, for they supersede 
the mortal spells found in the Table of Scrolls. 


RINGS 


FMVs Of Rings: This is established by the base cost of the 
Exotic used, plus Artificing costs. 


Rings Of Power 


Rings of Power are rings manufactured from the seven Power Stones. 
The Power Potential rating in the following table for the Ring of 
Power is based up the standard 1 Carat/1 Ring range for the Power 
Stone rings. 


Exotic Rin e Power Potential FMV 
Sunstone 1 point 100 
Moonstone 5 points 500 
Starstone 10 points 1,000 
Bloodstone 25 points 2,500 
Black Quartz 50 points 5,000 
Rainbow Quartz 75 points 7,500 
Purple Krystall 100 points 10,000 


Artificed Rings 


With the Special Power of “Artificer,” it’s possible to create rings 
with either “charged” or “permanent” spells within them. Feel free to 
include a few of these in your “random” magick ring selections. The 
examples after each listing are but a few of the possible variations, so 
keep that in mind! (For sheer laziness, simply consider all effects to 
be as if artificed by a 20th level caster.) 
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Things Magick, Manuals 


Ring Of Flight: This artificed Urru ring allows the character to 
use the 3rd Order Wizardry spell “Fly.” 


Type Of Ring FMV 

1 charge/day 265,000 
2 charges/day 287,500 
3 charges/day 325,000 
Permanent 400,000 


Ring Of Transport: This artificed Urru ring allows the charac- 
ter to use the 7th Order Wizardry spell “Power Word: Transport!” 


Type Of Ring FMV 

1 charge/day 285,000 
2 charges/day 337,500 
3 charges/day 425,000 
Permanent 600,000 


Rings Of Regeneration 


These Urru rings empower the one wearing them to regenerate at var- 
ious rates. They do not store power. 


Ring Of Regeneration: This empowers the character to regen- 
erate one Hit Point per hour until he is fully healed. It does not, how- 


ever, grant him “true” regeneration, and as such the character will 
“die” once he passes his normal TOD. FMV: 500,000. 


Ring Of True Regeneration: This empowers the character to 
regenerate as if he had “True Regeneration” (see “The Immortal 


Rules’). The character can regenerate one Hit Point per hour, even 
once he passes his normal TOD. FMV: 1,000,000. 


SPELLBOOKS, MANUALS & 
TOMES 


Spellbooks 


The Spellbook is the staple of the spellcaster. Within its confines, he 
commits his spells for future reference, to pass on to some future dis- 
ciple, or perhaps to bargain or barter with a fellow practitioner of the 
arts arcane. Unlike Scrolls, which are “signature” spells and may only 
be triggered, the spells found within Spellbooks are “fixed,” and may 
be learned at the reader’s leisure. Spells within a Spellbook cannot be 
cast or triggered while they are within the Spellbook. They must be 
learned first, and only then will the caster be able to add them to his 
spell repertoire and thus cast them. 


Spellbook Contents: We suggest that Spellbooks be determined 
by the Creator beforehand, not placed or found at random. Their con- 
tents should reflect the arsenal of spells of the owner of the Spellbook. 
However, it should be noted that some Spellbooks may contain spells 
within them that the owner has not yet learned, or is unable to learn 


due to a magick realm conflict (like a Sorcerer trying to learn a spell 
of Wizardry). 


Spells In Spellbooks: The number of spells found within a sin- 
gle Spellbook is not fixed, and may range from one spell to an entire 
arsenal of spells. For instance, a “small” Spellbook may contain 
merely one spell; a “normal” or “medium” Spellbook, or “Tome,” 
may contain all the spells of a certain Order that the owner has com- 
mitted to the Spellbook; while a “large” Spellbook, or “Grimoire,” 
may contain all the spells that the owner knows. We’ve broken down 
the types of Spellbooks below for your perusal: 


Spellbook Type Typical # Of Spells Within 
Spellbook 1 

Tome From 1 to all of the spells of an Order 
Grimoire most or all spells known by owner 


FMVs Of Spellbooks: We suggest that the Creator set the FMV 
at the “FMV of Scrolls,” with each individual spell in the Spellbook, 
Tome, and Grimoire invoking the FMV of a scroll of that particular 
type/Order. 

Note: These may command some ridiculous prices, so when you 
finally kill that wicked old Wizard, make sure you grab his Spellbook, 
Tome, or Grimoire when you take loot! 


Manuals 


Manuals are magickal books which enable a character to raise an Attrib- 
ute, acquire a new skill, or modify an existing skill or Special Power. 
Although their true origins are shrouded in antiquity, it is certain that 
Manuals are the result of immortals and Primal Magicks. How else can a 
book grant a new ability or permanently boost an existing one, and then just 
disappear? 


Disappear? All Manuals will instantly vanish once read, and no known 
force save Primal Magick can keep them from vanishing. No known force 
save Primal Magick can “‘dentify” their contents. The contents may only 
be identified by visual inspection, which requires a Lore Roll, or by open- 
ing up the Manual and reading it, which will of course force the character 
into boosting his attributes. 


Manual Of Mental Attributes: This thin, diamond-studded book 
will allow the character to choose any one of the four Mental Attributes 
(INT, WILL, PER, or PRE) and boost them up to racial GenMax, or by one 
Point if already at GenMax or higher. This will not raise attributes above 
20. The character must read the Manual for one hour per point that his 
attribute is being raised to (if it’s going up to [5, then he’ff have to read it 
for 15 hours). The character can do nothing else during this time, so en- 
grossed (and so bewitched) is he by the manual. At the end of the reading 
time, the character’s attribute is automatically raised, and any abilities 
affected or governed by that attribute are subsequently affected as well. 
FMV: 1,000,000. 


Manual Of Physical Attributes: This works the same as does the 
Manual of Mental Attributes, except that any one of the four Physical 
Attributes (STR, SPD, DEX, or CON) may be raised. FMV: 1,000,000. 


Things Magick, Tomes 


Power Regeneration: This allows the overlay of a Power Regenera- 


tion Rate to the Investiture template. If the rate is 10 per hour, then 10 Power 
Points will regenerate at the end of each and every hour. 


Power Regeneration Power Cost FMV 

10 per hour 1,000 + 5,000 
25 per hour 2,500 + 12,500 
50 per hour 5,000 + 25,000 
100 per hour 10,000 + 50,000 
250 per hour 25,000 + 125,000 
1,000 per hour 100,000 + 500,000 


Returning: This grants an item the ability to instantly return to its wield- 
er’s hand. This occurs at the end of the same Phase. 


Returning Power Cost FMV 
Returns to wielder 50,000 + 250,000 


Sharpness: This grants the wielder of the weapon a hefty damage bonus 
while employing the artificed weapon. All normal damage inflicted is at a hefty 
2X normal, while all Critical damage is at 3X! Thus, if you roll 10 points of dam- 
age with your Sharpness weapon, you’ll cause 2 X 10, or 20 points on a regular 
hit, and 3 X 10, or 30 points on a Critical Hit; this supersedes the normal mullti- 
ple for the Critical Hit, obviously. At the Creator’s discretion, the deathblow (or 
even a Devastating Critical Hit) can take a limb, or even the head. 


Sharpness Power Cost FMV 
X2 Normal, X3 Crit 50,000 + 250,000 


Slaying: These are weapons which will cause the instant death of any mem- 
ber ofa particular species of creature. Once struck by the Weapon of Slaying, the 
creature must make a successfull Power Save, or be immediately slain. Some 
examples are blades of Goblin Slaying, which will cause any Goblin struck to 
Save or instantly die, or Spider Slaying, which will do the same thing to each spi- 
der struck by the weapon. The still-living body ofa representative member of the 
“slaying” category must be slain with the weapon the moment before the 


Slaying Power Cost FMV 
Power Save or DIE! 25,000 + 250,000 


Special Powers: This allows the incorporation of a creature’s or being’s 
very own innate Special Powers into an item. Unfortunately, the creature or being 
itself must be sacrificed immediately prior to the artificing of the item, a portion 
of its essence being forged into the item. The Special Power will thenceforth 
work for the wielder of the item as if he were the creature who formerly pos- 
sessed the Special Power. 


Special Powers Power Cost FMV 
As per Special Power 1,000 X Fate Point at least 
Cost of Special Power 50,000 X Fate 
Point Cost of 
Special Power 


Vampiric Weapons: These are weapons which have the ability to 
transfer “damage done” to a victim to “Hit Points regained” by the 
weapon’s wielder. Each Hit Point of damage which the victim receives 
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(which gets through his AP, of course) is transferred to the wielder of the 
vampiric weapon, either at a 50% rate (a 2 Hit Points caused to 1 Hit Point 
gained ratio) or a 100% rate (a 1:1 ratio). In any event, the wielder may not 
exceed his own normal Hit Point maximum. 


Vampiric Power Cost FMV 
50% 10,000 + 100,000 
100% 25,000 + 250,000 


Vector Impact: Working basically the same as the Sharpness, Vector 
Impact applies to “blunt” weapons and their damage. 


Vector Impact Power Cost FMV 
X2 Normal, X3 Crit 50,000 + 250,000 


Warding, Elemental: This grants the wielder of the Armor either a one- 
half or total warding vs. all Elemental damage resulting from any one of the five 
Elements. Example: Ifthe warding is half, then one-half of the total damage taken 
(before any AP is reduced) is automatically warded, with the remainder of the 
damage applied as normal. If the warding is total, then no damage will be taken 
(unless the attack is from an immortal or artifact-level source, in which case dam- 
age will be as normal). There are, of course, five Elements: Earth, Air, Fire, Water, 
and Time. Each one is treated separately for purposes of this warding. 


Warding, Elemental Power Cost FMV 
Half 10,000 + 50,000 
Total 20,000 + 100,000 


Warding, Magickal: This grants the wielder of the Armor a total ward- 
ing vs. magick as per below. For example, if the warding is versus Necromancy, 
then no magicks of Ist-10th Order Necromancy will affect the wielder of the 
ward. Unfortunately, the wielder of the item is also warded versus the beneficial 
effects of any magicks from which he is warded, and totally unable to cast any 
spells or magicks from those Orders from which he is warded, unless he is for- 
tunate enough to have his item “Polarized” (see description) to allow the passage 
of beneficial magicks (his own personal magicks included). Please note that 
things which are nonspecific to an Order of magick, such as “Sharpness” (or 
other similar nonspecific artificed effects) will not be warded. Triggered or stored 
magickal effects, such as artificed items which cast stored spells, will be warded 
if the spell is of a magickal realm capable of being warded by the ward-bearing 
item. Remember: The Ward provides total protection for the beneficiary and all 
of his personal items from the effects of all magicks of that particular realm, up 
to and including its 10th Order magicks. The Ward, however, is total, and will 
preclude the casting or reception of the same magicks which are warded. 


Ward vs. Power Cost FMV 

Alchemy 100,000 +500,000 
Astromancy 100,000 +500,000 
Battlemagick 100,000 +500,000 
Divine Magick 100,000 +500,000 
Enchantment 100,000 +500,000 
Mysticism 100,000 +500,000 
Necromancy 100,000 +500,000 
Sorcery 100,000 +500,000 
Spellsinging 100,000 +500,000 
Witchcraft 100,000 +500,000 
Wizardry 100,000 +500,000 
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Manual Of Power: This awesome Manual will allow the character to 
attempt to boost his own Power Attribute. Unlike the other Manuals, the 
Manual of Power will allow the character to raise his Power Attribute by 
one point for each and every successful Power Save that he makes. Each 
Save after the first is made at a cumulative - 1. Fate Points may be used to 
make the rolls (which is counterproductive, as one Fate Point will also raise 
the Power Attribute by one point, but...). Each “raising of a point” will 
require one hour of reading. Failure of the Power Save at any point will 
cause the Manual to vanish. Even if all Saves are made, the manual will 
vanish once the reader has boosted his Power Attribute by a maximum of 
10 places. FMV: 1,000,000. 


Manual Of Many Skills: This will grant the character any one skill 
which he desires from the “Skills” section. This requires a full 24 hours of 
uninterrupted reading. If the character does not desire a new skill, he may 
close the Manual at any time. It'll disappear once he does, though. FMV: 
500,000. 


Manual Of Mods: This will grant the character one Mod to any sin- 
gle existing skill or Special Power. This requires a full 24 hours of uninter- 
rupted reading. If the character does not desire a Mod, then he may close 
the Manual at any time. The Manual will instantly vanish, however. 
FMV: 500,000. 


Tomes 


Tomes are mysterious books of various hoary and ancient physical de- 
scriptions which can serve an artificer (see the Special Power) as a “how- 
to” manual concerning the most powerful enchantments. Although their 
origins are probably similar to those of the Manuals, Tomes will not disap- 
pear once read. Once a Tome is found, all may share in its bounty by con- 
sulting it. Obviously, then, most Tomes will be as rare as timid dragons, if 
only because they’ve all already been hoarded by the most powerful artifi- 
cers. 

Note: Please insert “Tome of...” before the following entries, if desired, as 
they're all “Tomes of...” 


Bane Weapons: During the process of artificing, at least one Dram of 
the organic creature’s essence (blood, hair, flesh, etc.) or one Ingot (or 
roughly one pound) of the inorganic creature’s essence must be incorpo- 
rated into the mix. Once incorporated, the Bane Weapon will always strike 
for 2X normal and 3X Critical damage vs. all creatures of that particular 
sort (but acts only as normal versus anything else). 


Bane 
X2 Normal, X3 Crit 


FMV 
+ 100,000 


Power Cost 
10,000 


Bifurcation: This works the same as does Sharpness, save that upon the 
deathblow, the victim is cloven in twain (Creator’s choice of axis). In game 
terms, this most interesting visual effect only occurs on a death-blow. Still, 
it does mean that 3X damage is done on any normal hit, and 4X damage is 
done on any Critical Hit. 


Bifurcation 
X3 Normal, X4 Crit 


Power Cost 
90,000 


FMV 
+ 450,000 
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Destruction: This ancient technique imbues a weapon with the power 
to instantly maximize all damage done by it, with no need to roll the dam- 
age dice (although one must still roll the “‘to-hit” dice, to determine whether 
it’s a normal or Critical that’s being maxed-out). 


FMV 
+ 500,000 


Power Cost 
100,000 


Destruction 
All damage is max! 


Doom: This is the best in the damage scene. Doom imbues any weapon 
with the ability to inflict X3 damage on a normal hit, X4 on a Critical Hit, 
and X5 on a perfect, natural roll of “20.” (Yes, a Fate Point-augmented die 
roll will trigger the perfect “20.”) 


EMV 
+ 500,000 


Doom 
X3, X4, X5 on “20” 


Power Cost 
100,000 


Piercing: This grants the wielder of the item a “Piercing” bonus to the 
Save invoked by the casting of a stored spell or spell effect through the arti- 
ficed item. This may also apply to all applicable Saves. Please note that the 
percentile minuses refer only to Power Saves, and not to other Saves with 
percentile rolls (which will get only the standard -1, -2, etc. penalty to them, 
and not the stiffer percentile minus). Piercing can supersede the normal 
bounds of Saves, causing even those with the supercilious “*” in their 
Saves, or those with a perfect “100” in some attribute, to roll their Saves 
with minuses. Simply treat their base as 0%, which they must equal or bet- 
ter on a d100, then go up from there. 


Piercin Power Cost FMV 
-1/-5% to Save 1,000 + 5,000 
-2/-10% to Save 2,500 + 12,500 
-3/-15% to Save 5,000 + 25,000 
-4/-20% to Save 7,500 + 37,500 
-5/-25% to Save 10,000 + 50,000 
-6/-30% to Save 15,000 + 75,000 
-7/-35% to Save 20,000 + 100,000 
-8/-40% to Save 25,000 + 125,000 
-9/45% to Save 50,000 + 250,000 
-10/-50% to Save 100,000 + 500,000 


Polarization: This special artificing effect allows the caster to override 
the effects of warding in an item, and to allow his own personal magicks 
(and any other magicks deemed as “harmless” or “beneficial” to the wield- 
er) to pass through the wardings. This Polarization is “‘smart” (not to men- 
tion “expensive” and “rare”’), and it will not allow any harmful magicks to 
deceive the wardings already in place. The Cost is special, and is 50% of 
the Cost of the Warding which it is designed to polarize. (Thus, Polarization 
of a Warding Vs. Divine Magick would cost 50% of 100,000, or 50,000.) 


Polarization Power Cost 
Total Polarization 50% of Warding Cost 


FMV 
+ 500,000 
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Warding, Physical: This grants the wielder of the Armor either a one- 
half or total warding vs. all physical damage. This in no way provides pro- 
tection from magickal attacks. Example: If the warding is half, then one- 
half of the total damage taken (before any AP is reduced) is automatically 
warded, with the remainder of the damage applied as normal. If the ward- 
ing is total, then prepare to laugh at any save for magickal, energy, and any 
and all artifact-level physical attacks (which can and will breach this ward- 
ing 100%). 


Warding, Physical Power Cost FMV 
Half 50,000 + 250,000 
Total 100,000 + 500,000 


Wounding: Weapons of this category will inflict horrid wounds which 
cannot be healed save by 8th Order or higher healing magicks, or by the 
powers of True Regeneration (or higher). 


Wounding Power Cost FMV 
Wounds will not heal 10,000 +125,000 
ITEMS OF FAITH 


These are items which may be used only by practitioners of Divine 
Magick and devout followers of that particular faith. Unless stated to 
the contrary, all Holy Symbols and Religious Items require one 
Action Phase to activate. 


Holy Symbols 


Since magickal Holy Symbols have been granted by the practition- 
er’s own deity, they are rarely if ever composed of Exotic materials 
(see below); “normal” metals or materials will do just fine when 
Primal Magicks are invoked, after all. All effects of Holy Symbols are 
at 20th level. All magick referred to is of the “Divine Magick” realm. 
The “Ankh” is used by followers of Rel, while the “Thon” is used by 
followers of the Dark Earth. 

Note: Ankhs and Thons may be used but one time before needing to 
be recharged. 


Ankh Of Divine Light: This allows the caster to use the Ist 
Order “Divine Light” spell. FMV: 1,000. 


Thon Of Harm: This allows the caster to use the Ist Order 
“Harm” spell . FMV: 1,000. 


Ankh Of Healing: This allows the caster to use the Ist Order 
“Heal” spell. FMV: 1,000. 


Ankh/Thon Of Presence: Allows the caster to use the lst 
Order “Presence” spell. FMV: 1,000. 
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Ankh Of Blessing: Allows the caster to use the Ist Order 
“Blessing” spell. FMV: 1,000. 


Thon Of Malediction: Allows the caster to use the 2nd Order 
“Malediction” spell. FMV: 2,000. 


Ankh Of Prayer: Allows the caster to use the 3rd Order “Prayer” 
spell. FMV: 3,000. 


Thon Of Rebuke: Allows the caster to use the 4th Order 
“Rebuke” spell. FMV: 4,000. 


Ankh Of Supplication: Allows the caster to use the 5th Order 
“Supplication” spell. FMV: 5,000. 


Thon Of Curses: Allows the caster to use the 6th Order “Curse” 
spell. FMV: 6,000. 


Ankh Of Divine Intervention: Allows the caster to use the 7th 
Order “Divine Intervention” spell. FMV: 7,000. 


Thon Of Divine Retribution: Allows the caster to use the 7th 
Order “Divine Retribution” spell. FMV: 7,000. 


Ankh/Thon Of Divine Ward Vs. Detection: Allows the 
caster to use the 4th Order “Divine Ward Vs. Detection” spell. FMV: 
4,000. 


Ankh/Thon Of Divine Ward Vs. Mental Influence: 
Allows the caster to use the 4th Order “Divine Ward Vs. Mental 
Influence” spell. FMV: 4,000. 


Ankh/Thon Of Divine Ward Vs. Fell Magicks: This 
superior item allows the caster to use the Sth Order “Divine Ward Vs. 
Fell Magicks* spell. FMV: 5,000. 


Ankh/Thon Of Divine Ward Vs. Impact: This allows the 
caster to use the Sth Order "Divine Ward vs. Impact“ spell. FMV: 
5,000. 


Ankh/Thon Of Restoration: Allows the caster to use the 6th 
Order “Restoration, Major” spell. FMV: 6,000. 


Ankh/Thon Of Banishment: Allows the caster to use the 7th 
Order “Banish” spell. FMV: 7,000. 


Ankh/Thon Of Revitalization: Allows the caster to use the 
7th Order “Revitalize” spell. FMV: 7,000. 


Recharging Holy Symbols: All Holy Symbols must be recharged 
once all of their charges have been used. This may only be done with- 
in a “Sanctum Sanctorum,” (see the Master Spell), requires a full 24 
hours of prayer, and will only be granted to the deity’s most devout 
followers. 
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Things Magick, Shinies & Pretties 
Religious Items 


Religious Items, like Holy Symbols, normally are prepared by the 
patron deity, with the possible exception of some of the more mun- 
dane items (like Holy Water). Unless noted, all items function at 20th 
level of ability. 


Holy Water: Normally, this will be found in a single vial (one 
dose). Although it may be consecrated to any possible deity by any 
true practitioner of Divine Magick, the majority of Holy Water found 
will be consecrated either to Rel or to the Dark Earth (50%/50% 
chance of either). After determining the origin of the Holy Water, roll 
a d20 to determine the level of the consecrator (see the 1st Order 
“Holy Water” spell for the specifics). FMV: 100 per dose. 


Votive Candles: Once burned, these special candles will confer a 
Ist Order “Blessing” upon all within the AOE (about the size of a 
small chapel in this special case). 1 full minute of prayer must accom- 
pany the burning of the candles for the magick to take effeg 
1,000. 


Exotics: Most Exotics will be rec if niz the 
ligent creatures, and will be guarded Sr horde to thesitmo 
capabilities. rm) i i/ eS 


Random Exotics: We &i 
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Exotics then we suggest the fol 


Roll d100 to select an Exol i@'at random font Table below 
Roll d100 to determine # of Coins of Exotic found 


Random Exotics 


d100 Exotic 

61-69 Borazon, lronwood 

10-19 Alganor, Shiril 

20-29 Adamant, Black Moonlight 
30-39 Obsidium, Orikalk 

40-49 Gravidium, Zidrae 

50-59 Kystallor, Solara 

60-69 Vermix, Zulzak 

70-79 Mysta, V-Steel 


d100 Exotic (cont.) 

80-84 Omnium, Silversteel 

85-89  Valnog, Ultima 

90-94 Arru, Urru 

95-97 Vibrazyne, Vibrum 

98 Zynsh (1 Color) 

99 Supremium 

100 hadar Steel 

Expl s: Once you’ve rolled the d100, consult the corre- 
sponding entry for the Exotic, and select the Exotic, or pick one from 


ing within that frame. 
Note: Findin& the Mother Lode, or doling out more than I Ingots 
worth Ai Exotic at a time may be hazardous to your cam- 
paigns. 
You'll See This Jable Again: Indeed, you will. Its used for several 
€qpons and Armor. 
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sections, inclu 


¥ or the rest of hese oes of which are unique 


hi )h or highly sth —seel on. 


- y \/  Amulets, Orbs & Jewels 


‘Amulet Of Power: These work the same as do the “Rings of 
ro Power,” and the same table may be consulted for determination of 
. their Power Potentials, as well as their FMVs. 


Stone Of Toughness: This rough black stone will grant the char- 
acter the Special Power Toughness. FMV: 100,000. 


Stone Of Pyrus: This cursed Fire Ruby will afflict the character 
with temporary “Pyromania’” as per the “total” version of the Karmic 
Manifestation, or it will instantly trigger the same in those who suf- 
fer from it. Strangely, a Stone of Pyrus must be voluntarily surren- 
dered by the character for the curse to end, and that requires a suc- 
cessful WILL Save. FMV: 10,000. 


Krystall Orb: This brilliant fist-sized Purple Krystall allows the 
character to scry any scene or person named by the character. The 
character may then view them at will, following them about their 
activities, or panning his view about the general area, for a duration 
of one Combat Round per point of WILL. This may be employed one 
time per day. The Krystall Orb will not reveal any area or person 
specifically protected from scrying, anyone or anything with a Power 
Attribute of “100,” or protected by Master Magicks. FMV: 500,000. 
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Jewel Of Bad Karma: This accursed jewel (which may be of 
any type) will permanently attach itself to the first victim who touch- 
es it, instantly vanishing from normal reality and merging with the 
victim’s mortal soul, cursing him with the “Bad Karma.” This means 
that one of the victim’s eight Karmic Attributes will soar to “20,” and 
he will automatically pick up a Karmic Manifestation (Creator’s 
choice!). He will not, however, gain any Fate Points for the trouble! 
The Jewel of Bad Karma may only be purged by Master Magick 
“remove curses” or other such soul-curatives. The Jewel will afflict 
the victim until purged, or until the victim dies, when it will once 
more coalesce into this reality, ready to spread its baneful influence 
again. The victim’s Karma will return to normal once the jewel 
departs. FMV: 100,000. 


Shiny objects! Oh, boy! (Kallysto) 


Pearl Of Power: These flawless black pearls, rumored to be pro- 
duced by the Dark Earth Mother herself, may be used as Power 
Batteries. The Pearls of Power contain different amounts of power 
depending on their size. Unlike many other items, the Pearl of Power 
will regenerate its own power over time. 


Pearl Size Power Points Power Reg. FMV 
Knave 100 10 per hour 10,000 
Noble 250 25 per hour 25,000 
Knight 500 50 per hour 50,000 
Emperor 1,000 100 per hour 100,000 


Superior Power Stone: These flawless, sparkling jewels are 10 
Carat “chunks” of the Power Stones. They act as Power Batteries and 
function as do the Pearls of Power. 


Stone Type Power Points Power Reg. KFMV 
Sunstone 10 10 per hour 5,500 
Moonstone 50 10 per hour 7,500 
Starstone 100 25 per hour 17,500 
Bloodstone 250 25 per hour 25,000 
Black Quartz 500 50 per hour 50,000 
Rainbow Quartz 750 50 per hour 75,000 
Purple Krystall 1,000 100 per hour 100,000 


Orb Of Power: The Orbs of Power are flawless Purple Krystals 
of the Good Earth, or The Dragon. The Orbs are Power Batteries and 
function as do the Pearls and Superior Power Stones. The Orbs of 
Power are about as rare as any non-artifact items may be. 


Orb Type Power Points Power Reg. FMV 

Dragon’s Claw 1,000 100 per hour 100,000 
Dragon’s Fang 1,000 250 per hour 175,000 
Dragon’s Eye 1,000 1,000 per hour 550,000 


Things Magick, Shinies & Pretties 


Z-Sar: The Z-Sar appears as an ethereal, translucent crystalline 
thistle down. It is semi-sentient, and can “merge” into its host, in 
effect becoming part of his Power Pool. Once merged, the Z-Sar will 
grant the character an additional 1,000 Power Points that will act as 
the character’s own. It will “die” once the character dies; otherwise, 
it is quite permanent. Hoard as many as you like, because this is one 
Power Battery which doesn’t occupy a Power Foci Slot. FMV: 
1,000,000. 


We flee, heroically...(Glyph) 


Soulstones 


Soulstone: These contain both the physical and spiritual essence of 
some creature, person, or thing as per the Necromancy spell, 
“‘Soulstone.” There are three basic types of Soulstones: 


Soulstone Type Powers 


Attributes 1 attribute of imprisoned victim 

Innate Abilities natural AP, weaponry, or special 
power of victim 

Power up to 1,000 Power Points from 


victim’s Power Point Pool 


For the normal “Soulstone,” the Creator may select any one of the 
three types of Soulstones, and any one applicable power from the 
possibilities listed. The powers, of course, were supposed to have 
been “set” by the original caster of the spell, but the Creator can fix 
them up as he wishes. So long as the Soulstone is upon the charac- 
ter’s person, he may draw upon its power as if he were the creature 
itself. Destroying the Soulstone will result in the creature’s immedi- 
ate release. FMV: 10,000 per level or Kill Factor of the being impris- 
oned. 


Greater Soulstone: Like the Soulstone, the Greater Soulstone 
contains the essence of some creature, person, or thing as per the 
Necromancy spell, “Greater Soulstone.” Unlike the mere Soulstone, 
however, the Greater Soulstone allows the character to use up to three 
powers of any type from the imprisoned victim. FMV: 50,000 per 
level or Kill Factor of the being imprisoned. 


CLOAKS 


Unless otherwise noted, Cloaks require one Action Phase to activate, 
and will continue to operate until the character deactivates it. Cloaks 
normally are impregnated with at least one Ingot of some Exotic, 
though they may appear to be quite “normal” to casual inspection. 
Most Cloaks vary in size, cut, shape, form, and general taste, all in 
accordance to the whims of the original manufacturer. Therefore, 
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Things Magick, Cloaks 


many different sizes, shapes, and colors are possible (and are left to 
the Creator to determine). Since by this point we’re confident that 
you’re quite familiar with the artificing process, and what it can yield, 
we’ve decided to toss in a few “abnormal” Cloaks which defy the 
normal parameters (you can add/ignore the rest of the possibilities, 
Creator). 


Cloak Of Levitation: This allows the character to levitate at 1 
CMR for as long as he desires. FMV: 50,000. 


Cloak Of Stealth: This grants the character the skill “Stealth,” or 
boosts his own Stealth by 1 Mod. The character’s own GovAttribute 
(DEX) will determine his Skill Roll. FMV: 50,000. 


Cloak Of Gliding: This allows the character to glide at his nor- 
mal CMR for as long as he desires. FMV: 100,000. 


Cloak Of Darkness: This allows the character to project the 3rd 
Order Necromantic spell “Darklight” at will. The character may see 
normally, of course. FMV: 150,000. 


Cloak Of Flight: This allows the character to fly at 3X his CMR 
for as long as he desires. FMV: 150,000. 


Cloak Of Disguise: This allows the character to perform the 4th 
Order Enchantment spell “Disguise” at will. FMV: 200,000. 


Cloak Of Libra: This bright, starry Cloak will continuously pro- 


tect the character with the 5th Order Astromancy spell “Balance of 
Libra.” FMV: 250,000. 


Cloak Of Reflection, Attacks: This grants the character 
continuous protection, as per the 6th Order Wizardry spell “Shroud of 
Reflection, Attacks.” FMV: 300,000. 


Cloak Of Reflection, Magicks: This grants the character 
continuous protection, as per the 6th Order Wizardry spell “Shroud of 
Reflection, Magicks.” FMV: 300,000. 


Cloak Of Invisibility: This potent item allows the character to 
use the 7th Order Enchantment “Invisibility” spell at will. FMV: 
350,000. 


Cloak Of Shadows: This potent item allows the character to per- 
form the 7th Order Enchantment spell “Shadow Portal” at will. 


Additionally, the character may perform the 6th Order “Shadow 
Form” once per day. FMV: 380,000. 


Cloak Of Protection: This great item will automatically ward 
the character from one physical attack per Combat Round. It will seek 
to ward the first successful attack directed at the character in the 
Combat Round. No CV Roll is necessary for the Cloak to ward the 
attack. This will take place under any condition, even total darkness. 
It will not ward vs. artifacts, however. FMV: 1,000,000. 


BOOTS, GLOVES & THINGIES 


The same rules apply here with the Boots, Gloves & Thingies as with 
the Cloaks, if only for purposes of activation and description. Boots, 
Gloves, Gauntlets, and Bracers work only as mated pairs, and will not 
provide any magick at all if donned singly. Girdles are of the big, 
broad, masculine looking variety, in case you’re wondering. 


Boots 


Boots Of Happy Feet: Once donned, these cursed boots will 
function as Boots of Speed until actual combat, when they will sud- 
denly cease their disguise as Boots of Speed, and suddenly cause the 
character to get “happy feet.” This terrible curse will cause the charac- 
ter to suffer spastic, twitching, muscle contortions, effectively causing 
him to suffer the penalties of a “Devastating Critical Hit” until combat 
ends. The Boots may only be removed by a Master Magick “remove 
curse” type spell, or by the death of the character. FMV: 10,000. 


Boots Of False Prints: These will allow the character to leave be- 
hind a trail of prints from any creature or person he “names” when 
activating the boots. Size and mass of the creature or person are not fac- 
tors. What is a factor is that in order to leave false prints of a certain 
creature, the character must first step in or on the actual print of the 
creature in order to store the print in the boots’ “memory.” FMV: 
50,000. 


Boots Of Jumping: These “high-tops” allow the character to leap 
like a Loon. In a single Action Phase, the character may leap up to 2X 
his CMR forward or backward, and up to 1X his CMR straight up. 
With a running start, however, the character can cover an amazing 5X 
his CMR forward, and 3X his CMR straight up! FMV: 100,000. 


Boots Of Speed: These grant the character 2X his CMR. These 
function continuously, and have no need for activation during combat. 
FMV: 50,000. 


Boots Of Stealth: These grant the character the skill “Stealth,” or 
boost his own Stealth by 1 Mod. The character’s own GovAttribute 
(DEX) will determine his Skill Roll. These function continuously. 
FMV: 50,000. 


Boots Of Dodging: Unlike the normal Combat Dodge, which the 
character must make with a Save vs. DEX, the Boots of Dodging auto- 
matically make the Save for the character, with no roll needed. This 
power may be called into play once per Combat Round. The PC must 
still burn an Action Phase in order to do this. FMV: 100,000. 


Boots Of Critical Kicks: These will allow the character to inflict 
2X damage on a “normal” hit (a “kick,” that is), and 3X damage on a 
Critical Hit. FMV: 100,000. 
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Gauntlets, Gloves & Bracers 


Gloves Of Snifing: These will grant the character the 


“Pickpockets” skill, or will grant a +1 Mod to this skill if the charac- 
ter already possesses it. FMV: 50,000. 


Bracers Of Defense: These grant the character an extra +5 to his 
DV Rolls. FMV: 50,000. 


Bracers Of Accuracy: These grant the character an extra +5 to 
all of his AV Rolls. FMV: 50,000. 


Gauntlets Of Strength: These grant the character a STR of 20 
for as long as they are worn. If STR is already higher than 20, then 
neither a bonus nor a penalty are assigned. FMV: 500,000. 


Bracers Of Supreme Accuracy: These superior Bracers grant 
the character an extra +10 to all of his AV Rolls. FMV: 500,000. 


Visors & Shades 


Gloom Sight Shades: These fantastic “Oakleys”-looking shades 
grant the wearer Gloom Sight as long as they are worn. FMV: 
150,000. 


DetectoShades: These grant the character the Magick Sense 


Special Power while worn. The sense, obviously, is the sense of sight. 
FMV: 500,000. 


InfraShades: Resembling the Gloom Sight Shades, these grant 
the wearer Infravision as long as they are worn. FMV: 250,000. 


UltraShades: As above, these grant the wearer Ultravision as long 
as they are worn. FMV: 250,000. 


Sammy Shades: These fantastic shades grant the wearer the 
combined powers of Gloom Sight, Infravision, Ultravision, and 
Magick Sense, as per above. Each power is toggled by dialing it up 
on a rheostatic device set flush into the left and/or right temple area 
of the shades. Only one power may be used at a time. FMV: 
1,000,000. 


Mokarr Slave Visor: This horrid technomagickal device, typi- 
cally worn by Servitor Trolls, “hardwires” its victim for “remote con- 
trol driving” via a remote driver, who sees what the victim sees, and 
who can control the victim—totally control—at his leisure. The Slave 
Visor’s psychoactive micro-tendrils will bore through any AP of 10 
or less once it is donned, and will assume control of the victim’s brain 
unless a Power Save is made. Once donned, the visor cannot be 
removed without destroying the victim’s brain, and thus the victim. 
FMV: 1,000,000. 


Things Magick, Storage & Summons 
STORAGE & SUMMONS 


Unless noted otherwise, the “summons” items are similar in function 
to the effects of the 6th Order Spellsinging spell “Word of 
Summons,” while the “storage” items are similar in function to the 
effects of the 7th Order Sorcery spell “X-Space.” Both are quite per- 
manent, however, and require no power to make them function. 


Frank N’s Stein: This unusual stein has the unnerving “Party 
On!” ability to remain filled to the brim with whatever “normal” lig- 
uid is originally placed within it, and never to drain for the duration 
of the night, though it be slammed, chugged, and consumed like mad- 
ness itself. Once dawn breaks, however, the party’s over, and the con- 
tents vanish—but come nightfall, the madness can start again! FMV: 
50,000. 


Quiver Of Summons: This convenient quiver allows the char- 
acter to “name” up to seven different types of arrows, bolts, vials, or 
any other small hand-held item weighing less than one pound, and to 
“summon” it to his waiting hand by whisper, word, or shout. The stor- 
age limitation mandates that no more than seven items may be stored 
per each one of the seven “slots” (for a total capacity of 49 items). 
FMV: 350,000. 


Bracers Of Summons: Similar but superior to the Quiver of 
Summons, the Bracers allow the character to name, store, and sum- 
mon only one item per each of its seven slots, but the one pound 
restriction is no longer in effect. Instead, the Bracers can store what- 
ever item the character can grasp and wield as normal (like that 
Warhammer, or Mojo-Mazumba, or whatever). FMV: 500,000. 


X-Bag: This can hold up to 10 cubic feet of goods per level of the 
enchanter within its extradimensional confines. FMV: 350,000. 


Girdle Of X-Space: Up to 500 cubic feet of goods may be stored 
within its voluminous confines. The entry to the X-Space is normal- 


ly concealed behind a rather large belt buckle, and may be accessed 
simply by twisting the buckle to the side. FMV: 400,000. 


X-Backpack: This handy item can store up to 1000 cubic feet of 
goods within its extradimensional confines. Although it is much more 
bulky than either the X-Bag or the Girdle of X-Space, the X- 
Backpack is extremely handy for hoarding tons of loot. FMV: 
450,000. 


Bag Of Chaos: This item, apparently created by the Eternals, 
allows the character to duplicate the effects of the Sth Order 
Enchantment spell “(Conjure Creature” simply by reaching into the 
Bag of Chaos, muttering a nonsense phrase (“Hey, Rocky!”), and 
then producing with a flourish the Conjured Creature he desires. The 
Bag of Chaos takes but one Action Phase to employ, yet it may be 
employed but three times on any given day. Although the effects of 
the Bag of Chaos are as per the spell “Conjure Creature,” it is not nec- 
essary for the character to have prior knowledge of the creature he 
desires to produce. Knowing the Eternals, the conjuration will have 
at least one telling, nonsensical, faulty quality about it anyway... 
FMV: 500,000. 
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Things Magick, The Weird Stuff 


Bag Of Transmutation: This potent item, whose interior is 
lined with Ultima, can transform one “normal” Coin (Led, Kop, Star, 
Eagle) into one Exotic Coin in but 24 hours. The normal Coin must 
be placed within the Bag of Transmutation, then the command word 
for the Exotic desired must be spoken (and this requires the knowl- 
edge of the command words, which requires a lengthy “identifica- 
tion”). The Bag of Transmutation holds all the command words for 
all the known Exotics. The process must remain uninterrupted, else 
the Coin is lost. Only one Coin may be transmuted per 24 hours. 
FMV: 1,000,000. 


Void Bag: This creepy black bag is actually a one-way gateway to 
the Void itself, and anything placed within its rather small orifice (it’s 
about a foot wide fully stretched) will instantly become quite null and 
Void. Fun for tossing over the Bad Guy’s head in the heat of combat! 
FMV: 1,000,000. 


ROCK’N’ROLL 


Unless noted otherwise, these items require a successful Music Skill 
Roll in the appropriate category of Music to operate successfully. 


Open Chime: Once struck, this dainty chime will cast the Ist 
Order Spellsinging “Open” spell. No Skill Roll is necessary. FMV: 
50,000. 


Lute Of Cacophony: This ornate instrument will cast the Sth 
Order Spellsinging “Cacophony” spell three times per day. Other 
music played upon it will be of the most rancid, discordant variety 
imaginable. FMV: 250,000. 


Shatter Horn: This wicked item, enchanted from a Wyrm’s horn, 
will cast the 2nd Order Spellsinging “Shatter” spell as many times as 
one can stand it, and the 4th Order Spellsinging “Shattershout” spell 
three times per day. FMV: 200,000. 


Instruments As Weapons: Your instrument can be used as a 
weapon! If your PC has to use his instrument in combat, however, we 
suggest that he be treated as “‘Non-Proficient” with the instrument 
(unless he’s crafty enough to take a “Weapon Training” with his 
instrument), and we also suggest that a special “Save” be made each 
and every time he uses his instrument to whack someone, to see if his 
instrument held solid, or broke into useless (but valuable and Exotic) 
shards. To make the Save, the character must roll a “10” on a d20. For 
each Total DC of the instrument, he may add 1 point to his die roll. 


Save = 10 - Yotal DC of instrument 


In Case You’re Wondering: We’ve used a rating of DC 1 for 
“Harps” and “Lutes”; a DC of 2 for “Guitars”; and a DC of 3 for “7- 
Strings.” 


THE WEIRD STUFF 


Unless otherwise stated, all of the following items must be employed by 
spellcasters (those who can “trigger” the magick words that make the 
items work). Any spellcaster will do in most cases for most items. 


Auto-Rope: This compact bundle of silk can be commanded to 
stretch up to 100 feet and attach itself to any surface that is not composed 
of an Exotic material. It’s up to the character to negotiate it, however. 
Anyone can use this. FMV: 25,000. 


Astrolabe: This astrological navigational aid allows the spellcaster to 
use the Ist Order Astromancy “Navigation” spell up to three times per 
Night. FMV: 25,000. 


Dice Of Divination: This set of 13 dice, emblazoned with weird 
zodiacal signs, allows the spellcaster to use the Ist Order Astromancy 
“Divination” spell up to three times per Night. FMV: 25,000. 


Strangle Rope: This 10 foot length of silk, impregnated with ac- 
cursed tears of betrayal, can be commanded to strike any single target, 
and attempt to strangle it to death. The AV of the Strangle Rope is a 
whopping 20. Once it strikes, it will cause and continue to do 5-50 points 
of damage per Phase (all 10 of them!) until the victim drops below 0 Hit 
Points. Anyone can use this. FMV: 500,000. 


Carpet Of Flying: This elaborate silken wonder-rug will comfort- 
ably transport the spellcaster and up to 1,000 pounds of additional mass 
at 1 CMR per point of Power Attribute of its driver during combat (with 
its Action Phases measured at the Action Phases of its “driver’), and at 
10 MPH per point of its driver’s Power Attribute during non-combat 
operations. The Carpet of Flying must “recharge” one hour for every 
hour spent in flight. FMV: 500,000. 


Glory Hand: This gruesome relic, enchanted from the hand of a crim- 


inal hanged at a crossroads, allows the spellcaster to cast the Sth Order 
Necromancy “Death’s Hand” spell at will. FMV: 250,000. 


Mirror Of Scrying: This ornate standing mirror allows the spell- 


caster to scry any scene or person named by the character. It acts other- 
wise as does the “Krystall Orb.” FMV: 500,000. 


Grand Carpet Of Flying: This improved version of the silken 
wonder-rug will comfortably transport the spellcaster and up to 10,000 
pounds of additional mass at the same specs of the Carpet of Flying. 
However, it must “recharge” two hours for every hour spent in flight. 
FMV: 750,000. 


Mirror Of Transport: This potent standing mirror allows the spell- 
caster to scry a scene or locale as per the Mirror of Scrying, then “step 
through” to that very same scene or locale. This is limited as is the Mirror 
of Scrying so far as piercing capabilities are concerned. Transports may 
not be interplanetary, nor interdimensional. Returning may prove to be 
quite a problem for those who cannot return on their own, for the Mirror 
is one-way. FMV: 750,000. 
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Teleportal Tetrahedron: This four-faced sorcerous pyramid allows 
the spellcaster to instantly access any one of four “Teleportals” which he 
has “stored” into the Tetrahedron’s memory. Storage requires but one 
Combat Round, and may be done at any time provided the spellcaster is 
within one hex of the Teleportal. If the spellcaster has no Teleportals, or 
does not have the ability to make any (it’s a 7th Order Sorcery spell), then 
the Tetrahedron will access the Teleportals already stored in its memory, or 
it will randomly access the nearest Teleportal not warded or protected by 
Master Magicks. Any limitations in range or effect are as per the spell 
“Teleportal.” FMV: 750,000. 


Tokens 


Tokens are minor charms of various shape and variety which grant the 
character wearing them a plus to an attribute or some combat-related func- 
tion. Multiple Tokens of the same type will not have cumulative effects. No 
Token will raise an attribute above “20” or Power above “100.” The Mod, 
however, may be used up to the Mod Limit of “5.” 


Token Of... Effect FMV 
Strength +1 STR 25,000 
Speed +1 SPD 25,000 
Dexterity +1 DEX 25,000 
Constitution +1 CON 25,000 
Intelligence +1 INT 25,000 
Willpower +1 WILL 25,000 
Presence +1 PRE 25,000 
Perception +1 PER 25,000 
Power +1 POW 10,000 
Mods +1 Mod (any) 25,000 
Offense +1 AV 25,000 
Defense +1 DV 25,000 
Combat +H CY 50,000 

Miniatures 


Miniatures are magickally miniaturized “real” objects and items that 
instantly spring back to their full normal dimensions once their command 
word is spoken, serve their purpose, then magickally return to miniature 
size once the appropriate countermand word is spoken. Since they are 
“mundane” items, useful to all professions, their command words are 
usually non-magickal in nature. Miniatures require one Action Phase to 
activate, and one Action Phase to deactivate. They will remain in one 
state or another until the command or countermand is spoken. In their 
“small” state, they are about the size and mass of tabletop FRP minia- 
tures. 


Miniature Wall: This will become a simple stone wall measuring 10 
feet tall, 10 feet wide, and one foot thick. It will require 100 points of 
damage to destroy. FMV: 10,000. 


Miniature Ladder: This will become a “‘fireman’s” ladder that can 
span 30 feet, and accommodate up to 1,000 pounds of mass at one time. 
FMV: 10,000. 
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Miniature Wagon: This will become a fully functional wagon, 


coach, or other similar conveyance (Creator’s choice). Draft animals are 
not provided. FMV: 10X FMV of conveyance. 


Miniature Weapon: This will become a fully functional Conven- 


tional Weapon or Conventional Sword (Creator’s choice of Weapon type 
and Weapon). FMV: 10X FMV of weapon. 


Miniature Siege Weapon: This will become a filly functional 


Siege Weapon (Creator’s choice of Siege Weapon). Ammunition is not 
provided, however. FMV: 10X FMV of Siege Weapon. 


Miniature Chest: This rather neat item will become large enough to 
hold 5 cubic feet of Loot (or Rations), which can then be “shrunk” back 


down, and spirited away to be “re-grown” at the character’s convenience. 
FMV: 10,000. 


Miniature Tower: This will become a stone tower, or “rook,” which 
will stand 30 feet tall and approximately 15 feet in diameter at the base 
and 10 feet at the top. The Tower can withstand 1,000 points of total dam- 
age before crumbling to dust. Yes, whatever you can fit in a Tower of this 
size can be shrunk down along with it. FMV: 50,000. 


ARMOR 


Armor covers all Armor Types from | to 10 that are found in the 
“Armor” section. 


Types Of Armor: If you’re into random rolling, simply pick up 
a d10, roll it, and allow the result of the die roll to stand for the 
Armor Type found. (Alternately, you can select one of the five 
Shield Types, if you wish.) After that, you’ll be ready to determine 
the type of Exotic material of the Armor. 


Armor Type = 1d10 (consult Table below) 


ARMOR TYPE BASE AP 
Type 1 Soft Leather 

Heavy Cloth 

Furs or Skins 1 


(Small Shield DV +1) 


Type 2 Hard Leather 
Heavy Furs or Skins 2 
(Standard Shield DV +2) 
Type 3 Ring on Soft Leather 
Studs on Soft Leather 3 
(Large Shield DV +3) 
Type 4 Ring on Hard Leather 
Studs on Hard Leather 4 
(Khazak Spiked Shield DV +4) 
Type 5 Scale Mail 
Chain Mail 5 
(Great Shield DV +5) 
Type 6 Banded Mail 
Splint Armor 6 
Type 7 Lamellar Armor 
War Harness 7 
Type 8 Plate Mail 8 
Type 9 Plate Armor 9 
Type 10 Battle Armor 10 


Full-body type armors/suits 
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Exotic Armor: Once you’ve determined the Armor Type, you 
can set about determining the Armor’s Exotic construction. Please 
refer to the “Random Exotics” Table in “Shinies & Pretties.” 


And don’t forget: 
Armor Protection Value = Base Armor Type X The Exotic 
Armor X 
STUFF 


Orunluw’s Shield: This Ironwood small shield grants a total DV 
Bonus of + 2 to its wielder, provided it is actively being employed. 
FMV: 15,000. 


Silversteel Large Shield: This standard-issue Midnight Realm 
shield grants a DV Bonus of 5 to its wielder. FMV: 275,000. 


Zidrae Great Shield: This massive shield grants a DV Bonus of 
10 to its wielder. This may be used only by one with a STR of “20” 
or greater. FMV: 150,000. 


Black Moonlight Bodysuit: Standard gear for the standard 
member of a Mokarr Death Squad, this Armor Type 10, leotard-tight 
bodysuit confers an AP of 50, while encumbering the wearer not in 
the least. FMV: 100,000 


Solara War Harness: This Silestion-designed beauty confers an 
AP of 42 to its bearer. It also grants the trained bearer a DC of 4 to 
strike with its sharp, pointy cesti-spikes. Finally, it grants a special AP 
of 70 vs. all fire and heat attacks. FMV: 300,000. 


Silversteel Chain Mail: This standard-issue Khazak gear con- 
fers an AP of 50 to its wearer. Unlike most Khazak-designed gear, the 
standard-issue suit of chain mail is just that—standardized, and quite 
easily fitted to most humanoid forms. FMV: 525,000. 


Silversteel Full Battle Armor: This Khazak-designed warsuit 
features a unique “puzzle-lock” system, which allows the wearer to 
quickly and rapidly “zip” the armor upon himself (in but one Combat 
Round, or 10 seconds; those of you who’ve attempted to don real 
armor will know just how great this is!). This system may be set like 
a combination lock, which the wearer alone may know; it may also 
be set to his Strength, forcing those of lesser strengths to fail in their 
attempts to force the puzzle-locking mechanisms. Not that something 
that is totally custom-fitted will fit them anyway. This armor confers 
an AP of 100. FMV: 750,000. 


Ultima Bodysuit: This Armor Type 10 full bodysuit covers the 
entire body from head to toe, and wards the wearer vs. all Alchemical 
effects of 1st through 10th Order. Though it provides neither AP nor 
Power Point Potential, it is rather convenient, for it is as comfortable 
and as unencumbering as a full suit of dancer’s leotards. As with all 
bodysuits, other types of Armor (excluding another bodysuit) may be 
worn over it. It should be noted as well that, again, as with all body- 


suits, the head of the wearer may be left exposed if desired, while full 
protection may still be granted. FMV: 100,000. 


Supremium Full Battle Armor: This Armor Type 10 warsuit 
confers an AP of 100, a Power Battery Pool of 1,000 Power Points, 
and Power Regeneration Rate of 1,000 points per hour to its wearer. 
As with most warsuits, this must be custom-fitted exactly to its wear- 
er. As such, it is rare—extremely rare—to slip into and comfortably 
wear a warsuit taken from a lair, or from a fallen foe. FMV: 
1,550,000. 


WEAPONS 


The determination of Weapons should be a carefully considered, 
well thought out exercise—not random at all. We strongly suggest 
that Weapons, of all things, be determined beforehand, and be deter- 
mined in a lucid manner. The section on “Armors” has probably 
given you some idea as to why. If not, then read on. 


What First? First, determine the type of Weapon. 


d100 Weapon Type 

01-33 Conventional Weapon 
34-66 Conventional Sword 

67-99 Racial Weapon 

00 Blaster, Gun or Techno Toy 


What Next? Consult the appropriate Weapon table (in 
“Damage’’), and either use percentile dice to interpolate a selection, 
or just pick one suitable weapon at random. If you’ve chosen a 
“Techno Toy,” “Gun,” or “Blaster,” then feel free to leave it right 
there. There really isn’t a need to determine if one is an Exotic. 
However, for the rest of the Loot, feel free to continue. 


Exotic Weapons: Once you’ve determined the basic type of the 


Weapon, then you’re ready to proceed to the “Random Exotics” 
Table, in “Shinies & Pretties.” 


The Typical Staff: The Staff is a convenient tool for the spell- 
caster. It makes a convenient weapon, as well as a fairly convenient 
Power Battery. The conventional type of staff is the “human” Staff, 
which is approximately five to seven feet in height, and anywhere 
from a few inches in width to a fist-sized girth. The typical Staff has 
a DC of 2, and we have used this as a base for most damage calcula- 
tions. 


The Silestion Double Sun Staff: This unique racial weapon 
(see “Racial Weapons’) is not a true staff at all, as it has double- 
blades on either terminus of its length. 


FMVs Weapons: Sec the section on “Weapons.” 


Hoard! Correct. Below, we’ve listed but a few of the many possi- 
ble examples of Exotic Weapons, employing the “lazy” method of 
FMV determination. Feel free to use the correct one, if desired. 
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Stuff 


Ironwood Mojo-Mazumba: This great Azaar four-handed 
blade grants a DC of 6. FMV: 35,000. 


Adamant Shuriken: This powerful black shuriken grants a DC 
of 4, which is handy for piercing those high APs. FMV: 150,000. 


Gravidium Khazak Trollhammer: This massive warham- 
mer grants a DC of 9. Thanks to its hefty Vector Impact, all normal 
damage is 2X, and all Critical Damage is 3X. (In other words, if you 
roll 33 points of damage, your normal damage would be 66, while 
your Critical Damage, if you managed to land a Crit, that is, would 
be 99.) FMV: 600,000. 


Obsidium Mokarr Blackblade: This standard-issue Mokarr 
Death Squad katana grants a DC of 8, and its Sharpness causes 2X 
normal and 3X Critical damage. FMV: 600,000. 


Silversteel Khazak Great Axe: This axe grants a DC of 10, 
and grants Sharpness, for 2X normal and 3X Critical damage. FMV: 
1,000,000. 


Supremium Starin Sylvan Bow: This bow causes any nor- 
mal arrows fired from it to inflict 2d10 + DC 5 damage (2d10 + 2d8). 
When employed with Supremium arrows, however, the damage is 
raised to 2d10 + DC 10—with each arrow causing massive X2 nor- 
mal and X3 Crit damage! FMV (bow): 750,000. FMV (bow + 10 
Supremium arrows): 1,500,000. 


Shadar Steel Demonian Hate Fang: This two-handed blade 
grants a DC of 10, is Vampiric 100%, causes Doom, and will cause 
all mortals struck by it to Save vs. Power or be immediately doomed 
to the Void. FMV: 1,750,000. 


Zynsh Ultraviolet Longsword: This most impressive blade 
causes all struck by it to Save vs. Power or be doomed to the Void, 
with no normal resurrection possible. Those who make this Save, 
however, will still take 100 points. All normal AP will still apply in 
this case. There are no bonus multiples of damage for Crits. FMV: 
500,000. 


I’m not scared—I'm evil... (Spade) 


Dimensions are being snuffed out... Well, that’ a risk 
that we'll just have to take! (Zolt’R) 
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ARTIFACTS 


Artifacts are items or objects artificed with primal power, or the 
power of true immortals. 


We Suggest: We suggest that in no way, shape, or form should 
these be randomly placed, simply because you rolled a “100” on the 
d100. Not unless the Creator is slick enough to think on his feet, ratio- 
nalize a reasonable explanation (and possible history) as to why the 
artifact is there in the first place, and get away with it without the 
Players suspecting (or caring) just how random and unprepared he 
truly is! 


Identifying Artifacts: This isn’t possible by mortal magick. 
Some artifacts will show up as “grey,” “blank,” or “non-magickal” 
when Identified or Analyzed, while some will project so much raw 
power that the identifier might just be blinded by daring to “read” 
them. The Lore skill, however, can work wonders for identifying arti- 
facts, though not every single power or effect may be possible to dis- 
cern without research. 


DC & AP: Artifacts can utterly defy these, so don’t be shocked 
when they don’t match conventional totals. 


“At Will’: As always, the “at will” means that it takes one Action 
Phase to activate or use. And, unless noted otherwise, all artifacts 
work at will. 


Creation Of Artifacts: This requires primal power and Primal 
Magicks. Although the time necessary, the requirements necessary, 
etc. are left to the Creator’s discretion, there is one simple rule of 
thumb to follow: 


Artifacts must be invested with at least 1 point of primal power 


This “investment,” which may be from 1 to 1,000,000 or more points, 
invests the artifact with its unique powers, and also acts as that arti- 
fact’s “Primal Defense.” This Primal Defense acts as the “Hit Points” 
of the artifact, and, unless noted otherwise, this value must be over- 
come before the item can be destroyed (see below). As you will note, 
some of the artifacts have extremely high PDs, seemingly in defiance 
of the “10,000 Power Points = 1 Primal Point” logic. These are items 
which have been “hardened” during their artificing (by an expendi- 
ture of “strictly defensive” primal points) in order to boost their PDs. 


Primal Defense (PD) = number of “Hit Points” of Artifact 


’ 


Note: This is explained in “The Immortal Rules.’ 


Destruction Of Artifacts: This requires primal power, which 
requires immortals, or the completion of a certain sequence of actions 
(a Pact, in other words) which are specifically geared to destroy that 
particular artifact. 
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Example: Kiril’s Krystall Lute can be destroyed by using it as a 
weapon, which triggers a built-in Pact to destroy it. However, it can 
also be destroyed by an application of three points of primal power, 
which will reduce its Primal Defense of 3 down to 0. 

Note: In most cases, simple “mortal” magicks and damage will not 
destroy—or even faze—an artifact. 

“Multiple Component” Note: For those artifacts which have more 
than one component, such as the Blood Rubies of Kadar-Noth, which 
has three separate components, the PD of the artifact is constant 
amongst the separate components. There is no fractioning, and no 
“weak link” in the chain. It is possible, however, to destroy a multi- 
ple component artifact by destroying a single component. 


Artifact Classifications: To emphasize the relative power-rat- 
ings of the artifacts, we’ve divided them into Artifacts, Greater 
Artifacts, and Supreme Artifacts. This is merely a guide, so don’t be 
surprised if some artifact defies traditional classification. 


Classification Primal Range 
Artifact from 1 - 100 
Greater Artifact from 101 - 9,999 
Supreme Artifact from 10,000 on... 


FMVs Artifacts: In the unlikely event of your total insanity, we 
suggest that the minimum FMV be equal to 1,000,000 Stars per point 
of Primal Defense in the artifact. 


Artifacts 


The Ankh Of Azure Light: This beautiful Rellian ankh, set 
upon a jewel-encrusted amulet of purest gold, acts as a 10,000 
Power Point Power Battery, which regenerates at 1,000 points per 
hour; empowers the character to have 1 HP remaining, even after 
“total destruction”; and boosts the PRE of the character up to 20, 
or by one step higher if already above it, while worn. It will oblit- 
erate any “blacklisted by Rel” mortal entity who dares touch it, or 
who is struck by it. Immortals are unaffected by this nasty effect. 
PD: 7. 


The Ball: This demented little “grey putty ball” is in fact a sen- 
tient “living artifact,” capable of any possible Shapeshift (see 
“Shapeshifter”) at will! The only problem with this otherwise 
potent artifact is that anything it shifts into (and itll shift into any- 
thing “commanded” of it by the character) is doomed to be 
“Faulty” —that is, sexually explicit, demented, sick and twisted. 
The Ball prefers to maintain a foot-high phallic form when not “in 
use,” perched upon the shoulders of its “owner” for all to see. PD: 
9. 


The Battle Bracers Of Ulok: These vicious artificed brac- 
ers empower the bearer to automatically parry one physical attack 
per Combat Round; to gain an additional +10 to all of his CVs; 
and to inflict maximum damage on a successful hit with no need 
to roll the dice. To make them even more appealing, they confer a 


10,000 point Power Pool which regenerates at 1,000 per hour. PD: 
% 


Bel’s Lockpick: This simple iron lockpick allows the charac- 
ter to instantly spring any lock, normal or magickal, in but one 
Action Phase. This will not unlock primal locks. PD: 1. 


The Black Book Of The Pit: This horrid tome of darkness 
contains the Truenames of all denizens of the Pit, save for Chthon 
herself. Anyone who dares employ this book risks soul-destruc- 
tion unless he makes a special Save vs. Power at a cumulative 
-1% each and every time he uses a Truename from its corrupt, 
maggot-ridden flesh-pages. The Truenames do not “disappear” 
from the book once used, and may be employed multiple times, if 
one dares. PD: 100. 


The Blood Rubies Of Kadar-Noth: These three matching 
oversized jewels act as superior Power Batteries, capable of 1,000 
Power Points each if separate, yet 10,000 each when matched with 
any of the others (so two would yield 20,000; all three, 30,000). 
The Blood Rubies regenerate their power at the rate of either 100 
(if alone) or 1,000 Power Points (if matched) per hour. PD: 7. 


C’Saren’s Ring: This awesome emerald-studded ring allows 


the character to cast any 7th Order and below spell that he knows 
at will, and for free! PD: 100. 


Golor’s Echo: This immaterial “Living Pact” will attach itself 
to the psyche of the least powerful entity in its presence. It will 
grant this poor sod two Saves in place of one. If the host fails the 
Ist Save, it is instantly allowed another Save. If it makes this 
Save, then all is well. If it fails the 2nd Save (or if the host dies at 
any point), then Golor’s Echo will curse its host to fail its next 
three Combat Saves (with no Fate Points allowed), and then 
instantly vanish, to manifest itself again somewhere else in one 
year and one day. PD: 13. 


The Grail Of The Good Earth: This simple wooden cup 
will grant any good soul who drinks from it one Wish. This power 
works only on the Ist dawn of the month of Midsummer, and is 
granted only to those of the Good Earth after completion of a 
mighty quest. Any creature of the Dark Earth, or any “evil” being, 
will instantly be consumed by divine fire upon drinking from the 
Grail. PD: 12. 


Grasping Glove Of Shardrok: While worn, this slick 
black leather glove makes it impossible to disarm the character. 
Additionally, it allows him to close any X-Space by grasp, as well 
as destroy any Golem or Construct by mere touch. PD: 10. 


Kiril’s Krystall Lute: This purple “krystalline” (“crystal” of 
the Good Earth) lute has double-neck 7- and 14-string fretboards 
which are so slick they seem to almost play themselves. In fact, 
they do. Upon command, any spell cast through one of the fret- 
boards will continue to “fire off” (on each and every subsequent 
one of the character’s Action Phases) from the other fretboard, 
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drawing its power from the battery of the lute, and causing the 
same damage/effects as per the Ist spell (with no more rolls nec- 
essary, as it “clones” it) until willed “off” or until it runs out of 
power. The lute acts as a 10,000 Power Point Power Battery, 
recharging at a rate of 1,000 points per hour. If used as a weapon, 
it will instantly destroy any mortal with no Save possible, but then 
it will shatter instantly. PD: 3. 


The Mantle Of Power: This black hooded cloak allows the 
character to store up to 2X his own normal Power Point Pool with- 
in it, and draw from it as if it were his own. A side effect of this is 
that as long as the mantle is worn, it is impossible to “pulse” the 
caster. PD: 3. 


Masque Of Mandragora: Once donned, this chalk-white 
“Mardi Gras” masque will totally defy any non-primal scrying 
attempts upon its wearer, confer the Special Power “Mind 
Mastery,” render the character immune to any “gaze attacks,” and 
allow the use of any of the 1st - 7th Order Enchantment spells at 
will. Once donned, however, the Masque can be removed only by 
the death of the character. PD: 7. 


The MegaManual: This item will grant the reader a single 
powerful, non-artifact weapon, item, or object (Creator’s choice); 
or, alternately, it will grant the character instant professional sta- 
tus as a Ist level whatever (Creator and/or Player’s choice). The 
MegaManual is awarded only after completion of great quest, and 
then only by the Creator’s strict approval. Reading time is typi- 
cally instantaneous for both. And, of course, the MegaManual will 
disappear after it is read. PD: 7. 


Namo’s Purple Cloak: Artificed by Namo, the Archimage 
(before he became “Supreme God of Magick”), this flowing cloak 
provides Flight at 1OOMPH X WILL; the complete warding of 
three physical attacks per Combat Round; and the complete ward- 
ing of one magickal attack per Combat Round. PD: 7. 


Namo’s Ring Of Power: Artificed as per above, this purple 
krystall-encrusted ring acts as a powerful focus, allowing the 
character to cast all of his magicks through it at an effective rating 
of 2X the character’s own level. It also provides a hefty 50,000 
point Power Battery, which regenerates at a rate of 1,000 per hour. 
PD: 7. 


Nathrak’s Black Book: This eldritch tome, composed dur- 
ing the Fourth Age by Nathrak, the dread Shadar Lord, outlines 
the forgotten techniques for the non-Soulforged, non-Vulcan 
Forged construction of Golems. The Pro Magick-using spellcast- 
er who reads this will be able to construct any and all Golems (see 
“Creeping Death” for the specifics on Golems), provided he has 
the necessary Exotics, the Art Skill Roll required to sculpt the 
Golem’s outline, and one uninterrupted day of con- 
struction/enchantment per Kill Factor of the Golem being con- 
structed. In any event, the maximum Kill Factor of the Golem can 
equal but not exceed the character’s own (so this limits the con- 
struction of the most powerful Golems to only the most superior 
spellcasters). PD: 9. 
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Phantom Gloves: These potent Mysta gloves empower char- 
acters who cast spells of Enchantment to double the effective level 
of their casting ability, as well as providing a 10,000 point battery, 
which regenerates at the rate of 1,000 per hour. PD: 3. 


Prisms Of Projection: These four tetrahedrons of black 
crystal allow the spellcaster to set up a “pyramid of projection,” 
from which he may remotely link himself to any and all Power 
Batteries contained within the pyramid. Once complete, the pyra- 
mid itself will be 10 feet tall at its apex, and may project the power 
of anything contained within its volume to the character linked 
with it. Power may be projected only upon the same plane. All 
four Prisms are necessary for the projection, and all four must be 
placed in perfect alignment for the pyramid to begin its projection. 
Linking is achieved by the inscription of the character’s own per- 
sonal “sign” or “sigil” within the pyramid, which may be done by 
any successful Art Skill Roll, and this is “sealed” with one dose of 
the character’s blood. PD: 33. 


Psi-Smash Helm: This bulbous bluish-purple crystalline 
helm allows the practitioner of Mysticism to smash and destroy 
the brains of his opponents by a simple act of will. The character 
can cause any sentient to Save vs. WILL at -20 or have his psyche 
disrupt, causing the immediate brain-splattering death of the vic- 
tim. Range is line of sight. PD: 3. 


Ral’s Alchemical Minigun: This hellish, backpack-mount- 
ed Ultima gun-rig, artificed by Ral Mokarr, the ingenious but 
demented Shadar Lord, is 2-handed, 7-barreled horror, capable of 
single, burst, and auto-fire (see “Guns’’). It has the storage capac- 
ity of 1,000 doses of Alchemical madness, and an effective range 
of 100 hexes. PD: 3. 


Ral’s Six Shooters: These Ultima “Colt .45” clones, artificed 
as per above, each shoot Alchemical Ultimates. The “red gun” 
shoots six shots of Phlogiston, while the “blue gun” shoots six 
shots of Cryonax (one dose of each per shot). The guns recharge 
at the rate of one dose per 24 hours. Max range is 100 hexes. PD: 
LS. 


Rem’s Skullcap: This artificed Vibrum skullcap allows the 
spellcaster to regenerate 100 Power Points per Combat Round. It 
has no spell-boosting capabilities, however. PD: 2. 


Rollo’s Pulse Crossbow: This slim black hand-bow fires a 
black beam that will “Pulse” the Power Point Pool of any victim 
struck by it (see “The Pulse” for more info). It grants a bonus of 
+10 to its AV. PD: 3. 


Rynd’R’s Lightning Harness: This lightning bolt-deviced 
Solara War Harness grants the character total immunity to light- 
ning and the ill-effects of the element of Time; boosts his SPD up 
to 20, or by one place higher if above that; grants an AP of 100; 
grants a DC of 10 when employed offensively; grants him the Ist 
strike in the Combat Round despite any superior SPD; and allows 
him to move like lightning itself (“Hyper Haste”) one time per 
day. PD: 99. 
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The Shield Of Truth: This Rellian artifact is a great 
Silversteel shield emblazoned with the Great Golden Ankh of Rel. 
The bearer can target a single victim with the shield, and that vic- 
tim will see “The Truth” (or at least Rel’s version of it) and will 
instantly forfeit any and all Codes he holds as “truth”; instantly 
converting into a faithful servant of Rel. This may be used only 
one time per day, and may never be used twice on the same vic- 
tim. Immortals are immune to these magicks. The shield also 
grants a hefty DV Bonus of +10. PD: 7. 


Sceptre Of Dag-Gadden The Destroyer: This spiked, 
massive, 2-handed Shadar Steel horror will strike dead any mor- 
tal that it damages, and consume its soul. The spirit of Dag- 
Gadden, an ancient Shadar Lord infamous for his passion for con- 
suming souls, possesses the sceptre, and will seek to subvert and 
dominate (but not destroy, as he needs a host) any who touch the 
sceptre, causing them to become as twisted as he once was. Save 
vs. Power is necessary to ward off this domination—on each and 
every Phase that the sceptre is touched! Those who submit will be 
doomed to live a life of darkness, and will be forced to believe 
themselves the reincarnation of Dag-Gadden himself! This may 
only be assuaged by the death of the character, or by Primal 
Magicks. There is no Power Potential for this artifact, as all power 
is consumed by Dag-Gadden. The sceptre grants a DC of 10. PD: 
100. 


The Sceptre Of Kandar: This great golden ornamental 
sceptre embodies “The Pact of the Gargantuas,” containing with- 
in it the three Gargantuas (see “Creeping Death” for their stats). 
The bearer of the sceptre is able to summon any of the Gargantuas 
forth to do his bidding, and to force them back into the sceptre by 
mere command. PD: 9. 


Shadow Sword: Nothing more than a 2-handed grey “hilt” 
until activated, the Shadow Sword will flare to a baleful grey radi- 
ance once activated and will cause the victim of a strike to instant- 
ly vanish to the Shadow World. There is no Save. Once there, the 
character must find a way back, or he will most certainly be 
doomed (Shadow is a tough place to exist in for long; check out 
“Creeping Death” for some information on its denizens). The 
Shadow Sword causes no true damage. PD: 13. 


Shy’R’s Phoenix Bow: In the hands of a disciple of Shy’R, 
this simple wooden bow (its only adornment is a tiny Phoenix 
icon) becomes a terrifying weapon of power, granting the charac- 
ter Zen archery of the highest degree; materializing and firing 
mystic arrows which do not have to obey the laws of ballistics! In 
combat situations, the wielder is allowed to Focus as per the mar- 
tial art ability, yet there is no WILL limit to the Focus, save for the 
number of Power Points that he is willing to spend! Despite the 
STR of the wielder, the bow causes 10-100 per strike. PD: 7. 


Sildan’s Stiletto: This grim, cheap-looking black steel blade 
allows the character to Silent Strike even on a normal, non-sur- 
prise hit. It grants a DC of 10. PD: 9. 


Silverstuff: For specs, refer to “Exotics.” This typically occurs 
in one dose batches, with one dose equal to one Primal Point, 
which may be “eaten” by any immortal, immediately adding a 
Primal Point to his own Primal Pool. PD: | per dose. 


Tiara Of Lies: While worn, this Mysta tiara allows the char- 
acter to detect any and all non-primal scrying attempts, and 
choose either to deny the scrying attempt, or “lie” to it, and sub- 
stitute any scene imaginable to the scryer. Only immortals or crea- 
tures with a Power of 100 will be able to detect that the “lie” is not 
quite true. PD: 13. 


The Stargate: This is a permanent manifestation of the 
Astromancy “Stargate” spell. While it is normally “dead” and but 
a mere 10X10 feet, it can be “awakened” by SenZar Mindtouch 
(or any other form of Telepathy, provided the character makes a 
Power Save), and “programmed” to function as a two-way (not 
one-way) version of the spell. It will remain “open” until contact- 
ed once more and commanded to close. The Stargate itself is com- 
posed of simple stone, and studded with astrological symbols. 
PD: 13. 


The Thon Of Doom: This vicious Shadar Steel Thon acts as 
a 10,000 Power Point Power Battery, which regenerates at 1,000 
points per hour; confers the Special Powers of Hyper 
Regeneration and Toughness to its wielder; and doubles as a very 
wicked, very pointed, 2-handed expandable “blade” which has a 
DC of 10 (with the special effects of Shadar Steel, too!). PD: 9. 


Valayan Blaster: This palm-sized, rainbow-shimmering crys- 
talline blaster is the most efficient, most deadly blaster in produc- 
tion within the galaxy-spanning Valayan Alliance (and most of 
known Free Space, too). Normally reserved for the Valayan Lords 
themselves, the Valayan Blaster utilizes the bizarre technomag- 
ickal concept of “Bending & Binding” to generate, store, and dis- 
tribute hellish damage to any and all in its blast-path. The Valayan 
Blaster has 10 settings. 


Damage Charges 


Stun 

Heavy Stun 
1-10 

2-20 

4-40 

8-80 

10-100 
20-200 
50-500 

1000 
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Stun: Victim unconscious for 20 Combat Rounds - 1 Combat Round 
per point of CON. 

Heavy Stun: Victim unconscious for 20 hours - 1 hour per point of 
CON. 

Note: Victims with a CON over 20 are immune to Stuns. 


Like the Dymaxion Mod-1, the Valayan Blaster can leech its ammuni- 
tion from the surrounding environs—except the Valayan Blaster leech- 
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es Magick Power, not gravitons. However, since it is an artifact, there is 
no way to “dampen” the Valayan Blaster’s regenerative capability, not 
even within a power-free, or magickally-pulsed, environment. The 
Valayan Blaster can fire up to 10 charges per Combat Round. Unlike the 
Mod-1 Blaster, however, the Valayan Blaster will regenerate its charges 
at the end of the Combat Round, and will be ready to use at the begin- 
ning of the next Combat Round. The blaster commands a FMV of at 
least 1,000,000 Galactic Credits (see “Blasters” for more info). Alas, a 
CV Roll is required to land a hit, and the beam will strike but a single 
target. PD: 1. 

Note: The Valayan Blaster has been known to take out a starfaring ves- 
sel all by itself—shields, hull, passengers and all. 


Verrin’s Ring: Any victim donning the black iron ring of Verrin, 
Lord of Vampyrs, is doomed to forfeit instantly his mortal soul, and 
become a willing puppet of Verrin’s dark wishes (which the Creator will 
be more than happy to pass along to you). Only immortals are immune 
to this hell-ring’s damnable effects, and only Verrin himself may remove 
the ring and free the victim once it has been donned. PD: 13. 


Void Sphere: The Void Sphere appears to be a cold black crystal 
sphere, resembling a child’s marble in appearance. However, once it is 
hurled and strikes a living, sentient victim, the true nature of the Void 
Sphere is revealed, and the Void itself manifests a small portion of its 
dark power upon the victim, dooming him instantly to the Void. There 
is no Save to resist (so dodge or die!). The sphere is banished once it 
takes a victim, and it will not reappear on the Prime until one year and 
one day has passed. PD: 3. 


The War Harness Of Gor-Gar Bloodbath: This massive 
Zidrae-Solara War Harness, designed for beings over seven feet in 
height, totally wards the character vs. normal and magickal Fire; pro- 
vides an AP of 100 and a DC of 10; and boosts the character’s STR by 
one step. Only those with a STR of 20 or greater may wear this. This 
causes no additional fire damage from the Solara within it. PD: 7. 


Whip Of Domination: This long black bullwhip has the power to 
subjugate the will of those who are ensnared by it. If the victim’s WILL 
is less than 20, then there is no Save to resist, and the whip-wielder can 
dominate the mind of the victim, implanting Suggestions (as per the 
spell) at will, for as long as the whip binds the victim. Those with WILL 
of 20 or higher must make a WILL Save at -50%, else they too will 
become victims. The whip does no normal damage, but it does have an 
AV Bonus of +10. PD: 21. 


Zynsh Power Ring: Based upon the “Prismatic” spells, the Zynsh 
Power Ring comes in nine different styles, with each different style 
corresponding to one of the nine colors. The Zynsh Power Ring will 
emit a searing bolt which will affect one target, with damage and effects 
as per the 7th Order Sorcery “Prismatic Bolt” spell description. The 
character may attack with the ring a max of one time per Combat 
Round. These rings are totally safe to wear. Typically, only one ring is 
found. Ring Types: Infrared, Red, Orange, Yellow, Green, Blue, Indigo, 
Violet, and Ultraviolet. PD: 3 each. 
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The 10 Fingers Of Metallor: Not quite “fingers,” these 10 
finger-fitting Vibrum “thimbles” are artificed to “clone” the first 
magick that is cast through them in a special “bonding” process 
(which requires a Power Save for each finger being bonded). The 
Ist finger will clone a Ist Order spell, the 2nd a 2nd Order, and so 
on up to the 10th cloning a 10th Order spell. The fingers may be 
discovered already bonded, empty, or any combination thereof. 
Anyone may employ them, and the realm of the magick is not a 
prerequisite for “triggering” or “cloning” the spells within the fin- 
gers. PD: 1,001. 


The Axe Of Thrumble: This Khazak artifact, soulforged and 
held by the bloodline of the Kaza Dirge, is a massive, outsized 
double-bladed Silversteel Great Axe. Thrumble can “Sweep 
Attack” with no minuses to its AV, while on a perfect roll of “20” 
it will automatically bifurcate its victim, or take its head (charac- 
ter’s choice). This spectacular effect is long-reaching, and can 
bifurcate any single object it strikes, despite the object’s dimen- 
sions (an upper effect range of 100 hexes is suggested, however). 
On any hit, Thrumble will sever and destroy any magicks of 7th 
Order and below. The special powers of Thrumble may only be 
employed by a true Khazak. The axe grants a DC of 10, and will 
cause X2 damage on a normal hit, and X3 on a Crit. PD: 101. 


The Dagger Of Fatality: Once drawn, this thrice-accursed 
blade forces the one drawing it into a horrid Pact which will force 
him to commit suicide on the spot! There is no Save, and no armor 
protections (save those of primal power) will counter this hateful 
effect! PD: 666. 


The Deck Of Fate: This obscenely powerful deck of placards 
(which resemble ludicrous and bawdy Tarot Trumps, as they were 
designed by the Eternals) has the power to alter the reality (and 
the character sheet) of the character. Typically found in a purple 
carry-bag or elaborate wooden case, the fun begins once the char- 
acter dares to open the container. Once this is done, pale blue and 
arcane purple-black magickal radiance envelops the character, and 
he enters unto a Cosmic Pact whereby he must state precisely how 
many placards he will draw, come whatever may. 


The character has the option of drawing any number of cards, save 
for “none” or “all.” He also has the option of “allowing” others 
present to enter unto the Pact (if they wish to). Failure to meet this 
exacting Pact will not immediately doom the character, but it will 
cause him no small amount of future pain, as the Eternals will no 
doubt come calling on him to exact their “revenge.” (And if the 
character elects to pick, say, two cards, and the Ist one transports 
him away, then he is still technically in violation of the Pact!) The 
Deck of Fate is powered by Primal Magick, and only Primal 
Magick may undo the effects. In any event, here is a partial list of 
the possible cards awaiting the character: 
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Trump Effect 

The Loon goes permanently stark raving mad 

Void Where 

Prohibited transported to the Void 

The Mo-Ron INT reduced to 3 

You Ain’t Cool! PRE reduced to 3 

Fate This! will fail next Save, no Fate Points allowed 

The Loser all material wealth, including magick items, 
vanishes forever (property too) 

Captain Howdy _ gains bitter enmity of Demon Lord 

E-I-E-I-Oh No! gains perpetual enmity of all farm animals 

The Bitch instantly changes sex 

Pigs In Space! transported randomly 1d100 parsecs from current 
location 

Random Loot gains 1,000,000 Stars in Misc. Loot 

Random Stuff — gains Misc. Magick Item (must be rolled 
randomly!) 

Mr. Mod gains a free 5 Mods to distribute as desired 

Stat Boost any | attribute goes up by 1 point, up to a max of 
20 

The Joker granted 1 Wish, but only to affect another 

The Hoarder granted 1 Wish 

Stat Max any | attribute zooms up to 20 

Throwback allowed to use this card to instantly void another 
card’s effects 

! gains 1 Point, to be used whenever 
Pick Card Any card, Player’s choice 


There are 22 Trumps, and we’ve included 20. You can determine 
them by random d20 die rolls, or you can simply pick them out 
(the Creator, of course, not the Player). Once all the draws have 
been made, or once the character vanishes into thin air, the Deck 
of Fate vanishes. PD: 9,999. 


The Eye Of Chaos: This putrid parasitic entity, whose phys- 
ical form appears to be a fist-sized “eye” of blazing polychromat- 
ic light, attaches itself to a mortal host, and dominates his psyche 
to do its own dark bidding. The Eye will appear only during the 
last years of the age, presaging the Weirding and playing its 
unfathomable cosmic role as the harbinger of doom by infesting a 
notable mortal of power and prominence—then driving him quite 
mad, and in the process setting into motion events which will 
surely change the world. To consolidate its own place, the Eye 
will grant its host the following powers: the ability to summon a 
full, 9-color “Prismatic Armor” and “Prismatic Sword” once per 
day, for a period of up to 100 minutes; a boost up to 20 for all 
Physical Attributes; a Power Battery effect of 10,000 Power 
Points; and “The Sight” as per the Special Power—though the 
visions will be of the Eye’s own choosing. The departure of the 
Eye will result in the instant death and soul-destruction of its host. 
(We suggest the Eye be used only for NPCs.) PD: 1,001. 


The Ravens Of Nonak: These cartoonishly dreadful black 
ravens will automatically appear to the owner of the Skull of 
Nonak once summoned, will “super-scry” anyone or anything not 
of the highest rank of the immortals for one Combat Round, and 
will “report” the news to the character one Combat Round later, 
dimensions and distances notwithstanding. The bad news is that 
the capricious ravens have a 10% cumulative chance per mission 


to “lie” to the character. They don’t like being summoned more 
than once per month, and they might just lie anyway if summoned 
too frequently. PD: 5,000. 


The Runic Book: This rather large jewel-studded tome will 
grant the reader the answer to any one question, in return for the 
Truename of the reader. The question may concern anyone or any- 
thing, and any knowledge may be granted save for the Truename 
of any Deific Gods, Eternals, or Material Gods who possess more 
primal than does the book itself. Consulting the Runic Book takes 
but one Combat Round, and the “Truename’” extraction is quite 
painless (the book won’t use it against you, but someone else 
might, unless you’re a powerful immortal). The Runic Book may 
be consulted but once by any single being. PD: 9,999. 


The Shadowcloak: This silver-grey hooded cloak provides 
anti-scrying protection which will ward the character versus any 
and all non-primal scrying attempts, as well as empowering the 
character with the ability to enter the Shadow World at will (with 
the choice of employing any of the Enchantment “Shadow” 
spells). The Shadowcloak can store and retrieve up to one cubic 
mile of goods within its shadowy confines (as per the “Ultimate 
X-Bag’”’; see below). Finally, it provides a bonus of “+7” to any 
and all “d20” Saves and a bonus of “+42” to any and all “d100” 
Saves or Skill Rolls while worn. PD: 101. 


The Skull Of Nonak: This oversized, purple, energy crack- 
ling “ram skull helm,” artificed by Nonak, the Supreme God of 
Magick, entraps the spellcaster who dons it within a highly benef- 
icent, yet eventually disastrous, Supreme Pact. The benefits are a 
Power Pool Power Battery of 100,000 Power Points, regenerating 
at 10,000 points per hour; all magicks cast through it are effec- 
tively at 2X the caster’s level; it automatically negates any spell 
known by its owner; and it allows the summoning of “The Ravens 
of Nonak” (see listing). The bad news is that the caster loses all 
Power Points and spellcasting ability once the Skull becomes sep- 
arated from his head. This may only be achieved, however, by 
another, and only once the caster slips into negative Hit Points. 
PD: 9,999. 


The SoulSword: This gleaming silver crescent-moon katana 
acts as a mere DC 10 blade in the hands of a non-Mystic. Yet, 
when in the hands of a trained practitioner of Mysticism, it reveals 
its true power, able to become “immaterial” and merge into the 
caster’s own soul, to be summoned silently forth and banished at 
will. Those struck by the fully activated blade will take no “phys- 
ical” damage, yet will take “Ki Damage” (Power Point) damage. 
Once struck, the victim is allowed a Save vs. Power. Those who 
fail are instantly drained of their full Power Point Pool, and hence 
are soul-sucked; their eyes filming over and becoming glassy, life- 
less caricatures of things living. Those who make their Save are 
not safe yet, for the character can cause them to take as many 
points of Ki Damage as he is willing to expend from his own 
Power Point Pool (on 1:1 point basis). Those who are drained to 
0 by this are doomed, as per above. There is no “armor,” save 
Primal Magicks, to counter against this baneful soul-sucking 
effect. PD: 101. 
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Tark: This mighty Mojo-Mazumba (Azaar 4-Hander) is a true 
“Demonblade,” an embodiment of an Asperim Demon (one of the 
“lost demons” of the Pit). Besides its whopping DC 10, it inflicts 
unique greenish gales of “Hellfire” damage (see 5th Order 
Necromancy) upon those struck by it when commanded. Hellfire 
damage is an extra 1d100, and may be invoked one time per day 
per point of WILL of the character. Additionally, one time per day, 
the wielder may banish any Demon by brandishing the blade and 
invoking the ancient “Asperim Pacts.” This will affect any Pit 
Creature with the exception of Chthon herself. Only those with 
STR of 20 or greater may employ this blade. PD: 101. 


The Ultimate X-Bag: Appearing as a simple purple tobacco 
pouch, this superior X-Space is in fact a “pocket dimension,” and 
it can store up to 10 cubic miles of goods within its confines. 
Items going “in” must be “named” for purposes of retrieval, and 
the “name” must be invoked in order to retrieve the item. 
Retrieval acts as a Zen Quickdraw, so any items stored within may 
be retrieved and employed in the same Action Phase. PD: 149. 


Warhawk’s Avenging Talons: These ancient Shy’R Honor 
Blades, passed down from Shy’R Warrior to Shy’R Warrior since 
the Fifth Age, are composed of a Solara-Supremium alloy, and 
honed to a supreme sharpness which cuts not merely flesh but the 
souls of the dishonorable. Normal cuts strike for 2X damage, 
while Criticals strike for 3X damage; and any “death blow” will 
result in “bifurcation” of the victim. Against the dishonorable (or 
those with “Dark Earth” or “evil” Codes or Karmic 
Manifestations), any AV Roll is automatically “focused” (see 
“Martial Arts”) at the maximum possible bonus for the character’s 
WILL, and any blow from these paired blades strikes for maxi- 
mum possible damage, with no damage roll necessary. PD: 101. 


Supreme Artifacts 


The Armor Of Invincibility: Rumored to have been artificed by 
Maelstromm the Mad, this fantastic, form-fitting, chrome-like “bodysuit” 
of Full Battle Armor is composed of Silverstuff, and totally wards its 
wearer versus any and all non-primal magicks, while providing total 
immunity to any weapon which cannot cause primal damage. Unfortu- 
nately, even though the armor is practically invincible (at least as far as 
mortals are concerned), primal will cause damage to the character on a | 
Primal Point:1 Hit Point basis. 


The armor can be “‘summoned from within” once it has bonded itself to 
the character, and will remain with him (and him alone) until his death, 
when it can once more bond itself with a new host. Bonding requires the 
burning of a Fate Point (there’s no other way to “express” the “Save” — 
unless the character has perfect 100s in all attributes, when the Fate Point 
is no longer necessary). The armor only provides protection while it is 
“outside” or summoned upon the character (so it’s not uncommon for 
some hoarders to “leave it on” at all times). The character may wear no 
other form of armor or AP protection (natural AP is okay, though) while 
in possession of the Armor of Invincibility. PD: 10,000. 


Drgga & The Three Arrows Of Annihilation: This gnarled, 
twisted black stringless artifact is capable of totally annihilating even the 
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most powerful of the immortals. Each Action Phase, the character can 
loose one Arrow of Annihilation, which will “appear” upon “firing” the 
stringless bow, and will automatically strike its designated victim, so long 
as it is within sight of and on the same plane as the character. The effects 
of Drgga are cumulative: The Ist arrow will totally annihilate any mor- 
tal, destroying utterly his soul; the 2nd to strike the same victim will total- 
ly annihilate any immortal under 100th level; while the 3rd to strike will 
annihilate even the 100th level immortal. Drgga will remain in the pos- 
session of the character until he dies or until that fateful day when the 3rd 
arrow is finally loosed. Then, it will vanish, to reappear only when a New 
Age dawns. (Sure, it’s powerful, and there’s no defense from it except by 
not being there to get shot at—but it’ll still take time to kill the Bad Guy. 
Any primal energies from the vanquished immortals will be consumed 
by Drgga, and will not be available to hoard, so take note!) PD: 10,000. 


Fresswelle: In appearance a pale-blue, vector-lined abstraction of a 
longsword, Fresswelle is in fact the living embodiment of the Sphere of 
Time, and the be-all, end-all living link between the Time Lord (destined 
to bear the blade, so-called because he becomes truly “immortal,” and 
immune to the ravages of Time) and his home “plane.” 


Fresswelle can be commanded to Super Haste or Hyper Haste the wield- 
er at will, with no need of any Save to avoid ill-effects at the terminus of 
the temporal jaunt. No ill-effect from any “Time” magick may afflict the 
wielder. Upon command, Fresswelle will instantaneously “age” the 
wielder any given amount of time, allowing him to heal, recover points, 
or whatever within a single Action Phase. Also, upon command, 
Fresswelle can Master Warp its bearer to any place imaginable (for all 
things are possible where Time exists). 


No armor or Exotic protection is proof against Fresswelle, and as such 
there is never any AP versus its attack. Fresswelle will automatically age 
anything non-immortal struck by it by as many years as the wielder wish- 
es to age it (this can result in death, or even total entropy if used proper- 
ly). Immortals struck by this blade can, at the wielder’s option, be cut off 
from their “Power Sphere,” any “Power Planes” or “Power Batteries,” or 
struck for “‘Attribute Damage,” which will destroy d100 of any single 
attribute desired, with the appropriate side-effects of losing that attribute. 
(If result is “in between” one of the post-20 ranks, then simply round 
down to the nearest one. Attributes destroyed by Fresswelle are destroyed 
permanently, and must be regained through normal means.) Attribute 
Damage may affect any single victim once, and once only. Any magick, 
including primal, can be severed by Fresswelle. There is no Save. Finally, 
Fresswelle can be summoned and banished like the Soulsword (see list- 
ing). PD: 42,777. 


The Krystallstaff: This irregular, multifaceted purple “krystal!” staff 
is the sign and symbol of power for the Archimage of Krystallmyst, ser- 
vant of The Dragon. In Sidhe, its name translates as “The Dragon’s 
Fang,” or “The Fang of The Dragon,” and against creatures, servants, and 
disciples of the Dark Earth, it acts as such, totally destroying them on a 
hit, unless they make a Power Save, which will indicate that the staff 
strikes for but DC 10 (with X2 Normal and X3 Critical damage, of 
course). The Krystallstaff also acts as a “living library,’ capable of scry- 
ing past, present, and possible futures with a simple WILL Save by the 
character. The character must “direct” it to reveal knowledge, as it vol- 
unteers nothing for free, and each answer requires a WILL Save. The 
character can scry anything not of holy ground-status of the Dark Earth, 
provided it is on the same plane. The Krystallstaff also functions as a 
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potent Power Battery, effectively doubling the normal Power Point Pool 
of the character, and recharging at a rate of 1,000 points per hour. The 
most potent ability of this Greater Artifact is that it allows “free” entry 
into “The Dragon’s Breath,” which means that 10 Fate Points do not have 
to be burned when entering unto the “Dragon Pact.” The Krystallstaff can 
be summoned from within, and no barrier save the Will of The Dragon 
itself may separate the staff from its rightful owner. 


To those who dare to assume the mantle of the Krystallstaff, and thus the 
mantle of the Archimage of Krystallmyst, it should be noted that with this 
awesome power comes awesome responsibility. The character must raise 
his “Good Earth” Code to 20, and he can never let it slip. The character 
must serve The Dragon to the utmost of his ability, and must keep sacred 
the Good Earth, acting as a protector and champion of all creatures good, 
and as a defender against the dark forces of Chthon and the Dark Earth. 
Additionally, should the ranks of the Anshadar Material Gods fall out of 
balance with those of their Shadar opposites, then the character must 
actively recruit new Anshadar (from the ranks of the best mortal cham- 
pions) to replenish the old ranks and maintain the balance. The Dragon 
will, of course, guide the character in these efforts—but that doesn’t mean 
that it’s going to be the least bit easier to achieve, not when Chthon and 
all her dark legions are out for the Archimage’s soul... PD: It’s tied direct- 
ly to The Dragon, and that’s infinite... 

Note: For more information on who qualifies to become the Archimage 
of Krystallmyst, take a look at “The Immortal Rules,” under the Material 
Gods. 


The Seven Swords Of Sharpness: These most potent Supreme 
Artifacts are seven separate blades which only reveal their true power 
once all seven are combined into one blade: The GodSlayer. Each of the 
lesser blades has a name, and the invocation of this name will cause the 
blade to shift its shape into any desired blade form. The lesser blades are: 
Ecstasy, Morning Star, Pain, Whitestar, Blackstar, Evening Star, and 
Forever Silence. Despite their form, they will strike for 2X damage on a 
normal hit, and 3X damage on a Crit. Their DC is 10, despite their form. 
Each of the individual blades has special powers as follows: 


Blade Special Powers 

Ecstasy Victim, uhh, ecstasies to death 

Morning Star Destroys all non primal magicks, and items 
Pain Devastating Crit on each hit 

Whitestar Destroys all Undead hit for damage 
Blackstar Destroys all Mortals hit for damage 
Evening Star Destroys all Constructs hit for damage 
Forever Silence Void consumes victim 


There is no Save to ward the victim versus the special power of the indi- 
vidual blades; dodge them whenever possible. “Constructs” refers to all 
Golems, Homunculi, and other such non-Undead, non-Mortal, non-liv- 
ing things. 


Only the invocation of all seven names upon all seven gathered blades 
will cause the GodSlayer to form. This great blade (which will take any 
desired 2- or 4-Handed blade form) will cause Primal Damage to the tune 
of 1,000 points on a normal hit; 10,000 on a Crit; and will totally destroy 
any being on a perfect “20.” The Primal Damage caused by the 
GodSlayer is taken directly from the immortal victim’s own Primal Pool, 
and is considered to be permanently “eaten” by the blade. Any immortal 
brought down to “0” Primal Points is instantly snuffed by the GodSlayer; 


his primal energies (not to mention his soul) snuffed by the blade. PD: 
1,000,000. 


Skurge: The ultimate in Hate, Skurge, or “The Impossible 
Blade,” is the living embodiment of the First-Spawn of Lord 
Valthrustra, the Shadar Overlord and King of Hate. A Shadar Steel 
SoulSword, Skurge is in appearance a “bastard” blade of extreme 
width and mass; replete with a triple-array of DNA-like purple 
and green runes which burn in demonic syncopation upon its full 
length. In fulfillment of “The Pact of the Impossible Blade,” 
Skurge’s one purpose is to act as a “balance of terror” in The 
Dragon’s Game. As such, it is suited only for the VoidSpawn, and 
his grim destiny of GodSlaying. Skurge will totally soul-suck any 
mortal entity who fails a Save vs. Power, and will inflict DC 10 
to any mortal who makes his Save. All damage is 2X normal and 
3X Critical. Skurge will also sever, cancel, or destroy any non- 
Primal Magick that it strikes. 


Only against immortals is Skurge’s true power revealed. Skurge 
will cause any Deific God or Eternal struck by it for damage to 
make a SoulSave of 110% - 1% per level of the being, or be total- 
ly soul-sucked; the victim’s primal going directly to the wielder of 
Skurge no matter what defenses are employed! Most horribly, 
Skurge will annihilate any Material God it strikes for damage— 
with no possible Save. (The trick here is to actually inflict “dam- 
age” upon the immortal, of course.) 


Skurge may only be summoned from the Void (to whence he is 
banished upon the death of the VoidSpawn who bears him) by a 
three-night ceremony that must take place in the loft of the South 
Tower, that horrid Shadar Steel spire in Zengara, the Forever City. 
Only an Archimage may initiate the ceremony. The VoidSpawn 
chosen to bear Skurge must accompany him each of the three 
nights, and on the third and final night the Archimage must sacri- 
fice his own thrice-bartered soul to free Skurge from the Void. 


The mental communion between Skurge and its host is certain to 
be one of constant bickering, backbiting, snide and hateful com- 
ments, and sadistic, needling black humor. Skurge will attempt, 
whenever possible, to disrupt his host’s mental capacities as the 
fiend attempts to taunt his host to the very edge of madness and 
beyond. Only a successful Save vs. Power by the host will keep 
Skurge at bay, for a while, at least. 


Since Skurge may be used only by a VoidSpawn, and the 
VoidSpawn must serve the Will of The Dragon, and they must 
eventually slaughter immortals to perpetuate The Dragon’s Game, 
we suggest that Skurge, the most potent of the Supreme Artifacts, 
be employed with care, as it definitely spells the doom of any who 
are forced to employ it. PD: It’s tied directly to The Dragon, and 
that’s infinite... 


So, you think the meek will inherit SenZar? (Memnok, ranting to 
a Rellian Priest before claiming his soul with Skurge) 


~S ee FS > 


THE IMMORTAL RULES 


The Immortal Rules deal with life after 20th level. Read on, and 
discover for yourself just how interesting life as an immortal can 
be. 


THE DRAGON’S GAME 


The Dragon’s Game: This is the great cosmic “game” that 
the immortals “play.” While it more appropriately fits the 
Eternals, who hold no illusions as to their rapacious cosmic gam- 
ing, the term collectively involves the three known factions of 
immortals, who play the Game in their own unique ways. The 
Dragon, or life-force of the world, was originally responsible for 
initiating the Game, which involves the active recruiting of new 
initiates into the immortal realms. The Game itself isn’t necessar- 
ily a “game’”’ per se—at least not as mortals understand the term— 
though it does have rules, “winners” and “losers.” 


The Rules: Quite simply, the only rules of The Dragon’s Game 
are to stay alive as long as possible, to hoard as much power as 
possible, and to play the immortal role assigned (as either a God, 
Eternal, or Material God) in order to maintain and perpetuate the 
balance of power in the universe. The Gods and Eternals normal- 
ly play their roles quite well, and follow their own sets of rules as 
best they can. Their own standards (“strict” for the Gods; 
“bizarre” for the Eternals) all but mandate such adherence to The 
Dragon’s Game. On the other hand, the Material Gods, or those 
immortals whose immortal form is “material” or “corporeal,” tend 
to be the most rebellious of the lot, and more often than not play 
the roles of the spoilers in The Dragon’s Game. Their own stan- 
dards, which are much less strictured and structured than either 
the Gods’ or Eternals’, facilitate their iconoclastic roles in The 
Dragon’s Game. 


Winners & Losers: If you make it to the top of your immor- 
tal realm, then you “win’”—but only as long as you’re able to hold 
onto your ultimate power. It’s a lot harder than it sounds, espe- 
cially when every other immortal is out to take what’s yours. 


After 20th Level: After 20th level, or 10,000,000 XP to be 
more precise, the character has the choice of pursuing any one of 
these three paths. The character may choose to ascend to the ranks 
of the chaotically influenced Eternals, and play their great cos- 
mos-spanning games for Points; to ascend to the ranks of the law- 
fully influenced Deific Gods and play their great Ages-spanning 
games of immortality for possession of Spheres; or the character 
may choose to forego either of these “games” and choose instead 
the dangerous path of Material God free agency, playing his own 
“game and owing no allegiance to the immortal powers-that-be. 


Choosing Sides: In any event, no matter the course decided by 
the character, upon reaching 20th level one may rest assured that 
at least two of the three factions will contest openly for the char- 
acter. While the Material Gods are, by nature, a loose body of 
beings who care not whether the character in question lives or 
dies, the remaining two factions, the Gods and the Eternals, have 


The Immortal Rules 


much to gain if they succeed in convincing the newly realized 
20th level immortal to join their ranks. (For the “gains” and why 
they actually get “signing bonuses,” refer to the specific category 
of immortal in question.) Depending upon the relative “value” of 
the newly realized immortal in question, both the Eternals and the 
Gods will go through excessive, if not ridiculous, lengths to assure 
that the character will join their respective camps. Bribery, coer- 
cion, if not all-out Monty Haulism are but a few of the methods 
for “convincing” the character to join their games. There is a 
potential for fun there, considering the enmity which may follow 
in the wake of the character’s refusing the “offer he couldn’t 
refuse.” 


Converting From Realm To Realm: If the offer is too 
good to refuse, the conversion is typically—but not always—at a 
1:1 ratio. For instance, a Material God with 1,000 Primal Points 
would be converted to a Deific God with 1,000 Primal Essence or 
an Eternal with 1,000 Points. 


THE THREE REALMS 


Overview: There are three basic realms of immortality in the 
SenZar System: that of the Material God, that of the Deific God, 
and that of the Eternal. 


The Material Gods: This path of immortal free agency is 
quite easily the most dangerous and unpredictable of the three. 
The Material Gods, or immortals who remain in their material or 
corporeal forms, are those who choose to set their own immortal 
course. They owe allegiance neither to the chaotically influenced 
Eternals, nor to the lawfully structured schemes of the so-called 
“Gods.” This free agency, while freeing them from the proscribed 
paths of immortality which both the Eternals and the Gods seem 
to enjoy, makes them, in effect, persona non grata in the eyes of 
the other immortals. The Material Gods’ freedom from the “‘con- 
ventional” rules of immortality also makes it quite easy for any of 
the other two factions to visit upon them quite “unconventional” 
immortal sport, if not death. Though the Material God may seek 
to remove himself from “The Game,” the three immortal factions 
are, to put it quite bluntly, in direct competition with one another 
in many ways, and it is not unknown for one, or both, of the two 
“opposing” factions to visit harm upon the supposedly “neutral” 
Material Gods simply to eliminate some of the “competition.” 
Conversely, it is not unknown for the supposedly neutral Material 
God to turn right around and visit doom upon his fellow immor- 
tals, all in the name of vengeance. 


The Deific Gods: This is the path taken by those characters 
who feel that they would be better off in a more lawful immortal 
realm. The gods have to play by a fairly strict set of rules. They 
are “bound” to their worshipers, and they wax in power as their 
worshipers increase in number (and wane as their worshipers 
decrease in both faith and number). The gods are extremely 
patient, and are quite willing to play a divine game with moves 
measured in centuries, and not mere days or years (or even hours, 
like the impatient Eternals). Characters who choose this path of 
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immortality can count on an extremely structured existence 
defined by a concrete set of rules by which to live. 


The Eternals: Those who choose this path of immortality 
should prepare for the most insane, controversial, demented 
immortal existence possible. The Eternals devote their immortal 
lives to playing a sprawling, insane, sometimes meaningless and 
never quite comprehensible “game” in which they win “Points” 
for bringing about shame, ruin, and embarrassment to their fel- 
lows, and sometimes to themselves. It all depends upon what the 
“game of the week” is, and what the specific rules of that particu- 
lar game are. It is possible for an Eternal to rise from a mere 
“Freshman” to the higher ranks in meteoric fashion; conversely, it 
is possible for even the highest-ranked Eternal to plummet in rank 
to a mere Freshman. 


IMMORTAL POWERS 


First Primal: This is equal to the character’s Fame on a 1:1 
basis. For instance, if his Fame is 100 (practically the minimum 
necessary to guarantee that The Dragon will notice you and bro- 
ker you as an immortal), then he will gain an automatic 100 
points of primal to call his own, which he can then employ as he 
sees fit. 

Note: These bonuses are repeated in each one of the different 
immortal types in their “Immortal GenPackage,” so dont think 
they’re additional bonuses. They’re not. 


Now that you’re immortal, you can go shopping for attributes 
above 20 and those Immortal Powers. 


HOARD!!! 


What Can I Get Now? Your newly immortal character can 
actually purchase new Special Powers (if desired), save his 
Primal Points to be spent during his adventuring, or he can final- 
ly raise his attributes above “20” by a simple expenditure of pri- 
mal. 


Attribute Score To Get To This Attribute Primal Cost 


20 30 100 

30 40 1,000 

40 50 10,000 

50 ie 100,000 
1S 100 1,000,000 
100 ? 22? 


For true Megalomaniacs only, we offer the be-all, end-all 
attribute of “*”—but only if the Creator is amenable to sheer 
Loon! There are no Saves ever, ever, ever necessary. You are the 
greatest that there is in all creation with an attribute of “*”. Play 
it as you will... 


The Good & The Bad News: The bad news is that it 
actually costs a lot of Primal Points to buy attributes up. The 
good news, however, is that it can be done without having to set 
points aside in the Fate Point Pool (and having to wait an entire 
level for them to “mature”’). Now that your character is an 
immortal, “maturity” is instantaneous, and attributes may be 
increased whenever the character decides to burn his primal to 
do so. 


The Ugly News (or, Perfect Power): The ugly news is 
that all new immortals must have a “perfect” Power Attribute of 
“100” in order to contain all their new immortal essence. While at 
first glance this may appear to favor the magick-using types— 
who probably have been boosting their own Power Attribute dur- 
ing the course of their mortal careers—over the fighting-types, 
who probably have not—this seeming penalty actually balances 
the two adventuring types out such that they both have a fighting 
chance of survival in the super-harsh, super-extreme immortal 
realms. Also, and more importantly, the “100” is an absolute 
necessity for wielding immortal power. With anything less, the 
character would be doomed to a brief but extremely spectacular 
fireworks display as his own “less than immortal” soul explodes 
upon first attempt at his new immortal abilities. 


So What Does This Mean? This means that your character 
absolutely, positively must have a Power Attribute of 100, or he 
will instantly blow up and die a horrific soul-death once he is sub- 
jected to the primal energies necessary to transform him into an 
immortal. 


All new immortals MUST have a Power Attribute = 100, or 
they will blow up and die when subjected to primal energies! 


Note: Its not really that bad. Remember: one Fate Point can raise 
the Power Attribute by one point. It’s not like those other “diffi- 
cult” attributes that take so many points to boost. 


Professions & Primal Power: For the single-professioned 
immortal, this is quite a logical, 1:1 progression. For the dual- or 
multiple-professioned immortal, however, the progression can 
appear to be a bit more confusing. Simply split the primal power 
between the professions when it is awarded, or dole it out in any 
percentage between the professions as desired. Once the points 
are assigned to a profession, they cannot be switched between 
them. So once you’ve assigned them, the die is cast. (So be sure 
you really want to assign those points to that “other” profession.) 


New Professions (Optional): Immortals, like everyone 
else, can learn new professions, if desired. This might become a 
headache, especially when it comes down to keeping track of nor- 
mal XP and immortal XP, and the other pains associated with 
making new levels. Thus, we have to stress that this is entirely 
optional, and up to the Creator. 


Levels & Hit Points: Immortals continue to make levels, and 
they continue to gain Hit Points. Don’t let the multi-level jumps 
confuse you—simply calculate the Hit Points (and other relevant 
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stats, like all CVs and such) as if the character has made all of 
those “missing” levels. 


The “Common” Immortal GenPackage: The newly 
made immortal gets a powerful new GenPackage, which is full of 
potent new Immortal Special Powers. Although the different 
realms’ GenPackages are dealt with in their respective listings, 
there are some powers/abilities that are common to all three 
realms, and these will be noted as “FREE” so you won’t forget 
and burn primal to buy them. 


IMMORTAL SPECIAL POWERS 


ARCHIMAGE: This allows the immortal spellcaster to learn 
and cast new magicks from outside his own normal realm, with- 
out being forced to add another profession. The caster must meet 
the GenMins for that realm’s ProMagick profession; i.e., to learn 
any magick from the realm of Mysticism, one must meet the min- 
imum requirements to become a Mystic. Due to the danger of 
safely tweaking one’s own soul to achieve this power, however, 
the cost is fairly steep, and, as such, is reserved for only the most 
powerful immortal spellcasters. Primal Cost: 1,000. 

Note: You must have a spellcasting profession, or this will not 
work. 


IMMORTAL WARRIOR: This Immortal Special Power 
allows you to violate the normal Action Phase Progression for 
both Professional and Semiprofessional Combat. With an expen- 
diture of primal power, you can buy up your Action Phases from 
a lowly 3 (Semipro Combat max) or 5 (Pro Combat max) to what- 
ever you want! 

To Get To Primal Cost 
40 

50 

100 

1,000 
10,000 
100,000 

0 1,000,000 


Orig. # Action Phases 
3 


Semrtnian sd 
m OOAIA MN 


Explanations: The “Orig. # Action Phases” is the number of 
Action Phases that you currently have. “To Get To” is the number 
of Action Phases to which you desire to raise yourself. “Primal 
Cost” is the amount of primal power to raise your Original num- 
ber of Action Phases to the desired number of Action Phases (the 
progression works the same as the attribute-raising progression). 


The Immortal Rules 
MEGA REGENERATION: This is the ability to regener- 


ate, or to rapidly heal, damage. There are several different rates of 
regeneration: 


Rate To Buy Up To Primal Cost 
*1 Hit Point/hour next 1 

1 Hit Point/minute next 10 

1 Hit Point/Combat Round next 100 

1 Hit Point/Phase next 1,000 

10 Hit Points/Phase next 10,000 

100 Hit Points/Phase next 100,000 
1,000 Hit Points/Phase next 1,000,000 


etc., etc... 


* = True Regeneration 

Explanations: The’ “1 Hit Point/hour” rate is for “True 
Regeneration,” and is FREE to all immortals. To buy it up to the 
next rate of one Hit Point/minute, however, will cost one primal; 
Clc., StCs 


PLANAR TRAVEL: This allows the immortal to ply the 


planes of reality. He must be familiar with his planar destination, 
or else he risks a “blind” transport. This does not enable him to 
move from point to point, only from plane to plane. This is “per- 
sonal” only and requires one Action Phase. Primal Cost: 1,000. 


THE SENZAR MINDTOUCH: The SenZar Mindtouch, 


or the so-called “language of the gods,” is the awesome mental 
ability of the immortal to communicate via a form of superior 
telepathy with his fellow immortals. Through the Mindtouch 
(again, this is the “shortened” name), the immortal can communi- 
cate as if he were standing next to the communicant. Also, “group 
lines” can be set up to allow communication between multiple 
immortals. Physical distance is not a factor, nor is the planar loca- 
tion of the communicants. With a successful WILL Save, the 
immortal may “bring someone through” to his own location via 
this most powerful communication. Both the communicants must 
succeed with the WILL Save, or the attempt will fail and both 
immortals will be unable to employ their Mindtouch for approxi- 
mately one full Combat Round. Regardless of success or failure, 
each party in the transport must expend 1,000 Power Points due to 
the strain of the effect. Multiple parties may be brought through 
simultaneously, though each must expend 1,000 points to do so, 
and each must make his Save, or all will fail. Finally, the 
Mindtouch, being a superior form of telepathy, allows communi- 
cation with any sentient who uses any form of language. While 
this does not grant the immortal the ability to actually “speak” or 
“read” the language, it does allow him to “override” the common 
bounds of mortal language and communicate directly, telepathi- 
cally, with any sentient creature, mortal or otherwise. 


Ability Power Cost Time Required 
Mindtouch 0 1 Action Phase 
Transport 1,000 each 1 Combat Round 


Primal Cost: FREE. 


THE SENZAR SIGHT: This ability (which most immortals 
simply refer to as “The Sight”) has two different facets: magick- 
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oriented “sight,” and “normal” visual aspects. The magick-orient- 
ed facet is very similar to the Special Powers “Magick Sense” and 
“The Sight” (the mortal version), and indeed it functions in much 
the same manner with a few notable exceptions. This superior 
power has no limiting range, and can be employed up to the char- 
acter’s full normal range of sight (or of whatever sense he choos- 
es to substitute for his “sight” sense). There are no prerequisites 
for determining the “type” of magick involved (“good” or “bad” 
or whatever) with a being, spell, spell effect, or magick item. The 
Sight may be employed to determine if an entity is “mortal” or 
“immortal” by reading its auric signature and divining its relative 
power. The only defenses against this latter ability are “perfect” 
WILL Attributes, which will “null” the auric signature of the 
being, or primal defenses specifically designed to “cloak” the 
being’s aura. (Artifacts will fall into this latter category, though 
most mortal magick items will not.) 


The Sight also grants the immortal with the ability to “tweak” his 
own normal vision to scan the extremes of the visual spectrum, in 
effect granting him the Special Powers of Gloom Sight, 
Infravision, and Ultravision. It should be noted that only the char- 
acter’s natural racial visual capabilities will be in effect until he 
“tweaks” the Sight to scan the desired portion of the spectrum. 
Only one of the effects may be employed at any one time (the 
character will be “blind” in any of the other spectra while he is 
“tweaking” the Sight to scan in another). The Sight takes an 
Action Phase to summon, and it then will last until consciously 
dismissed. 


Ability Power Cost Time Required 

SenZar Sight 0 1 Action Phase 

SenZar Sight= Superior Magick Sense, the Sight, Gloom Sight, 
Infravision, and Ultravision 


Note: The part of “The Sight” about receiving revelatory visions 
of the future is just as persistent as ever. Maybe even moreso, as 
The Dragon, in its dual-aspects of the “good” Dragon and the 
“evil” Chthon are the direct granters of the visions. 

Primal Cost: FREE. 


SPELLTHOUGHT: All spellcasting times are reduced to 
one Action Phase by means of the “Spellthought” ability. No 
longer must the higher-Ordered spells be chanted laboriously in 
order to be cast. The immortal can now “abbreviate” any known 
spell and cast it without means of the proper verbal, somatic, and 
material components, in one Action Phase. 


Spelithought = Spellcasting Time reduced to 1 Action Phase 


Primal Cost: FREE. 


TELEKINETIC FLIGHT: This allows the immortal to fly 
by means of Telekinetic Flight. This method of flight is extreme- 
ly rapid, granting the immortal a potential top speed of 1 CMR per 
level of ability. Primal Cost: 100. 


TELEPORTATION: This allows the immortal to will him- 


self to any location on his current plane which he has seen before. 
The caster may make “line of sight” transports, as well as even 
attempt “blind” transports (such as “one mile, straight up”), 
though there is no guarantee of success, and the immortal may 
find himself molecularly bound with some inanimate object (and 
probably quite dead). This is a “personal teleport,” and no others 
may be taken along. This requires one Action Phase. Primal 
Cost: 250. 


TRUEREGENERATION: The limits of True Regeneration 


are fairly easy to comprehend. The immortal can regenerate any 
sort of grievous, traumatic bodily harm inflicted upon him, up to 
and including the loss of “life” and “limb.” For the Deific God and 
the Eternal, the practical limit to this potent ability is that the 
immortal cannot regenerate from damage equal to 0 Hit Points - 
the immortal’s total Hit Points. This is considered to be the point 
at which there is nothing left of the being to regenerate. 


True Regeneration Rate = 1 Hit Point/hour 
True Regeneration TOD = 0 Hit Points - immortal’s total Hit 
Points 


Note: While the Material God may also enjoy this ability, he is 
subject to one small exception—if he loses his head, it’s over, no 
matter the number of current Hit Points. (For the specifics on 
“Immortality & Death,” please refer to the individual immortal 
sections.) 

True Regeneration TOD & “Death”: At “0” or lower Hit Points, 
the immortal is technically “dead,” or, to be more precise, at least 
“unconscious” (unless he has the “Toughness” Special Power). 
The True Regeneration TOD doesnt mean that the immortal can 
fight all the way down to negative Hit Point numbers. It merely 
means that he cannot “die” until his form can no longer regener- 
ate itself from “death.” 

Primal Cost: FREE. 


Fate this, Connorre Mor! (Darokin, ranting) 


I’m new at this “good guy” thing. (Ragnar) 


Can I call myself the secret controller of Voom? 
(Rasmussen) 
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THE MATERIAL GODS tal, and the subsequent transconfiguration of the mortal soul to the 


true immortal soul. (This is the elevation of the seven Power Foci 
of the mortal soul to the nine immortal ones.) 


Level Rank Primal Goal Power Points Power Reg. 

25 Material God 1 15,000 150 

30 Material God 100 20,000 200 When Does This Happen? At any time after 20th level 
35 Material God 1,000 25,000 250 ( hen the ch ter h ined > 
a Wistevial Cid 10,000 50,000 Rah Oy en e character as gained so much personal power that he’s 
45 Material God 50,000 75,000 750 ripe to become an immortal), the character’s actual physical 
50 Material God 100,000 100,000 1,000 death can trigger the transformation into a Material God. 

60 Material God 200,000 200,000 2,000 

70 Material God 300,000 300,000 3,000 ‘6 ” : : > 

i Siateedal God 400,000 400,000 4,000 Death takes many different forms, some of which aren’t neces- 
90 Material God 500,000 500,000 5,000 sarily fatal. The most efficient way to achieve this grand transition 
100 Material God 1,000,000 1,000,000 10,000 is to ingest a dose of Silverstuff, an ultimate Exotic with the abil- 


ity to grant true immortality to those who are ready to become 
mmortal. peu will trigger the “death” of the mortal body 
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dead. The Material God is nothing more than ftest would indeed be ht” on 
despite his nine-Power Foci self, and his potent special immortal _ either side, it’s fairly safe to assume that for most purposes that the 
powers. Anshadar are “good” and the Shadar are “evil.” Further clarifica- 
tion for this is provided by the epithets associated with the two 
sides: the Shadar are commonly known as “The Spawn of the 
Dark Earth,” while the Anshadar are known as “The Children of 
the Light.” (Not that it’s uncommon to see the “Children of the 
Light” act more like the “wicked” Shadar whom they are alleged 


to contest.) 
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Break On Through: The mortal must become the immortal, 
and for him to do so requires his “death.” This “death,” which 
some of the Material Gods refer to as “Breaking Through,” is 
merely the death of the mortal body, which then becomes immor- 


The Immortal Rules 


The Anshadar: These are “The Children of the Light,” those 
immortals who choose the path of The Dragon, the Cause, and the 
Light. The Anshadar gain True Regeneration, as well as all of the 
Anshadar “Sub-GenPackage Powers.” Both Anshadar and Shadar 
gain the unique “Prime Power” (which is explained later on). 


The Shadar: These are “The Spawn of the Dark Earth,” those 
immortals who choose the way of Chthon, the Dark Earth Mother. 
The Shadar gain the same basic abilities as do the Anshadar, as 
well as several abilities which are unique to their own dark ways, 
the Shadar “Sub-GenPackage Powers.” 
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average Demon Lords). As long as the Shadé OVerstep ai 
bounds—like trying to commandeer a small horde of Pit Démons 
who are performing some task for a Demon Prince, or Chthon 
herself (who’s a little bit above a mere ““Druus Lord” in status)— 
then he can usually expect and receive total subservience from 
those Pit-things that he encounters. Finally, this grants the Shadar 
the ability to communicate in Druus, the language of the Dark 
Earth. 
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Spawn Of The Dark Earth = Druus Lord status 
Druus (Language, Level 2) 


Shapeshift: This ability grants the Shadar the power to shift his 
own physical form at will, as per the “Shapeshifter” (see the 
“Freaks” for more info). For the “level” associated with the Shift, 
the Shadar is considered to be at his own level of experience. 


Shapeshift = 1st Order Shapeshift at will 
“Level” associated with Shift = Shadar’s own level 


The Archimage Of Krystallmyst: “Archimage” applies 
to any immortal with the Immortal Special Power, no matter his 
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The Balance: W oduce 2 
“white” or “black” piece to maintain the balance, whether or not 
this new balance will keep is entirely up to the white and black 
forces. For those dark times when masses of Material Gods are 
destined to roam the land, The Dragon will see to it that the 
VoidSpawn (see the “Freaks” section for more info) is introduced, 
just to keep things really even. 
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Primal Power: This is the Material God’s measure of experi- 
ence, and hoarding it is the crux of most Material Gods’ exis- 
tences. Instead of keeping an “Experience Point” goal like mortals 
do, the Material God keeps track of primal power, and uses it to 
establish his “rank” (and thus his level). Unfortunately, now that 
the rules have changed, gaining XP (or primal power in this case) 
isn’t quite as easy as it used to be. 


1 point of Primal Power = 10,000 points of Magick Power 


As with the other immortals, the Material God may “burn” his 
primal power to augment his own reserves of regenerating magick 
power. However, primal power that is burned will not regenerate. 
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difficult than the actual combat. For instance,” al 
Essence from a Deific God’s Sphere will require the Material G God 
to bond with the Sphere, which may just force him to become that 
Deific God, or possibly fight the remainder of that god’s entire 
pantheon (who’ll be seeking vengeance or that fallen god’s Sphere 
for themselves, or even both); to gain the Points of an Eternal will 
require a visit to the Pool to claim that Eternal’s Silver Twist, and 
this must be done before a full convocation of the League, where 
all sorts of hell can (and probably will) break loose. 
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Note: The different immortal terms are explained in their respec- 
tive write-ups. 


Sharing Primal: If two or more Material Gods share in 
defeating a single immortal (or even multiple immortals), then it’s 
acceptable to split the primal points of the victim (or victims) 
between the victors. 

Note: As always, the Creator has the final say here, and may 
decide to apportion the reward as he sees fit. 


The Bottom Line: It’s safer and saner for the Material God to 
combat his own kind, and not to wage war upon the Deific Gods 
and Eternals. A series of cosmic checks and balances makes it 


nprofitab fe for one branch of immortals to wage war upon anoth- 
G # bran 4 al : 
Pe iin mS 


led him takes 
t his own, and 

er the Sdurcé 

~ 

“good” or “evil” agihtg 
resurregl ion’ is possible, al ne igh. 
pious "4 fimal Magicks at p 

fal i in the poor sa . i 


who just k 


9 6 


WA 


. i 
oy din the process. ve 1S case, you can burn the 
‘ ' 


A) 


| he Material God Prir : g Power . 


ip ome Fd 


hick Former 


Pr O 


varia 


e My C 
Of a “trademark? 
Remade him differ¢ 
Prime Powers, since 
be anything imaginable—as long as the Creator can live with the 
Player’s choice of power for his PC, that is. Some notable powers 
chosen can be “Luck,” or “Probability Manipulation”; “Bad 
Luck” (a variation of “Luck”); “Fate” (a combination of both 


st be some- 


“Luck” and “Bad Luck”); “Super Strength’; “Temporal 
Manipulation”; “Entropy” (a variation of “Temporal 
Manipulation”); “Perfect Assassination”; “Soulforging”; 
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“Transmutation”; “Piercing Mysticism”; “Artificing’; and even 
an intensification of being “One With the Phoenix” or 
“WyrmSpawn.” 


A Few Examples Of Prime Powers 


Artificer: This grants the immortal the power to ignore any and 

all Power Saves while artificing conventional items and creating 

artifacts. Additionally, the artificer is the only immortal who is not 

“helpless” while artificing; in fact, he’s at full, normal CVs and 

combat capabilities. Finally, any artificing (conventional or arti- 

fact) can be done in: a mere one Action Phase! Not to be confused 
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Super Boost: This grants the immortal spellcaster the p 
Super Boost ail of his “damage” type spells of Ist - 10th Order, in 
effect allowing him to inflict up to 10X the normal damage per 
casting. Thus, a mere Ist Order Bolt could shatter the max of 100 
points of damage, and could instead inflict anywhere from 1 to 


1,000 points! The caster will still have to pay for the extra points, 
of course. 


Super Focus: This grants the ability to Focus, as per the mar- 
tial art discipline—but there is no “limit” save for the number of 
Power Points one wishes to burn. For each one Power Point burnt, 
the immortal may boost any of his CV Rolls by one point. 


Super Strength: This grants the power to boost the Damage 
Class potential done with a hit. For a mere 10 points of power, the 
immortal can add a single DC to the effects of his hit! Optionally, 
the character can temporarily boost his own STR Attribute a sin- 
gle space for every 100 points spent, with the points being deduct- 
ed from his Power Pool each and every Action Phase he decides 
to “keep it on.” 

femporal Manipulation: This grants the immortal any and 
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sary “boost” to the character in order to pave the way for his 
ascension (or descension, if the character’s patron is of the darker 
bent). The divine sponsor will “bring over” his faithful minion, 
and will grant him a “probationary” status as a newly made 
Godling. The new Godling must faithfully adhere to his patron’s 
wishes, beliefs, and specific rufes, and he must do so until he has 
acquired enough worshipers of his own to advance to the 
“Demigod” rank. This newly made Godling will also be granted a 
low-grade Sphere to lord it over. The Godling must attend his 
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Event Primal Essence Value ; ; ; 

Devout Prayer 1 point per year per 10,000 not regenerate until the worshipers add more Primal Essence to 
worshipers the god’s Sphere. 

Dedicated Temple 1 point per year . ’ . ; 

Sacrifice (monetary) 0 1 point of Primal Essence = 10,000 points of Magick Power 
Sacrifice (other) 1 point per 10,000 Power Points 
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supercharged, of course, and maybe not even then), and no sane 
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god will attempt to draw another immortal into his Sphere, all for 
the sake of combat—it’s simply too risky! 


“When The Weirding Wakes...” (TK’93) 


‘Neath elder spire 
Transfixed by ill-desire 
Bathed in purple glow 
Suffused by twin lovers’ fire 
No kin may call this night 
No warrior of the curved cross 
May bear steel forged of man 
When the Weirding wakes 
Seven times seven thousand 
Souls in black amber 
Like the frozen wail 
Of the chorus of the damned 
Wake upon the Weirding 
Naught but blood 
Will staunch their flow 
But not the blood of the sons of man 
But not the blood of the sons of man 
When the Sleeper from dread repose wakes 
Man, his banshee scream, dies 
Seven times seven thousand times 
Passing, black spider spinning 
The New Fate of the Forever City 
The shining dragon tarnished 
The shining dragon banished 
Four black spires stab the heart of heaven 
Black rain falls for seven times seven thousand days 
Scions of darkness spin, spiders all 
Webs of treachery, curved cross unerring 
In holy cause deceived 
In holy cause deceived 
Sleeper rising, Sleeper wakes 
Spawn of Dark Earth, the Horned One 
Death incarnate, Thanatos Rex 
Blasted, undone, disgraced 
No more to grace the night 
These Children of the Light 
These Children of the Light... 


THE ETERNALS 


Level Rank a Power Points Power Reg. 
25 Freshman 15,000 150 
30 Sophomore in 20,000 200 
35 Junior 1,000 25,000 250 
40 Senior 10,000 50,000 500 

45 Graduate 50,000 75,000 750 
50 Eternal 100,000 100,000 1,000 
60 Master 200,000 200,000 2,000 
70 Headmaster 300,000 300,000 3,000 
80 Highmaster 400,000 400,000 4,000 
90 Archmaster 500,000 500,000 5,000 
100 Grandmaster 1,000,000 1,000,000 10,000 


Level = Effective level of Eternal 

Rank = Relative “name” rank of Eternal 

Primal Goal = Points accrued by the Eternal to gain his Rank 
Power Points = Internal, regenerating “mortal” Power Pool of 
Eternal 

Power Reg. = Power Regeneration, per hour 


Eternal GenPackage 
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Shapeshift: This special Eternal Power allows Shapeshift 
Order 1, at will (as per the “Shapeshifter,” except that this basic 
shapeshift costs no power to use). Each additional Rank earned as 
an Eternal grants an additional Order in Shapeshifting (so a 
Grandmaster could use up to and including Shift Order 10 at will). 


“Is Everybody In?”: Yes, as insane as it sounds, the Eternals 
sometimes refer to their stomping grounds as “In,” as in the oppo- 
site of “Out.” Alternately (and depending on the Whim of the 
Week), the Eternals have been known to call their home “Dino’s 
Cosmic Bar & Grill” (due to their penchant for getting stupidly 
intoxicated), “The Lanes” (due to their penchant for bowling with 
Exotic bowling balls while they’re getting stupidly intoxicated), 
and even “The Other Side of Morning” (due to their bad hang- 
overs after all the stupid intoxication, obviously). 
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Sponsorship: Anyone can be invited to join the ranks of the 
Eternals, provided they are at least 20th level and have shown 
some inclination toward deviant behavior, insanity, or incredible 
lunacy. Eternals are known to “recruit” by offering the occasional 
Monty Haul deal laced with some subtle arm-twisting. (“Here’s 
five free Points, a new keep, and a brand new Greater Artifact. 
Now come join us, or Ill stuff you in my closet with the rest of 
the Demon Lords.”) Eternals are even rumored to use these tactics 
(or ones even more bizarre) to attempt to recruit gods or Material 
Gods who have already decided upon ffié ey oe pa 
this can cause no small amount of celestial -misehtef—w 
offer is accepted!) 


Once the new recruit decides to accept thé te 
of the Eternals, it’s time for a quick one ‘The Pool.” 


The Pool: This is the central, colle¢ ve “intelligence” 
Eternals, from which all their Points are,brokered. The Po 
rather neutral-minded sentience that passively “books the 
bers” for the Eternals, who lay their odd§ and place their grea 
mic bets with their Points as collatetal.. Each new Etern 
“made” by jumping into the Pool, and! forevermore will sh 
“link” with the Pool. This “link” with |the Pool is the mean 
which the Eternal gains or loses his Poi ¥ which the Pool bro 
for the Eternal like some bizarre form Of\¢osmic stockbroker 
bookie). 4 


Points: The Point is the standard unit @f measure of the Eternals’ 
power. The Point itself is “internalized” bY the Pool, and all Poi 
are brokered through it to all Eternals ag if it were some great c 
emnalized” by the Etern 
ank out power (or co 
ahi “broker” Points to any 


y time. This makes it 


some lesser-ranked Eternals). The Pool 
place in known and unknown reality, at% 


ability that causes most 
other sentients to cringe with apprehens ign at the mere thought of 


such lunatic possibilities. 
1 Point = 10,000 points of Magick Power . 


Popping Points: Although the actual “popping” of a Point can 
provide the Eternal with Magick Power should he need it, there is 
a price to pay for “showing one’s hand.” Since Eternals gain rank 
by accumulating Points (their own cosmic form of XP), they sub- 
sequently will /ose rank should they burn too many Points. 
Popping a Point requires one Action Phase. 


Why Burn A Perfectly Good Point? See Immortal 
Magicks under Wishes and Pacts for the effects of primally- 
backed magicks. 


The Personal Power Pool Limit: Like the Gods, who can 
burn Primal Essence to augment their “mortal” Power Points, the 
Eternals can burn Points to augment their own reserves of power. 
Once burned, however, the Point is gone, and must be subtracted 
from the Eternal’s hoard. The temporary boost of power will dis- 
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sipate as used, and will not regenerate like the Eternal’s own 
Power Pool. Remember: 


1 Point = 10,000 points of Magick Power 


Point Description: The “externalized” Point actually resem- 
bles an oversized playing card or Tarot placard embossed with a 
single exclamation point (“!”), and fringed or bordered by delicate 
renderings of the “namesake” of the Point (see below). Many 


Name Of Card Point Value 


It? A single Point (in this case, a mere 
) points of Magick Power. This can be 
n Power Pool, and may be used for spell- 


the Point in one massive blast of raw 
ause “normal” damage equal to 10,000 Hit 
e of the Point. It may also be used for 
or other Immortal Magicks. 


wer. This blast can 
ints of damage pe 
ificing, Wishes, Pa 
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plasm. 
Note: Only “externa 


Appearing as a fist-sized shiny silver infinity 
sign, the Silver Twist is in fact the entire embodiment of a (for- 
mer) Eternal, whose entire collection of Points now resides with- 
in the Silver Twist. Silver Twists are made by the Pool only when 
an Eternal so angers it that it has no choice but to strip the offend- 
er of all power and identity (see “The League” for more informa- 
tion on Points and Punishment). These items are always in the 
“externalized” state, as the Eternal who once possessed the Points 
within the Twist no longer possesses a “physical body” with 
which to externalize them. They are highly coveted by Eternals, as 
they are both a rarity (not too many Eternals anger the Pool 
enough to merit this most severe form of punishment) and novel- 
ty item (one never knows precisely how many Points are within). 


The League: The League is the sole “governing body” of the 
wildly eclectic Eternals. Only a Grandmaster Eternal can call a 
session of the League, and then only for passing judgment upon 
the most heinous of transgressions. As can be expected from such 
chaotics, the League is in fact a kangaroo court, with judgment 
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being passed down from the Pool itself via the presiding Event Value 
Grandmaster. Judgments handed down during the League are final _ Betting Open (but odds usually in the “house’s” 
(and amusing, at least as far as everyone but the offender is con- favor) 
cerned). Blatant cheating while -1 Point (but +3 Points if not caught) 
betting 
The Silver Twist: Actual death can occur whenever and wher- stain ‘—c a lar ai clei cee 
ever the Eternal travels (as opposed to the Deific God, who can Tasteless Joke +1 Point (as above) 
only be truly destroyed while on his home Sphere). Eternals who __ Revealing one’s true ID -1 Point 
manage to destroy other Eternals (without violating any of their Losing one’s “cool” -1 Point (and a humiliating shapeshift) 
ridiculous rules, that is) immediately gain as their reward the full Revealing “immortal” -1 Point per “mortal” who hears 
Point collection of the victim. This will be granted as either a __ info to “mortals” 
posing any bet with -1 Point per rank of the Eternal 


Silver Twist (which will be presentedrbefone-a- full eonvocatiomete wir 2s Par i om 
the League, of course) or by a simp} Wapato Stbuitey elow.t ag Kaede EI eS 


. any fo iate forfeiture of present rank 
Point collection, depending upon t On 
lined in the following section, any ; 
Eternal is welcome to collect his r k to the Pool to start all over as a 
League—if he dares to brave the swaéfy i "feeble Freshman 
Twist will remain “ready to claim Pa C gsing one’s life to any Silver Twist time, and the Twist becomes 
one day after the death of the Ete aS If fo one claims it by that} Timmortal” pi “reward” for the victor (usually in 
time, the Eternal will be reincarnatgd-atAhe lowest possible rah rokP pons ceenony bemee tex Lseine) 
of the Eternals, where he'll no doubtbe/taunted remorselessly by Tikinc un another Am ¢(1 Point if é’s really fanny) 
his former friends for his folly. e STN IRE EA OE x aA 
Py Popping a Point S Doll g 
Immortal Combat: As with i ialvand Deific Gods, ther Pan per enti of te knrnaetat 
Eternals may also gain and/or con ert other sm os imal to ; e % Roped 
Points: : 4 yy 7:4 : 
* " mls value of the Point 
i ise +A Point if it’s really funny 
1 Dose Silverst if ne ‘5 +E, int (Rellians worth 2X) 
1 Fate Point 4 4 ww 
£ Recovering an “artifact” PF Point 
Eternal Defeats Primal Award [Sy | o. Recovering “somgofie 45)Ppints 
Material God all Primal Power ‘Plckaer arin: bey 
Deific God all Primal Essewt@ftom God’s Sphere (costs) S@rting a War ; il Points, depending on the humor 
nothing, as the Bddll wi v oft ¢ situation (Goblins worth 2X) 
“claim” its full Perit al Essence and convert ert hallieeerchicnall ad Ps Twat th 
= 2 Defeating another Alb@f his Points 
them into Point Larval 
Eternal all Eternal’s Pobrts (i i Defeating a Material aiiial Power converted to Points 
‘ ue , 
; Defeating a (/aiti all the God’s Spheres’ Primal 
While they gain the most efficiep™ EB <Bssence as Points 


rates, there are rules by which evem*the $¥ Point per “rank” of the immortal 


Puns & Punishment: At long last, the word is out! Now, Converting any other +10 Points per “rank” of the immortal 
before everyone’s scrying eyes, the world will at last know all (or —_ immortal to an Eternal 
at least some) of the point system that makes Eternal life (and lev- _Assassinating another Silver Twist time 


ity) so much fun! The following are some of the awards, rewards, —_ Eternal 
and punishments ascribed for various acts of lunacy, self-indul- Causing another Eternal Immediate rank 


gence, and sheer insanity which are the core of the Eternal _ @ assassinate himself in 
lifestyle: as humorous a fashion 


as possible 
Note: This is by no means a complete list. In any event, various situations 


call for appropriate rewards. Use your imagination, but temper it with a 
liberal dose of humor. 


The True Meaning Of Loon: What is it? They might know, but 
they certainly aren’t telling. 
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PRIMAL MAGICKS 


Primal Magick is cast only by “immortals,” who must expend their 
own personal soul-energy in the casting. The “Deific Gods” must 
expend Primal Essence, the “Eternals” must burn “Points,” and the 
“Material Gods” must burn Primal Power to cast these magicks. 


Though a// SenZar immortals possess the ability to cast these mag- 
icks, it is only those lucky few who have actually been taught the 
“Words of Power” who can actually cast them. These “secret words” 
are jealously guarded by those who actually know them, and the 
price for acquiring them from those who keep them can be, quite 
obviously, extremely high. 


The cost in magick power involved in casting some of these magicks 
prevents some of the lower-ranked immortals from casting them. 
The Deific Gods follow a strict, regimented progression of power, 
and as such will only pass along the magicks when the immortal has 
earned his proper rank. The Eternals will only pass along the mag- 
icks if properly bribed, coerced, or threatened into submission (or if 
they’ve good reason to do so). The Material Gods must be fortunate 
enough to have a “sponsor” to teach them the magicks, or they must 
be powerful enough to wrest the magicks from another immortal to 
acquire them. 


Immortal must possess the minimum Primal Power required to 
cast the spell in order to learn it 


Primal Inscription: This is the immortal’s shortcut method to 
making true artifacts. The caster inscribes his own personal 
Inscription—his own “soul-signature” expressed in an ethereal, 
power-lit spidery script—and by this means can permanently 
enchant an artifact in the space of mere minutes. The Primal 
Inscription allows the immortal artificer to invest an artificed item 
with Primal Power, creating a true artifact in the process. 


To empower the Inscription, the caster must follow these steps: 


1) The caster must “open” his own soul to the power of the Inscription. 
From this point until the final closure of the process, the caster is com- 
pletely incapable of any action other than pouring out his power to the 
item. All CVs are “0,” and the caster is completely helpless to attack, 
defend, perceive, or otherwise interact with his environment. 


2) The caster must actually inscribe his personal “soul-signature” upon 
the item. This requires a Power Save for each and every spell that is 
“stacked” into the item—and each additional Power Save after the first 
must be made at a cumulative -10%! This works out as follows: 


Slot/Spell Power Save 

1 n/a; “free” 

2 -10% 

3 -20% 

4 -30% 

5, 6, ete. -40%, -50%, etc. 


Note: The Save is rolled on a d100, and must be equal to or high- 
er than the number indicated. 


Primal Magicks 


It is during this stage that the caster must expend at least one 
Primal Point in order to fully prepare the item to accept the 
immortal energies coursing through it; the one point acts as the 
item’s Primal Defense, rendering it a true artifact (see “Artifacts” 
for more info). More than one point may be infused into the arti- 
fact’s PD if desired (to make it harder to destroy). 


3) Finally, the caster must “close” his own soul to the power of the In- 
scription. This requires a final Power Save, rolled as per the final Slot 
stacked into the item. (If only one spell were in the item, then no Save 
would be necessary; if two were in it, then the Save would be 10%.) 


Failure to make any one of the Power Saves (or failure to perform a 
continuous enchantment process) will result in soul-damage. Damage 
will be equal to one Hit Point per one Power Point expended in the 
Inscription, including any Power Points expended in the stacking. Due 
to the nature of this spell, there is no way possible to avoid or dimin- 
ish the damage once the Power Save has been failed (Fate Points may 
be used to “make” the Save, of course). 


The time required for enchantment is equal to 10X the number of 
Phases that it takes for the caster to successfully cast the spells he 
stacks within the item, plus the small amount of time required to cast 
the Inscription itself (which is typically only one Phase for immortals). 


Items enchanted by this method are permanently enchanted, and are 
considered to be “Artifacts,” complete with any and all Primal 
Defense (PD) which the caster sees fit to place into the item. Primal 
Defense costs one point of Primal Power per one point of Primal 
Defense. As with all primal expenditures, he must subtract whatever 
primal is burned from his own stores (which can reduce him in 
Immortal Rank if he’s not careful; making artifacts—especially pow- 
erful ones—is draining at best, and soul-blasting dangerous at worst). 


Defensive type spells (like “Shroud of Secrecy”) can either perma- 
nently be in effect, or set up to go into effect when triggered by a com- 
mand word or phrase. Any command words must be set by the caster 
when he does the Inscription. Unlike other methods of triggering with 
command words which mandate that all commands be spoken in mag- 
ick (which requires a trained spellcaster), the Inscription allows the 
caster to set the command word (or phrase) as any word he wants. 
Thus, the command word, if any, may be a magick one, or it may be 
a simple, common, everyday word that anyone can trigger. Offensive 
spells work the same way. Effects from the triggered spells will be 
exactly as if the caster himself cast the spell, yet limited and fixed at 
the level of experience that he was when he created the Inscription. 
(The process is similar to the mortal version, “Artificing.”’) 


Immortals can make as many inscripted items as they like, provided 
they have the primal to burn. Primal Defense—even one point of it— 
makes the item indestructible, save by other primal. Primal Defense 
whittles down one point per every one point done, and it does not 
regenerate. Once it’s gone, it’s gone, and only re-artificing the item, 
and investing it with more primal, will restore it. The Primal 
Inscription must always appear somewhere on the item. It may, how- 
ever, be as small or as obscure as desired. 
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Primal Magicks 
Examples of Primal Magicks 


Summon The Dark Earth Mother: This most unwhole- 
some magick summons forth the Queen of All Darkness, Chthon! 
Please note the lack of “Bind the Dark Earth Mother” spell. Take 
a peek at “Creeping Death” for her stats, and be prepared for the 
most horrible experience of your PC’s life! It only costs one pri- 
mal: she wants you to do it! Primal Cost: 1. 


Nuke ‘Em: This inflicts a deadly bombardment of lethal hard- 
core radiation over an enhanced AOE equal to a 10 mile radius 
(which can be augmented; see below). The damage inflicted is 
equal to 10,000 Hit Points, with no Power Save for half. The 
widespread and insidious effects of radiation (see “Venoms, 
Poisons & Radiations”) should also figure into this, as the area 
blasted by this magick will most surely die. Yes, it forms an evil 
mushroom cloud... Primal Cost: 1 Base, + 1 point per additional 
+10 mile radius AOE. 


Oblivion: This primal spell will render it impossible for a sin- 
gle mortal victim to be resurrected. The initial cost is only one pri- 
mal, which grants a “PD” of | to the magickal grasp upon the 
soul, though additional primal may be burned to “make it harder” 
to get the soul back. Only a primal “bidding war” will lift this cos- 
mic injunction, and that kind of potentially costly enterprise will 
balk all but the most powerful immortals. Then again, the caster 
can always just cancel the effects of the spell. Oblivion can be cast 
on either the living or the newly dead (i.e., those who have not yet 
crossed over). There is no Save. Primal Cost: 1 Base for 1 PD, 
+1 PD per +1 primal. 


Bind Fell Dragon: This functions the same as does the “Bind 
Demon Lord” magick, hijacking the “secret” Power Foci of the 
Fell Dragon. Primal Cost: 1,000. 


Bind Demon Lord: Unlike the mortal versions of the same, 
this ancient magick will bind any one of the nine Demon Lords to 
the caster’s will—by activating and hijacking the secret “Power 
Foci” in the Demon Lord’s soul which automatically binds the 
Demon Lord to the Dark Earth Mother. The binding will conform 
to the parameters of normal binding, though it is entirely possible 
to extort virtually anything from the Demon Lord so bound—even 
its soul. Primal Cost: 10,000. 


Total Genocide: By means of this horrible spell, the caster can 
cause all living things specific to one particular race to die—and 
the effects are planetary! By invoking the particular race (for 
instance, all “Goblins’) and targeting them with this spell, the 
Total Genocide begins, and scathing, soul-blasting darkness 
descends upon the hapless victims, claiming their shattered souls 
and burning their corpses to black dust. However, if you have but 
1 point of PD upon you (even on your artifact blade; as long as it’s 
on your person) or if you are an immortal, you’ll ignore the 
spell—though you'll definitely feel the horrible tingle of near- 
death touch your soul. (Obviously, the possible repercussions for 
casting such a spell should balk even the most jaded, twisted, and 
wretched of folks.) Primal Cost: 10,000. 


Awaken The Weirding: This Primal Pact sets into motion 
the Weirding, which will immediately manifest upon the chosen 
world and will endure for nine days. See “The Nine Evils” in 
“Creeping Death” for more information on what to expect during 
the Weirding. Primal Cost: 1,000,000. 


Armageddon: This primal spell will snuff out the known 
Multiverse. Not even the caster will survive. Burn all applicable 
character sheets, campaign notes, etc., and start again. The cost of 
this magick is based upon however many primal the caster has, as 
compared to the infinite primal that the multiverse has, or infinity 
- the caster’s primal. Primal Cost: var., 0 to infinity. 


THE WISH 


Wish: Costs one point of Primal Power (or one point of Primal 
Essence, or one Point) to cast. The personal “attribute-building” 
and “Character building” effects of the Wish are equivalent to 1 
Fate Point. After initiating the first one point expenditure to cast 
the Wish, additional “wish multiples” may be spent, each one 
costing an additional point. Wishes may be granted to others, or 
burned for one’s own benefit. The Wish requires one Action 
Phase to cast. A Wish may also emulate or precipitate the fol- 
lowing effects: 

Cancellation: Conversely, a single Wish can also permanently 
dispel the effects of a Wish (on a 1:1 Primal Point basis), or any 
10th Order and lower spell or spell effect (with no possible way 
for the mortal magicks to resist). 

Duplication: Alternately, a single Wish can duplicate instanta- 
neously the effects of 10,000 Power Points worth of “mortal” 
magicks. As such, if the caster is clever enough, and knows the 
spells himself, he can simultaneously cram as many spells into a 
single “casting” as he wishes, provided that he does not exceed 
the 10,000 Power Point ceiling. 

Permanent Magicks: A single Wish can “permanetize” any sin- 
gle 10th Order or lower magick. This can be used to permanetize 
a spell upon an area, item, or a person, place, or thing. Although 
much quicker and easier to employ than an Inscription, the mag- 
icks from the Wish may be removed, dispelled, or canceled as any 
other mortal magick would. (That’s because, unlike the Primal 
Inscription, the Wish doesn’t provide for Primal Defense, which 
wards versus all 10th Order and lower “mortal” magicks. Now, as 
to whether an additional Wish would provide a point of PD...) 
Primal Enhancement: Using a Wish to augment a single mortal 
spell or spell effect of 1st-10th Order such that no mortal can pos- 
sibly resist its effects. This means that there will be no possible 
Save (even if there was one) for mortals, and that the victim will 
take maximum possible damage (if any was mandated). All that is 
necessary to “cast” this is the ability to cast the spell being aug- 
mented, and the expenditure of one point of primal. 

Creator’s Note: Its up to you whether or not the rest of the 
“wish” type magicks allow the same sort of rule bending, if only 
on a greater scale of power... 
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Divine Wish: This costs 10 primal, and effects are as 10 
Wishes. Divine Wish requires one Action Phase to cast. 


Decree: This costs 100 primal, and effects are as 100 Wishes. 
Decree requires one Action Phase to cast. 


Divine Decree: This costs 1,000 primal, and effects are as 
1,000 Wishes. Divine Decree requires one Action Phase to cast. 


Pact: This costs 10,000 primal, and effects are as 10,000 Wishes. 
Pact requires one Action Phase to cast. 


Divine Pact: This costs 100,000 primal, and effects are as 
100,000 Wishes. Divine Pact requires one Action Phase to cast. 


Supreme Pact: This costs 1,000,000 primal, and effects are as 
1,000,000 Wishes. Supreme Pact requires one Action Phase to 
cast. 


And, finally, we come to the Ultimate Magick: 
THE DRAGON’S BREATH 


The Dragon’s Breath: This is the ultimate magick. With it, all real- 
ity can be changed, if one is willing to take the risk. Effects may range 
from that of a single Wish to that of a near-infinite number of Wishes. All 
it takes is raw power, a Suitable setting, and the guts to take that ultimate 
gamble—that of eternal life, or eternal damnation. And the greatest thing 
about it is that the caster himself does not pay for the magicks—The 
Dragon itself does! 


The Setting: The caster first must have the proper setting from which to 
enter into this cosmic gamble. That setting is usually holy ground, or 
unholy ground, depending upon the caster’s personal inclinations. The 
Breath is usually begun at dusk, or at any time during night, and usually 
continues, depending upon how many Wishes the caster seeks to satisfy, 
until dawn. Most importantly, the Breath may be cast only when the 
moon is new (or “moons are new’). 


Testing The Rules: These rules of setting may only be tested by the most 
powerful beings, who still may find themselves lacking, and thus guilty 
of the blasphemy of blasphemies—which is punishable by instant soul- 
death. This is at the Creator’s discretion; official “servants of The 
Dragon,” such as the Archimage of Krystallmyst, may be able to bend the 
tules a bit, as may those beings of 100th level. 


The Dragon Pact: Once the setting has been satisfied, the caster must 
enter into a personal Dragon Pact with The Dragon. This personal pact is 
elegant in its simplicity. The caster simply must stake his own magick 
power, his own soul, against the Will of The Dragon. This requires the 
caster’s entire personal Primal Point Pool, which is instantly subtracted 
from the caster’s pool, leaving him with “0” primal! 


Dragon Pact = all of caster’s personal Primal Power! 
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The SoulSave: From the first utterance of the sacred words, the caster 
and The Dragon lock wills, and test each other for supremacy. During this 
initial phase, the caster must make an all-important “SoulSave,” or else 
he will lose his soul, permanently and forever, with no possible chance of 
sanction or return, to The Dragon. This SoulSave is special, and is based 
upon the level of the character. 


SoulSave = 100% - 1% per level, or soul is forfeit 


The Eye Of The Dragon: Once this special “SoulSave” is made, the 
caster has met the gaze of The Dragon, and has not despaired. Now, he is 
within the Eye of The Dragon, where reality is his to play with. He can 
“tap into” The Dragon’s infinite supply of power, and use it for his own. 
The caster may freely use up to his own total personal Primal Point Pool 
(what he had before entering into the pact, of course) to cast a battery of 
Wishes, Greater Wishes, etc. The caster does not pay for this, of course; 
it’s only a measure of how much his “‘stake,” or Dragon Pact, is worth. 


Each successful SoulSave = Caster can freely cast up to his own 
total Personal Primal Point Pool in magicks 


Hoard!!! Once he taps this set amount of power from The Dragon, he 
must again make a SoulSave to tap another round, and so on. Since the 
Dragon Pact has already been paid for, the caster can tap as many times 
as he dares risk. The risk is that, after the first round of tapping, the 
SoulSave becomes increasingly more difficult to achieve. 


2nd SoulSave = 110% - 1% per level 
3rd SoulSave = 120 % - 1% per level 
4th SoulSave = 130% - 1% per level, etc. 


...And so forth, until it becomes improbable that the caster can continue, 
even with the use of Fate Points to “make a perfect roll.” 


The Results: Offensive magicks cast during The Dragon’s Breath will 
pierce all mortal magicks. Defensive magicks will also resist all mortal 
magicks. (While it is possible to pierce Primal Defenses and resist Primal 
Offenses with this spell, such must be achieved on the normal point-per- 
point basis. As such, it’s up to the caster to risk doing it. While he may 
not have the points necessary to attack or breach a higher-ranked immor- 
tal’s defenses, or to defend himself from a higher-ranked immortal’s 
attacks, he can gamble his own soul, force multiple SoulSaves, and draw 
the necessary Primal Power from The Dragon until he can do so!) 


Casting Magicks: All casting done while within the Eye of The Dragon 
(while in the midst of The Dragon’s Breath) is considered to be done at 
the absolute beginning of the Action Phase. Each spell cast while within, 
no matter its cost or effect, will take but one Action Phase. The caster will 
act on each and every Phase of the Combat Round, despite his own nat- 
ural number of Action Phases. (If he has more than 10 per Combat 
Round, then he’ll keep his normal number of Action Phases.) 


Dragon Artifacts: This is a sure-fire way to bring that artifact’s PD up 
really high. As for “linking” the artifact’s Primal Defense to The Dragon 
(like the Supreme Artifact, Skurge, whose PD is considered to be “‘infi- 
nite’)... well, we'll just leave the whys and wherefores to the Creator, 
because it’s up to him how he’d like to do it in his own campaign. 


I’m Invincible! While the caster is within the Eye of The Dragon (actu- 
ally tapping into it and casting magicks), he is invulnerable, and may only 
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be harmed should another invoke The Dragon and “open a conduit” to 
him. Such a desperate action will require a casting of The Dragon’s 
Breath, with all due penalties, of course. The caster may decide before the 
end of the spell to “replenish” his own Primal Pool. 


The Dragon Sleep: Once satisfied, the caster may “exit” the Eye of The 
Dragon, and thus end his Dragon Pact. The caster has spent all of his own 
personal energies during the process (which he’d best reacquire before 
exiting!), and his soul has been taxed supremely by merging with The 
Dragon. As such, the caster will be forced to sleep “The Dragon Sleep” 
for one day per point of Primal Power spent during the casting. This total 
involves only the caster’s own primal which has been spent (the “wager” 
part), and not the multiples which are “free.” (It’s normally a very wise 
move to prepare a place to sleep safely during the actual casting of the 
spell.) 


The Dragon Sleep = 1 day per point of primal used 


A Word To The Wise: Most folks, including even the most megaloma- 
niacal mega-deities, tend to let sleeping Dragons lie. Although it may take 
years, even Ages, The Dragon will always, always, always make you pay. 
Sure, you paid a hefty bit of primal (and hopefully got it back before you 
finished), and made a lot of horribly unfair Saves to get this far, but The 
Dragon doesn’t care. It will make you pay. Eventually. In extremely sub- 
lime, Dragon-like ways. 


A Final Word To The Wise: Try not to start any God Wars, eh? 


“The Dragon’s Breath” (TK’96) 


Tam all that all which is 
Tam all that all which binds 
Forever will ye search for me 
Yet never shall ye find 
Unhewn dolmen mark my passage 
Unkempt menhir mark my sleep 
Beneath me lies The Dragon 
His Breath my task to keep 
Rouse not him save when moons are new 
Thy task this charm to say: 
A’nahl Nathrak 
Uthphas Beithud 
Dolkiel Dienvey... 


THE MASTER TABLE 


Attribute Score 


Max Lift 


20 Ibs 
30 Ibs 


70 Ibs 


80 Ibs 


100 Ibs 
200 Ibs 
300 Ibs 


14 500 Ibs 


A 1,000 Ibs 


2,000 Ibs 
4,000 Ibs 
6,000 Ibs 


8,000 Ibs 
10,000 Ibs 


_ 60 | 10 tons 
50 tons 


8-80 100 tons 


p90 |r kioton 


10-100 1 megaton 
fe Kill Anything You Hit! Lift Anything! 


“Attribute Score” refers to the character’s relevant Physical or Mental Attribute. Scores of 30 and above are in the realm of the “Immortals.” That’s why their Saves and 
Bonuses can get so ridiculous. “Save” refers to the relevant Saving Throw; either on a d20 or, in extreme cases, on a d100. A character with a Saving Throw of 0.01 cannot 
miss his save under normal circumstances. There must be minuses to the Save in order for that character to even roll. Note: “n/a” means that the Saving Throw may never 
be missed (unless it’s a POWER Save, in which case, only certain magicks such as “Piercing” can invoke a Save). “CV Bonus” refers to the character’s Combat Value 
bonus, based upon the DEX score. “Base Damage” refers to the character’s initial damage potential, based upon the STR score. “Max Lift” refers to the maximum amount 
of mass that the character can lift above his head in an all-out situation. Attribute of “*” is for super-Immortals only. See “The Immortal Rules” for more info. 
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MARTIAL ARTS 


Basic Martial Arts Package: Black Wyrm O Shy'R O Common O 


| isciptne | otal av Damage Special Bsfeet/Ki Cost 


Total DC 


Black Wyrm Strikes DC Common Strikes DC _ Shy’R Strikes DC 
BLACK LIGHTNING STRIKE 1 MARTIAL STRIKE I 1 SOLAR STRIKE 1 
SERPENT’S KISS 2 MARTIAL STRIKEIT 2 TIGER’S EYE STRIKE 2 
SPIDER FANG 3 GREAT STRIKE 3 TALON STRIKE 3 
OBSIDIUM POWER STRIKE 4 RYND’R’S HAMMERHAND 4 
BANE STRIKE 5 WARHAWK’S AVENGING TALON 5 
BLACK SUN STRIKE 6 DRAGON STRIKE 6 
DARK EARTH DEATHSTRIKE 7 IRON FIST 7 
THE FANGS OF RAGE 8 VAL’R’S GLORY STRIKE 8 
SOULCRUSHER 9 WARHAWK’S LAWGIVER 9 
SOULSNUFFER 10 FURY OF THE PHOENIX 10 


Special Effects 
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Power Foci 
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Special Powers Total Cost = Character Generation Proving Formula: GenPoints (100) + Karma Total Points + Codes Total Points - Attributes 
Total Cost - Special Powers Total Cost (w/Total Cost for Mods, if any) = Fate Points (at start of 1st Level) 
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MAGICKS MASTER TABLE 


MinPower To Cast | Power Points To Cast Damage Potential 


Pt | rower ttitutext_| Personal | 10°X Power Attribute 
Ls | Power Atuibutex2 | s*Radius | 20°XPower Atribute 
| | Power attbutexs | 10rRadius | __30°X Power Attribute 
| 2s | rower atmibutexs | 25'Radius | __40°XPower Attribute 
| so | Power Atwibutex's | sorRadius | S0”X Power Atribute 
| ts | Power atnibutexs | 75°Radios | 60rXPoner Attribute 
| | rower atibutex7 | 100-Raaius | _70°XPower Attribute 
| 250 | Power Atributex 8 | 250" Radius | 80" X Power Atribute 
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PRIME With Chaos AT EVERY TURN... 


SIDE AWAITS ThE MULTIVERSE OF SENZAR, GINERE MATERIAL GO 
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In the SenZar system players choose from among dozens of unique races, professions, | 
and freaks capable of invoking potent magicks, utilizing deadly combat disciplines, and | 
creating their own martial arts, magicks, and artifacts of vast power. 
Conquering the mortal world, your character may choose one of three paths to true | 
immortality, creating his own prime power, then vying with other immortals to conquer i 
the cosmos—or to destroy it in a God War. | 
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